


STRUGGLE

“In year 1642, as they date it, the course of history changed drastically. The Dawn After Dusk, we
call it now after all these years. It began with a group of three or four people, maybe less maybe more,
the exact number eludes us now in the fog of this dusty history and ongoing dispute.

The thing happened still awes us to this day, if I am to be perfectly honest. It was finding a needle,
losing it thousand times and finding it again in the middle of a hay. One innovator, one who can swing
anything he took in his hand, one miserable thief and one who broke The I/lusion was all that it took to
make it happen. The last one is the subject of the ongoing dispute. But that is another story, for another
time. Focus on this one for now, child.

Surely, you’ve heard shapeshifters, or the name Karaneme; this is the story of our first successful
Rebellion, our gamechanger, our Return, our Glory Revisited and they, they are the enemy. The first and
the last enemy.”

An episode from Mustafa oglu Gokhan's Diary, written for and inherited by his son, Gékhan oglu
Murat.

STRUGGLE

What is Struggle which gives its name to the setting? Although popularized after the Rebellion
of First Yurt, it has been a fire ever-burns throughout the ages of humanity. Only for them to carry and
entrust to future generations.

It is possible to define Struggle as an “urge” that all people; men, women and children feel
profoundly. All these years under neme occupation and yet not one camp nor any collective human
movement nor any religion nor ideology, deliberately went out of their way to humanity to defy
themselves, even after centuries, the fight continues against neme. It is the very thing towards the
resistance and continuation of mankind as a moral being, not only as another species of animal. A series
of Q&A would help better understand the nature of it.

When did Struggle begin? Whenever the first man had stridden the earth and maybe even before.
Some claim it was engrained into humanity’s very being. Some say that it was a gift from the Almighty.
If there would be only one society of mankind left in the earth, there would still be Struggle, if one man
would have been left in the earth, Struggle would still kindle. It is a fire that burns thanks to every and
each person and it is meaningless and “maybe” non-existent without humanity. The only thing that we
are certain for know that it is for humanity.

Is Struggle known? Is it named as “Struggle”? In truth, no, it is not defined or known as a
concept. Struggle is both the ebb and flow of life and it is everything that concerns the ebb and flow,
which eventually leads to culture, traditions, laws, lore, ideology and actions of humanity. So humanity
doesn’t actually know it but rather coexists, and in mutual interaction with it.

Is Struggle an ideology? Definitely not. Struggle may be interpreted and defined with different
ideas, may give birth and pave the way for the creation of certain ideologies —for example, a man who
feels Struggle much more violently than others may introduce an ideology like militarism, or if one feels
Struggle towards one’s own sins and greed may lead to some self-discipline movement— but it is much,
much more profound than any ideology.

Can neme feel Struggle? For this question to be answered, Humanity first must comprehend the
true meaning and nature of Struggle. So it is a question yet to be asked.

Is Struggle a movement of philosophy or is it some kind of religion? No. But it is definitely
philosophical and has a religious aspect in its core. It concerns phenomenological ontology. The very
“existence of man” is the prerequisite of Struggle, but it is not an movement produced by the minds or
hearts of mankind. It is like a religion that is introduced to them by God.

Instinctively, every man has a brush with The Struggle, yet only few awakened it to its true
potential, and they are not yet aware of what it can do if it is controlled thoroughly.



For game masters, Struggle is a recurring theme that is always to be used in any kind of campaign
in The Struggle setting and its future versions, as a never-ending desire of humanity —to survive, obtain,
conquer, rule over and, to kill; but also to nourish, feed, love, sacrifice and live— despite every dire
condition and consequence.

LAND OF WAR/DAR’UL-HARB

The Campaign of 1642 is at best, a campaign of horror, misery, war and scrape a living. You have
to make the best of your abilities, your tools and more importantly, choices. You will try again and
probably will fail a few times before you even get the “good ending” of it. What we’re trying to present
you here is an experience of souls-like TTRPG campaign. So, for now, forget about those mighty paladins
who fight against the apostles of Evil. Here is a quick rundown for you to know where to begin with...

