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A Traveller’s Tale 
Once upon a Time there was a family who 
lived deep in the woods.  Every day the father 
of the family would go out and chop wood and 
tend the animals and crops while his beautiful 
wife and three daughters would tend the 
house, bake bread and cook wholesome meals. 

Then one day, in the depths of winter, when 
the nights were drawing in dark and cold and 
an icy wind blew from the East carrying the 
calls of Cossack hunting horns across the 
steppes to the deep forest, a stranger came.  
He was a tall man in a long, ragged coat and he 
had the look of a vagrant.  His face was lean as 
if he had not eaten for days and his voice was 
weak and waning when he whispered  
“I am a poor and lonely traveller, I have need 
of food and shelter”. 
The Father hefted his great chopping axe and 
smashed it down on a block of wood, splitting 
it right in two.  He glared at the man through 
the growing gloom and thought.  Though his 
mother had taught him to grant hospitality to 
strangers who asked least they be left in the 
cold to freeze and starve, something about this 
fellow turned his skin and made him wary.  So, 
he turned him away, bidding the stranger to 
travel to the next farm. 
The next night was as cold and frosty as 
before, and the first snows began to fall when 
the same stranger again appeared at their door, 
begging for hospitality.  But again the Father 
turned the poor, thin man away into the cold. 
Then again, on the third night the stranger 
appeared again, though this time the Father 
was out hunting in the forest and the Father’s 
wife opened the door of their house to the 
stranger. 

“I am a poor and lonely traveller, I have need 
of food and shelter”. 

And her heart melted with pity when she saw 
how thin and scrawny and hungry he looked, 
so she opened their door and said 
“Step inside, I can offer both”. 
So, she showed the thin man inside and gave 
him a bowl of hot stew and sat him down 
before the fire.  When darkness began to fall 
the Father returned to his home with a brace 
of rabbits beneath his arm.  He could smell 
suckling pig roasting and his stomach 
grumbled with hunger after his honest labours, 
but when he opened the door a horrific sight 
greeted his eyes.  The thin man crouched by 
the fire, slowly roasting the Father’s Wife and 
Babes over the roaring fire, cackling with 
insane laughter.  The Father dropped the 
rabbits and picked up his wood axe, chopping 
off the thin man’s head in one great sweep.  
But all was lost and he was too late.  As the 
thin man’s head rolled to the floor it smashed 
into a pulpy mass and his body, which seemed 
nothing but ragged clothes stuffed with straw, 
fell to the floor.  The Father fell down dead 
with grief at what had happened. 

His cottage still stands, deep in the woods, it’s 
door still open to strangers, and they say on a 
cold, wintery night, when the hunting horns of 
the Cossacks carry on the icy wind, the 
tempting smells of cooking come drifting from 
the cottage door, tempting in lonely travellers. 
And that, my child, is why you should never 
trust a traveller, yet you should never turn away 
a stranger in need of hospitality, for the 
consequences are indeed grave. 
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Once upon a time...
There was a dark and troubled land. 
The people of the Empire have known almost 
a generation of peace.  To the west the ripe, 
rich vineyards of France stretch to the Atlantic, 
where pioneering explorers, funded by the 
opulent lords of France and Spain sail to the 
Americas to return with treasures plundered 
from ancient tombs.  To the south, across the 
Alps lie the city-states of Italy, populated by 
murderous rogues, both in the alleyways and 
the courtrooms.  To the east lie the steppes; 
the cold, icy winds howling down from the 
north, heralding the arrival of the fearsome 
Cossacks on another bloody raid. Across the 
sea to the south lie Constantinople and the 
Turkish Lands, where brutal infidels rule and 
pray to dark Gods. 
Learning and enlightenment spread throughout 
the civilised lands of Europe, with the 
Universities of Vienna, Prague and the 
Sorbonne probing the boundaries of science 
and knowledge.  Emperor Franz-Joseph sits on 
the throne in Prague, ruling the lands from the 
North Sea to the Carpathian Mountains, 
bringing prosperity and peace undreamed of to 
his people. 
Yet not all is so peaceful. 
The small Kingdoms of the Rhinelands nestle 
in the foothills of the Alps, far from the 
watchful gaze of the Emperor and far from his 
influence.  Beasts stalk the deep forests, 
howling their rage in the night, preying on 
those who stray alone in the dark, worshipped 
by craven cultists and dark cabals drawn from 
the lowest and highest of society.  Gypsies 
travel the winding forest trails, their seers and 
taletellers bringing wisdom, their arrival 
heralding fear and distrust.  The nobles play at 