This is not an anthropocentric world you are living in. This is a world of Neme. Here, they are the
rulers, they control the tide, they set the rules, they invent the paradigms. Mankind is merely an object,
nothing more. Neme have their own hierarchical structures, authorities, superior-subordinate relationship,
military, states, religions, ideologies. Also another story for another time.

On the other hand, humanity is a slave-race since times unknown by the creatures called
karaneme; the shapeshifters, the flesh-sculptors. They are depraved of everything. Food is scarce, water
is only given as much as needed, even less sometimes. Men are used as tools for mining valuable
resources from the bosom of The Earth and if they are lucky, sometimes as muscle power or technicians;
women, on the other hand, breeding tools for the next generation of slaves.

In a lifetime, women may breed ten, twenty or —if they are lucky— more children. Those women
are left alone by karanemes. The next generation of man-slaves are more important then of present,
obviously. Usually, this application does not end up with overpopulation of mankind because heavy loads
of work, years of torture and undernutrition made impossible for them to live a long life, and that is the
reason why women may breed eight to ten children at the very least. Or there will be no way to reproduce
and survive.

But in some cases where women breed more, man are healthier by some blind luck and they
somehow manage to “thrive”, it raises some questions in the ranks of neme. If some If they are to live
and overpopulate, then the regulations are in order to fix the miscalculations.

THE REGULATIONS/ZAMAN-I HARB

“Where was 1? Yes, The Regulations as they call it and may their name be cursed with their
sugarcoated terms. It was massacre. They were afraid. Fuckin’ karaneme, afraid they were. In their hearts,
we saw their fears, and in their fears, we saw our potential, and in our potential, we thrived. They were
not regulations. They were Zaman-1 Harb.”

(A neme fucks a woman, breeds with her, births an abomination, the woman, neme and the infant
is killed, then in a state of paranoia —since now it is known that is possible to interbreed— mankind breeds
much more than usual, it is understood rather late that they bred too much and now humanity is
overpopulated, then first regulation occurs, at first, neme are undisciplined and they actually have no idea
how to effectively erase a camp, problems occur, then solved, then occur again)

An unrecorded piece of information is brought to a camp by an u/ak and since that time, it is
rarely spoken. According to the info, a karaneme and

In many such cases of those regulations, mankind response. And they response violently. Even
the best working method to spy them by shapeshifting does not work well on times like regulations.

INCIDENT OF CAMP 81/REBELLION OF THE FIRST YURT

Once, a leader of a “response” was killed, a karaneme infiltrated the leader’s family as his wife
killed him in his sleep. Next day, every member of the leader’s family were lynched, beaten to death by
a swarm of men. His three “wives”, which one of them was a neme, grandmother who is already 51 years



old, 13 children, ages ranging from 5 to 24 were all trampled under the punches kicks and stomps. Then,
the lynchers immediately declared a new leader and stroke back, killing 8 nemes, yet they suffered
immense losses, hundreds of people died in the “battle” and later all of the camp was executed. This was
the first incident that a Regulation is “won” if one can say so, thanks to it, in times of Regulation, spying
does not do anything because humanity don’t wait, plan or think, they know that only way out is through
so they simply attack. They punch. If you cut their arms, they kick, if you cut their legs, they bite, if you
take their jaw out, they headbutt. There is no end of that massacre until one side is completely erased.
The news of such determination sent shockwaves throughout the ranks of neme. Then somehow, like
always, the word got out. Other camps found out about what happened and Regulation battles have turned
into a tradition of sorts.

But karaneme is not stupid, they learned their lesson after some time. Now, if a Regulation is on
the way, the order is issued quickly and executed immediately. Whole thing happens in three nights. All
of the spies of karaneme among the human camps are left to their fate for it would attract unwanted
attention for some people to just “vanish” without a trace. It may signal the upcoming Regulation. In first
trials, they didn’t think of it so they retracted all of the spies. Mankind, understanding that there will be
a Regulation soon and they decided to start it themselves... and consequences were harsh.