intrigue and war whilst assassins sharpen their 
knives and line their purses and things much 
worse than wolves and bandits stalk the night.  
Dark sorcerers from Araby and the East stalk 
the graveyards, raising the dead to serve their 
nefarious wills and older evils look on, 
sleeping, waiting. 
Peasants live in squalor in tiny, isolated villages, 
fearing to travel the forest trails and distrusting 
strangers and travellers, whilst high on the 
mountain tops the spires of grand castles 
scrape the low, brooding clouds.  Though 
village Priests lead regular services, warning of 
the dangers of sin and temptation, most 
villages still have shrines to older, not quite 
forgotten Gods – the spirits of the woods and 
streams, the Kobolds from the mines, and 
worse demand their respect.  Wayside inns and 
coaching houses open their doors to those 
who dare to travel the long, lonely roads, 
offering food, warmth and shelter from the 
night. 
In Bayern, at the heart of the Rhinelands, King 
Otto von Wolfenheldt grows old and weary.  
For fifty years he has paid homage to the 
Empire, leading his troops to the call of battle, 
defending his borders from insurrections, 
Cossack raids and uprisings of other, less loyal 
neighbouring lords and Princes.  Yet all know 
his time on this world is short, and all fear for 
the future.  His children squabble and bicker 
like infants, and the threat of civil war comes 
one step closer with each passing day, whilst 
Priests chatter the words and whims of the 
three Popes in his ageing ears, astrologers plot 
the stars, foretelling the dark day on which he 
will die and the storytellers all agree, there will 
be no Happily Ever After. 
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Of Bayern  
Nestled in the steep valleys and high 
mountains of the Alps is the kingdom of 
Bayern.  It is an old kingdom, steeped in 
superstition and tradition, surrounded on all 
sides by mountainous forests, reached only by 
precarious mountain passes which are often 
blocked by heavy snows in the winter.   
The capital, Ausberg, stands on the shores of 
the Ammersee, a great, deep lake that reflects 
the snow-capped peaks of the mountains in it’s 
mirrored surface.  And at the centre of 
Ausberg stands Schloss Wolfenheldt, the great 
castle of the Royal Family, it’s tall, pennant 
tipped spires scraping the bellies of the dark 
clouds that roll overhead.  Clustered round the 
castle, like travellers round a dying fire, are the 
homes of the great and wealthy of Bayern.  
Nobles and Advisors, Bergsmen and 
Guildsmen all cling together for protection 
from the dark woods. 
The King lies on his sick bed, surrounded by 
Physicians and herb-wise healers, Priests and 
confessors, though none can rouse him from 
his creeping illness that consumes him daily.  
And lurking in the shadows around the cold, 
draughty castle are the King’s children, his 
Sons and Daughters, hoping or fearing for the 
day when the King finally dies and the country 
plunges into bloody civil war, tearing itself 
apart over the gilded throne.   
The King’s first wife, Astrid, the Peasant 
Queen, was a common born woman who was 
said to be the most beautiful woman in the 
kingdom.  She bore him twins as she died in 
childbirth.  The eldest Wilhelm stands to 
inherit the throne, though many doubt his 
ability to rule.  He was wounded in a hunting 
accident a few years ago and is crippled by the 
injuries that he sustained.  Much gossip 
concerns the cause of his injuries, though none 
believe that he will ever fully recover.  As the 
accident occurred when he was hunting his 
wolf for his coming of age, many believe that 
he has yet to prove his manhood, and thus his 
right to rule.  His twin sister, Winifred, now 
rules as Queen of Hunsruck, having married 

the Prince Sebastian before the King’s death 
last year. 