Our campaign is taking place on the verge of a Regulation process, it is only matter of days
Karaneme will attack, so tension rises with each night. Humans, knowing that there are still spies among
them, they sleep by turns. Lynching nemes that try to slip through their inevitable fate by leaving the
camp at night.

Note for Storyteller/DM/GMs: Sooner or later you will understand that the book involves heavy
application of thesis, antithesis and synthesis—Iike the binaries of calling the same event two different things—
and the characters or plot will reveal those thesis/antithesis/synthesis to you one by one. For example, Fourth of
July may be your Day of Independence, or it can invoke different emotions if you are an indigenous. Since the
discourse is everything and it shapes our vision of the world and carries the doctrines and ideas with it, you will
be introduced with various perspectives and paradigms. Such as camp/yurt or regulation/zaman-1 harb... You are
warned.

Humanity is herded in camps, they are bred in camps, they usually work in camps, and they die
in camps, yurt as they call it which literally means “home”. Camps are filthy places with near zero
organization, yet never truly zero (Siitanalik and other “structures” will extend on the organization of
camps). Camps are crowded and one always have to fight for a piece of bread or drop of water. It was
not given to them in order, but like one feeding pigeons in a city center. Karaneme will usually just throw
the bread and be entertained with turmoil. Sometimes and often, murder occurs, and rarely, to their
“mercy”, karaneme will reward the human with a piece of meat as the prize of the entertainment. Camps,
unsurprisingly, stink; an amalgam smell of blood, manure and sweat always hangs in the air. There is
always a weeping sound coming from whether a mother shedding tears over a dead child or an infant
crying for mother’s milk. A valuable resource as it gives power even to weakest of men, mother’s milk
is scarce and only given to children unless sometimes, when desperate times call for desperate measures
given to men... Mothers are usually dry of milk or it is a matter of time for them to go dry, so there are
milk-mothers (siitana/siitanne), valued and protected by whatever means necessary. If a siitanne wants
bread, it is given, if water, even spits of every men and women in a yurt are in their service. They are
holy and pure in the eyes of mankind. The reason they are untouched by karaneme is that they breed well
and produce the next generation of slaves, as it was told before.

SUTANALIK

Although they are not the authority of yurts, a siitana’s word carries significant influence through
the camp and Siitanalik as a quasi-structure is protected by all costs. Men, children and women may fall
in battles for even one of them. The first one, named Umay established its traditions centuries ago. There



were always mothers whose bodies were able to produce milk but then, Umay ascended it into a religious
state of being.

As the story goes, one night after her children killed each other over a loaf of bread in those
feeding pits, Umay cried. And she cried until there were no tears left in her dry eyes. Then she cried tears
of milk and blood. Seeing her children in such miserable state, Umay, after all those tears realized all of
her yurt is in the same condition. Feeling as a hypocrite, she gouged her eyes with her own hands
saying “Yurt itself is my child, or none. From this day, I will cry for the yurt itself, or for none.”
symbolizing she will not, ever again, cry for the ones only she nursed, but for everyone and after that day
she did not discriminated between the children of yurt. As a symbolic way of proving that all yurt is their
child, siitanas today still gouge their eyes, letting the blood fall down from their breasts and the man who
is fed blood from their breast becomes their one and only man, koca. This is a practice later added by
Umay as a precaution of inbreeding. During her lifetime, Umay paved the way for other siitannes.
Creating a legacy of traditions and rites as it follows;

RITE OF PASSAGE AND TRADITION OF UMAY
Thou shalt choose one man's hand
Thou shall be blinded by thy own doing, making no distinctions between the children of Yurt
Thou shalt recite The Oath: “Yurt itself is my child, or none. From this day, I will cry for the Yurt itself,
or for none.”
Thou shalt fed your koca your eyes’blood from your breast
Thou shalt not let go of your koca until death do you part
Thou shalt not breastfeed your koca neither your blood nor your milk ever again
Thou shalt breastfeed every child that is given to you
Thou shalt not take another man as your koca if death claims him
Thou shalt not interact anyway but intercourse with thy koca

Nowadays, siitanas do not leave their tents, usually breastfeeding children that in need of, they
are tended by cupbearers functioning as their hands and eyes. Guarded and respected by all, acting as
spiritual advisors to the community.

At first, karaneme was the focus of worry in camps, it was not known how they would react to
the news since they do not have any sympathy or understanding towards a slave-race. Usually, although
rarely, karaneme will have their way with any kind of women or men they want, with the exception of
making a woman pregnant. Since a female human being invokes pathetic feelings in them, interbreeding
is out of the question, a neme who commits the crime of interbreeding will suffer most dire consequences
by his superiors, or even, subordinates, since it is now even less than a human. Men are born men, women
are born women, slaves are slaves, they cannot choose since they don’t have the right to choose, neme
understand it. Where having an intercourse with a female human is itself like a taboo or sin, choosing to
breed with a slave is never understood nor tolerated. So, the problem has been solved before it finds the
time even to occur.

“From what I gathered, or whatever left from the supposed diary after all these years, I found
some creepy shit about Umay and his first koca. According to the legend or this version of the legend,
Umay strangled her own koca in his sleep. In the first days of setting her doctrine, she was under constant
stress and unrest, saying that she was afraid and can’t sleep at night.

One night, not too much after The Gouging, her cupbearers caught Umay red-handed, strangling
her koca and saying “Begone, begone evildoer, cursed be thy name karaneme.” They told —of course—
no one about it. Carrying Umay to safety, away from her bed, in the middle of the night and “washing”
her with the soil and sand, buried the dead koca or karaneme. Whatever you want to believe, I guess.



Then, the diary suggests that after a week later Umay made some appendages, or “revisions” to
her Traditions, adding five more articles. That makes sense if you wanna believe it actually, the last five
traditions protect siitanas and block any karaneme to spy on them. One man and one man only. Also, if
a karaneme 1is stupid enough to make a siitana pregnant, I’ll let him be my guest since those bastard
would have angered both sides. I don’t know man. Making humanity angry or making karaneme angry?
It is already a tough choice, I think they didn’t see any reason to make both sides angry, and that is
understandable. Like I said, it makes sense if you wanna believe it, but every lie makes sense if you
wanna believe it, so I will not dig deeper on that.

How Umay understood her koca was actually a karaneme actually mentioned in the diary—
supposedly written by one of her cupbearers—she says that Umay had this sharp senses of smelling and
hearing, making even the tiniest weirdness in odors or voices clear as the day. Which is weird since we
already know that this power is only augmented by their disciplined training but Umay shows early signs
of the power. There is really a reason why they call her mother 1 suppose. Anyway, that’s it for now. I'm
out.”

-Archaeologist Edith Gisa's voice record

left for her supervisor Arch-archaeologist Pendragon Tugrel

ULAKLAR/ULAKS

After enduring many hardships, humanity understood whatever they had to do, they had to have
some degree of connection and secrecy between camps to make their revolution successful. In the winter
of 1293, the boy at his 8 who would be the first ulak named Markut, got caught when stealing a piece of
bread that will be served to Siitana Nur. Nur decided boy’s tongue will be cut as the decree of his crime.
It was rather a controversial decision to punish a boy just because he wanted to end his hunger. She
preached how crime should be even undesirable to man and if they let boys go unpunished, it will
eventually rise and lead to chaos. Some people agreed, others said that it was too harsh of a punishment.
After ranting for hours, nobody was brave enough to openly defy Nur, as her authority was a cold,
unbreakable one and to her luck, there was no other Siitana in the yurt at that time. Even her koca was
unable to convince her otherwise.

Then she concluded the decree with one sentence: I see clearly in the waters where your eyes
are blurred.