The King’s second wife was a Princess from 
Budapest.  She soon gave birth to the twins, 
Johannes and Jarna.  Johannes is approaching 
the age of maturity.  Recently returned from 
Prague, where he was presented to the 
Emperor and studied at the University, he is 
favoured by the people of Bayern.  He is 
regarded by many as the better choice to 
succeed his father and is well loved by the 
people.  Even now he hunts in the forest, 
seeking to slay his wolf before his birthday.  
Beautiful and regal, Jana has no shortage of 
suitors from all corners of the Empire, though 
so far has seen no good in any of them 
The King’s third Queen was a noble Lady 
from the far north.  Her twins, Anastasia and 
Anton, were the death of her.  Anastasia is 
wilful and fiery, often being seen riding out in 
the forest, having slipped away from her guard 
of chaperones.  Anton, weak as a child, 
devoted his time to learning and is a keen 
student of the Sciences. 
All of the king’s wives died in childbirth, a fact 
that is often the subject of idle speculation by 
fireside tale spinners.  His final Queen is 
Caterina, daughter of an Italian Duke.  She has 
been Queen for over a decade and the same 
fact that gives her the name the Barren Queen 
could well be the reason for her survival. 

 
The Von Wolfenheldt Coming of 

Age 
The Kings and Princes of Bayern have 
long maintained a tradition of hunting, 
and for the past twelve generations each 
Prince has gone into the forest before his 
coming of age and killed a wolf on his 
own.  Having slain the wolf, the Prince 
wears its pelt at his twenty-first birthday 
celebration, proving his manhood. 
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Travelling away from the capital, along the 
dark wooded trails and the deep valley roads, 
the traveller quickly passes from civilisation 
into a dark, foreboding wilderness.  Shadowy 
forest trails, often so poorly travelled that they 
become overgrown and weed choked, lead 
their twisting paths through the dark woods.  
The paths are rife with bandits, footpads and 
highwaymen, though worst things than mere 
men lurk further off in the darkness.  Huddled 
in the bowls of great lightning blasted oaks, 
sleeping beneath stagnant mires and stinking 
swamps, old and terrible things lurk.   

Small villages huddle in forest clearings, the 
poor folk seldom travelling far from their 
homes in their lifetimes.  Small circles of 
thatched huts and the occasional stone built 
mill or Kirk are overlooked by the proud 
Schlosses of the nobility, perched high up on 
the mountainsides.  A few larger market towns 
sit at river crossings and lakesides, though they 
are few and far between.  Wayside inns and 
lodges can be found on the roads, though they 
are not common as few folk travel any 
distances, and not all are welcoming to 
strangers. 
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Of The Rhinelands  
For the most part, the kingdoms and Duchies 
at the head of the Rhine swear fealty to the 
Emperor.  From his throne in Prague, his 
reach is long and powerful, though a poor, 
provincial area like the Rhinelands is often 
overlooked.  Though the Empire may war with 
the Turks in the South, the Cossacks in the 
East and even the French in the West, and 
while it may extend cautious expeditions as far 
as the New World, or along the ancient Silk 
Road to China, the foothills of the Alps are a 
small concern.  As long as the Kingdoms pay 
their taxes and make no major trouble, the 
Emperor’s authority is seldom exerted.   