Thus, what was said, was said. The verdict was given and boy’s tongue was cut. After that day,
Nur spoke no further on the issue. Although, she seldom ordered the boy to be brought to her presence.
Some thought it was Nur’s mercy and pity for the boy led her to check on him. In a sense, it was the
truth. Nur really cared for the boy, she was the one who wet-nursed him, nurtured him. She was the one
who gave him his blood, flesh and bone. For some time, Markut hated Nur and didn’t want to see her or
talk to her but eventually, conditions softened. They talked, as mother and child. At least Nur talked, and
Markut listened, and at best, he hummed. He hummed so beautifully, so elegant as if he sang songs with
his vocal cords. The time he turned 13, he was known as Markut the Sparrow as his humming was a
regular thing and he was a feisty one. He was like a lotus in a swamp for a place like a camp. Among all
the misery and hunger they suffered, he somehow managed to hum and sing.

Ironically, conditions went downhill for Markut when he is a teenager. At 14 he lost his mother.
At 15, he lost his father and the girl she loved dearly is killed in front of his eyes. Karaneme, of course,
got away with it. He grew cynical over time and he developed an unmatched hatred against the flesh-
sculptors. Meantime, his love for Nur was also unmatched, she was there at his lowest and highest since
his punishment.

One night when they were engaging in a conversation as a blind mother and mute son, Nur
revealed a secret to him while tears dropped from her bottomless eyes. It was the same karaneme that
killed his girlfriend, also killed his father and mother. How Nur exactly ended up holding this knowledge
remained a mystery for him, but he still believed her. He, in a moment of rage, went for it and struck



karaneme which was disguising himself as a seven-year-old. After hitting, neme’s true form was revealed.
Seeing this, azaps lynched it and hung it upon a dead tree from creature’s neck. Body remained there as
a show of strength and punishment. Markut watched it for hours and days until the regulation.

The tree was rotten from its roots, making it black and twisted in unholy angles, It was looking
like a burnt piece of copper wire rather than a tree. It was divided to two big black boughs, neme was
hanged on the left one two days ago, the creature’s neck was indented by a thick rope, leaving a deep
groove. The boy examined the groove, how the rot was taking root in the neck, how it was walking to
the so-called face and body. Markut saw another body hanged on the right one, it was his own but the
body was not 16 anymore, it was beyond an age. It was an ever-decaying clump of matter. Two cadavers
talked to each other under the full-moon.

“You are only a man.” said neme, with disgust.

“That 1s all I need to be.” answered Markut.

“You are only a boy.” said neme.

“That 1s [ will ever be.” answered Markut.

“You are a shame. To your mother, to your father and to your darling.” said neme.

“Shame, I will carry with care.” answered Markut.

“You are only a burden.” said neme the last.

“That, I can carry.” answered Markut the last.

Finally, in the morning of the regulation day, Nur called for the boy one last time. Urged him to
leave the camps, using the tunnels beneath. Markut resisted, grumping and stomping his feet to the
ground with anger. He wanted vengeance, and more than vengeance, he wanted justice. Although, both
was mixed in his mind at some point while he was watching the neme for days. Last thing he had seen
was blurring his mind and thoughts? Was it real? Was Markut going to die and make that conversation
while he was hanged? After eight years, Nur uttered the words again;

“I see clearly in the waters where your eyes are blurred.”



Quick Start Guide

To create your character use the following steps by order:

1. Determine your ability scores

2. Choose your Class and Tribe

3. Calculate your HP , AC and Evasion scores
4. Choose or randomly determine equipment

That’s it! Now, grab the character sheet from the end and write it down to play.

ABILITY SCORES

A character is defined by broad terms of their six ability scores.
For character creation you can roll 3d6 for each ability listed

or you can start your points at 8 then buy ability points with 27
points for starting. For each score there is a modifier attach to it.
This will determine your rolls outcome in play, so choose carefully
which ability you want to use. The ability scores are the following:

*  Might: Represents how physically strong your character is.
Finesse: Represents how dexterous your character is.
Toughness: Represents how physically tough your character is.
Willpower: Represents how tough your mind is.

Mind: Represents how vast and capable your mind is.
Presence: Represents how much charismatic or capable you’re
socially.

Each ability represents your character to do ANYTHING!

Could be simple as jumping or solving a puzzle to something
more harsh. With each score your character differs from your run
of the mill citizen to superhuman like abilities. So choose carefully
for what you want to play as.

As an example let say the following:

All your ability scores are 8 and you have 27 points to
distribute. Our character in mind is a muscle head so his might
and toughness should be high as it can. Lets give the character
might of 15 and toughness of 14. That’s 16 (9+7) points used.
Then lets distribute the rest of them to make it more balanced.
For finesse lets give 13, willpower of 10, presence of 10 and
mind of 10. That makes up in total 11 (5+2+2+2) points used.
Which makes 27 points being used to make the character.

Table 1-1: Ability Score &

Modifiers
Score Modifier
1 -5
2-3 —4
4-5 -3
67 -2
89 -1
10-11 +0
12-13 +1
14-15 +2
16-17 +3
18-19 +4
20-21 +5
22-23 +6
24-25 +7
26-27 +8
28-29 +9
30 +10

Table 1-2: Ability Score Point

Score

10
11
12
13
14
15
16
17
18

Cost




LEVEL 1

All characters start at level 1 and with a class plus a tribe. Most will die out before even be able to
make a difference in their lives and die alone, unknown. The lucky ones, the ones who have struggled
and survived will gain power beyond their dreams. Get the following if you have chosen a class and a
tribe:

* HP = Might * Current Level
* Speed = 10ft (around 6 of 1x1 cm squares in all direction)
* AC=10+ Current Level
* Evasion = 10 + Finesse Modifier
* 60 gold
* One randomly chosen or selected piece of equipment (see table ‘2”)
* Based on the selected Tribe:
o Possession of a extra weapon
o Possession of some hold item

STRUGGLE

Every time you fail at a roll where there is a stake or is a important moment, you can struggle.
To struggle, you start the roll at d2 (token) + willpower modifier for box#1 then for each box the die to
roll gradually increase (d2(token)/d4/d6/d8/d10/d12). If successful the player can change the moment
of their failure to a struggled success (a half success with consequence). Gm will choose when you
should roll this however you can ask if you think its important to roll.

If successful mark the struggle bar for 1(one) box. If you’re unsuccessful with the roll, face the
consequence of your struggle with out your half success and be ready to go frenzy for a brief moment.

If the struggle bar has been filled you roll a d12 + willpower modifier to determine whatever you go
frenzy as whole or come back to your senses. If you do come back to your senses, you have struggled
enough for the session or the game.

CONSEQUENCES

To Struggle means to sacrifice something in return hence consequence of your action. Every
time you use a struggle point write down a consequence with your DM supervising it. If the
consequence is minor rest would be enough to revert back but if its major, your DM will have the say
so to when it can be reverted.



THE STRUGGLED

Classes represents what your character has been trained for, talented at or both. These people have
struggled all their lives from well just being alive and they are just trying to survive but to survive they
had to make something of themselves, something useful. So they became STRUGGLED. These are the
following classes for this this starter and the game:

-ULAK

Ulak’s represent the humanity’s messenger, the last connection to the other people and
the outside world. However these people are not able to talk. They cut their vocal cords to make them
unable to utter any words and instead of words they hum.

“They see clearly in the waters where your eyes are blurred and echo the world to be heard.”

To them the sacrifice of words is worth the opportunity to be heard, to sing, to outcry the rebellion in
themselves.

-EXERTED

The exerted are representatives of will and diligence, their work created the architectural
marvel that we see today. They are the poineers of what hard work would look like but to become a
symbol of this they sacrifice their souls. A ritual is conducted via “Siitana” to make contact with a will
unlike other to give the exerted’s soul to it. When a human is selling their soul are they even a human
anymore or are they just mindless beast perhaps even emotionless robots.

“Thou shall sell their humanity and future to betterment of a another, such that it will create only the
will of their work”

However it begs the question when you look at the work does it contain the will anymore?