The Rhinelands are mountainous and remote.  
Stretching across the northern edge of the 
mighty Alpine range, it is a land of high, glacial 
valleys, deep, uncharted forests and harsh, 
changeable weathers.  The summers are mild 
and goatherds mind their flocks on the high 
pastures, making their way up to high eved, 
gaily painted lodges to guard their flocks 
against the wolves.  Though as the year draws 
on, the autumn winds bring harsh frosts blown 
straight off the steppes to the East and the 
high pastures are abandoned for the safer 

shelter of the valley floors.  As the first snows 
fall the peasants cluster together in rude 
hovels, praying that the nightly howling stays 
distant whilst the gentry feast and drink before 
great roaring fires. 
The folk of the Rhinelands are a superstitious 
breed.  Their world is harsh and dangerous, 
where long forgotten creatures still lurk in the 
deep forests, waiting for the unwary to stray 
from the beaten path.  Ancient traditions and 
superstitions rule their lives; a saucer of milk 
left out on the new moon, a coin thrown into a 
well, the first flour ground on a millstone 
offered back to the earth.  Though the church 
bell calls on Sundays and the pious beseech 
God with their prayers, old traditions die hard, 
and the local midwife or herb-wise 
grandmother is often regarded as a village’s 
true spiritual leader.  The villages of the 
Rhinelands are remote and secluded, and those 
who do not live in the few towns and cities 
have little cause to travel.  Most villagers will 
seldom stray further than the summer pastures, 
and only a few will ever make the dangerous 
trek to the monthly trade-fests in the market 
towns.  Those who do are always wary, and 

 
Hospitality Tradition 

An ancient Rhineland tradition ensures that hospitality is 
always given to those who ask.  Custom demands that the 
traveller ask the host for his care, saying “I am a poor 
traveller, I have need for food and shelter” and the host 
reply “Step inside, I can offer both”.  Tales abound of the 
grizzly fate that awaits those who turn down hospitality to a 
traveller in need, yet travellers are warned to take care, for 
any abuse of a host’s hospitality is often met with harsh 
retribution.  However, despite tradition, hospitality is often 
given reluctantly.  Many Fell beasts travel the road in the 
guise of men, waiting for their chance to be let into the 
bosom of the home and hearth where they can wreak 
bloody carnage. 
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always return with tales of the world abroad.  
All know the roads are dangerous and the 
tradition of Hospitality is seldom refused to a 
lonely traveller, even though it is frequently 
given up reluctantly. 
Most villages fall under the protection of a 
noble.  The kingdoms of the Rhinelands are 
old as time, and the land has been split and 
divided between the children of the nobility for 
countless generations.  Many Barons own little 
more than a village and some pastures, though 
some notable powerful nobles have clung to 
their hereditary lands by force, intrigue or 
conquest.  Though they live in mighty castles, 
the life of many nobles is no easier than that of 
the peasants.  The threat of war is never far 
off, and in such times it is the gentry who are 
expected to lead.  Most Barons and Dukes 
keep a personal guard, and it has become a 
matter of pride and honour to attract the finest 
swordsmen and soldiers into their retinues, 
bestowing them with gifts and honour and 
ensuring that their arms and uniforms are 
superior to their neighbour’s.  Yet even in 
peacetime the nobility are seldom safe.  Court 

intrigues and disputes are often as not settled 
by a bloody duel, a well-aimed Sicilian 
crossbow bolt or a pinch of Belladonna in a 
wineglass. 
The Rhinelands are divided into a number of 
Kingdoms, Duchies and Baronies.  At the 
centre is Bayern, bordered by the Duchy of 
Wurttenberg to the West, the Kingdom of 
Vorlaberg and the Principality of Oberland to 
the East, the Kingdom of Hunsruck to the 
North and the Grand Duchy of Westerwald to 
the mountainous South.  The borders of the 
states are in constant flux as skirmishes flare up 
and political alliances change almost daily.  An 
intricate network of ambassadors, diplomats 
and spies ensure that the politics of the 
Rhinelands is a dangerous and unpredictable 
game. 
Yet border wars are not the only source of 
danger for the people of the Rhinelands.  
Further east, past the far borders of Vorlaberg 
and Oberland, the forests begin to thin and the 
land changes from high mountains to rolling 
hills.  There is the home of the Cossacks.

 

Of Europe and the Wide World 
All Europe is gripped with a fever of 
enlightenment.  All across the continent the 
rich and idle read of Science and Mathematics, 
Philosophy and Anatomy, whiling away the 
days hunting and the nights dancing and 
feasting.  Yet away from the cobbled streets 
and craning spires of the great cities, life goes 
on much as it always has done.  The peasants 
care little for enlightenment and have little time 
for learning, fighting a daily battle against 
hunger, the cold and the ever-present threat of 
war and wolves. 
In the North, on the wind swept shores of 
England the beleaguered King fights endless 
wars against the Scots and the Irish, battling 
for domination of the barren, backwards isle.  
In France the Nobility dine on cunningly 

prepared delicacies and sip the finest Claret 
from crystal goblets whilst their soldiers fight 
bloody religious battles against heretics and 
followers of the Roman church.  In Spain great 
oaks are felled and galleons are built to traverse 
the ocean in exploration of the New World, 
hunting for wealth and unexplored lands.  In 
Italy, wars rage between rival city-states, all 
vying for the attention of the Pope in Rome.  
In the Empire, which stretches from the 
Danish states in the north to Constantinople in 
the south, the Kings and Dukes pay tribute to 
the Emperor in Prague whilst they stab each 
other in the back and defend their borders 
from pillaging Cossacks and their roads from 
bandits. 
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Of Science and Magic 
The world of Grimm Tales is steeped in myth 
and mystery. Innumerable folk tales tell of the 
sinister powers that run in the blood of 
Witches and Warlocks, Midwives and Mystics. 
Most villages play reluctant host to a wise man 
or midwife who looks to their physical and 
spiritual wellbeing, protecting them from the 
ravages of the beasts and spirits of the woods 
as best they can, however these folk are seldom 
trusted and are unwelcome in most towns and 
cities. Here a newer breed of magician has 
taken hold, for the power of science and 
enlightenment has swept Europe. The wonders 
of science are manifold, medicine and surgery 
to heal the gravest wounds, alchemical 
compounds to cure ills, astrological charts to 
plot the future and incredible inventions to 
work wonders. Men of science are doing their 
utmost to educate the poor, spreading learning 
and understanding, banishing foolish 
traditions. Another, older power work’s it’s 
mysterious ways in the Rhinelands. Standing 
behind every throne or closeted away in 
remote monasteries, the Priests of the Three 
Popes wield a waning power. The most faithful 
and devout can still summon forth the might 
of God’s wrath, smiting their opponents, 
holding back the creatures of darkness and 
bringing hope, though these people are few 
and far between. Most priests and clergymen 
blindly follow the words printed in their Bibles, 
chanting liturgies in the hope that they are 
saving the souls of the masses who cling to 
their ancient traditions and beliefs. Shuttered 
away in run down shacks and ramshackle 