-SCION

What happens when ancient beigns, ancestors of the unknown has children of the
unknown, raised by themselves taught by themselves, Struggled by themselves. These people are
Struggled and touched the unknown all their lives, shaped by it. They don’t need to do some petty ritual
to gain or control anything when it already whispered in their ears long before they were ever born
hence scion’s possesing almost infinite possibltiys, have very big short comings of rage, pride, greed
etc. Scion’s are the biggest hurdle when it comes to the rebellion but if they learn to overcome it they
will most likely be the ones to save us.



EQUIPMENT

Table 2-1: Essentials List

At level 1 you can either roll a d20 or choose
with your money (depends on the dm).

Roll

ONDOAUTHAN WN =

Item

Backpack
Candle

Chalk, 1 piece
Crowbar

Flask, empty
Grappling hook
Flint & steel
Hammer, small
Lantern

Mirror, hand-sized
Oil, 1 flask*
Rations, per day
Rope, 50ft
Torch

Thieves’ tools
Pole, 10ft
Spyglass

Tarot cards
Herbs, per basket
Sack

Cost

2 gold
1 gold
30 gold
2 gold
3 gold
1 gold
15 gold
5 gold
10 gold
10 gold
2 gold
5 gold
25 gold
1 gold
25 gold
15 gold
30 gold
15 gold
10 gold
8 gold

*When ignited and thrown, oil causes 1d6 damage plus fire (DC
10 save vs. Reflex to put out or suffer additional 1d6 damage
each round). One flask of oil burns for 6 hours in a lantern.

Table 2-3: Ammunition List

Ammunition Quantity

Arrows 20
Arrow, silver-tipped 1
Quarrels 30

Sling stones 30

Cost in gold

10

Table 2-2: Weapons List

At level 1 you can either roll a d20 or choose with your money

(depends on the dm).

Weapon Damage
Battleaxe* 1d8
Blackjack 1d3#*
Club 1d4
Crossbow*  1d6
Dagger 1d4

Dart 1d4

Flail 1d6
Handaxe 1d6
Javelin 1d6

Longbow*  1d6
Longsword  1d8
Mace 1d6
1d10
Shortbow*  1d6
Short sword  1d6

Polearm*

Sling 1d4
Spear 1d8
Staff 1d4

Two-handed sword* 1d10
Warhammer 1d6

Range

80/160/240
10/20/30**
20/40/60**
10/20/30**
30/60/90**
70/140/210

50/100/150

40/80/160**

Cost in gold

15
5

* Two-handed weapon. Characters using two-handed weapons suffer a -4

penalty to initiative checks.

**Strength damage bonus applies with this weapon at close range only.
Strength penalties apply at all ranges.

***Damage dealt is always subdual damage.




MONSTERS

As the Storyteller, you have a vast array of resources available to you make the game exciting and fun
for the players and monsters are the top of the list. A monster is defined as any creature that can be
interacted with potentially fought and killed. This section presents a wide selection of ready to play
monsters. Each description uses a standardized format that explains a monster’s capabilities. Guidelines
for understanding the information is found below.

- STATISTICS

DICTIONARY

neme(s): how shapeshifters name themselves

karaneme(s): what humans call nemes, the prefix kara- literally means “black”, connoting “illness,
accursedness”

dar’il-harb: land of war

zaman-1 harb: time of war

yurt: “home” for humans, what neme calls “camp”

koca: literally means “husband” although it is used only for a siitana’s husband.

slitana/siitanne: literally means “wetnurse”; as a member of the siitanalik constitution: milk-mother
siitanalik: literally means “wet-nursing”, not the verb form but noun, later constitutionalized as
Siitanalik: which can be translated as The Motherhood of Milk.

kizi: daughter of. ex. Gisa kiz1 Edith: Edith, daughter of Gisa

oglu: son of. ex. Mustafa oglu Gokhan: Gokhan, son of Mustafa



The Strugsle’s Character Sheet

Might
odifien Name Title
o__m_. OOCMQn—:ﬁQﬁQm
Finesse — —
Tribe Class Speed Level
Medifier:
Toughness Xp
L ,_s
Willpower 1
—
Modifier: AC HP Evasion
Mind 1
—_—
Medifiers | ...
Presence -
Medifir: e
Struggle
Bar

Equipment Notes