workshops can be found craftsmen and 
artisans of such immeasurable skill. The clock 
maker who's watches can count the days left of 
a man's life, the toy maker who's creations walk 
and talk or the blacksmith who's horseshoes 
never need replacing. Many artisans have 
untold skill, adding part of their very being into 
everything they lovingly craft. Finally, walking 
the lonely roads are the Storytellers. 
Recognised by their blue cloaks and garb and 
the confidence with which they walk, for 
Storytellers are an untouchable breed. Their lot 
is to weave the tales of the great and noble, the 
low and evil, yet to always pass unhindered. 
Though some times, Storytellers use their 
powers, for good or evil, to influence the tales 
they tell, swaying a hero's heart to make him 
brave, or ensuring that he falls in his quest, for 
not all storytellers are entirely unbiased. 
Lurking behind the workers of the Craft, men 
of Science and God and tellers of tales is a dark 
truth. There is more between Heaven and 
Earth than man was meant to know, and often 
the search for power and knowledge leads 
down paths best left untravelled. Many a 
student of the esoteric sciences has been 
driven mad with diabolical insights into 
unknowable truths and many a herb-wise 
healer has fallen under the spell of the spirits 
of the forest, believing their whispered 
promises of god-like power. The dark path is 
the quick route to power, offering much, 
though at a price few can afford.  Practitioners 
and students of the arts tread a fine line. 
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Of Creatures and Monsters 
Those who live in the Rhinelands do not doubt 
that they share the land with other inhabitants, 
and whilst few have seen creatures such as 
werewolves or ghosts, most have felt their 
presence somehow.  There are a myriad of 
creatures and spirits lurking, long forgotten 
and sleeping in the night, though traveller’s 
tales and lore warn against those most 
common. 
Wolves are common in the forests, preying on 
sheep and goats, though as everyone knows, 
not all wolves are hairy on the outside.  The 
worst are hairy on the inside and only reveal 
their true selves on the full moon, when they 
run with the pack and their taste for human 
flesh is insatiable.  A werewolf can only be 
killed by silver, though Wolfsbane hung above 
the door prevents their passing. 
Not all who die in the Rhinelands pass 
peacefully on to Heaven.  Tales abound of 
weeping Ghosts, restless Spectres trapped in 
long forgotten tombs, flesh eating Ghouls who 
haunt graveyards, Headless Horsemen 
terrorising the roads, tortured Aftergangers 
raised by the Dark Arts to do their master’s 
insane bidding and worst of all, blood drinking 
Vampyrs.  Some come for revenge, some for 
the taste of flesh and blood and others for 
darker reasons still, yet most tales agree that all 
fear the power of God, for they are truly 
blasphemous creatures. 
Deep underground cave delvers such as 
Kobolds and Dwarves dig for gold and jewels.  
All miners know to listen for the knocking 

which precedes a cave in, for the Kobolds 
guard the treasures of the earth jealously, 
seeking to harm those who would steal their 
riches. 

Above ground all manner of beings are spoken 
of in hushed tones.  Ancient Trolls from the 
north sleep on earth mounds and under hills, 
the grass and moss having long since grown 
over them.  Water spirits babble in untouched 
brooks, offering glimpses of their beautiful 
forms for those who would risk a watery death, 
whilst their sisters of more hideous aspect 
sleep beneath weed choked ponds and stagnant 
mires, reaching with sharp nailed claws to drag 
the unwary under.  The washer at the ford 
singing a mournful song may herald an 
untimely death though the spirits of the 
Hearth, the Forge or the Millstone may offer 
protection if treated kindly. 
Most normal folk fear and respect the things 
they share the world with.  Wayside shrines 
and village holy places are always decorated 
with offerings to the creatures of the forest and 
the night.  The first born lamb of the year will 
be given to the wolves to quell their hunger, a 
posy of flowers to the spirits of the Hearth to 
thank them for their unsleeping vigilance over 
the household, a rosy apple left to sweeten the 
tongue of a cantankerous old hag who lives in 
the ruined cottage by the wayside or a gold 
coin as an offering to the dwarves who built a 
bridge untold centuries ago.  All these things 
are done without conscious thought and all are 
done out of respect and fear and superstition. 
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Of Churches and Religion 
Three hundred years ago a great schism occurred in 
the church.  Conflict arose between the great holy 
men of Europe, leading to savage fighting and a 
split in the power of the church.  Where once the 
church was united under the Pope in Rome, three 
now stand in his place.  The Holy Cities of 
Avignion, Rome and Constantinople have all 
proclaimed themselves the true centre of the 
Church and for over two hundred years, three 
Popes have ruled.  The loyalty of the people of 
Europe is split between the three faiths, The Holy 
Roman Church, the Eastern Orthodox Church and 
the Church of Avignion.  Many other sects and 
faiths claim that their version of the Word is the 
one true path, striving to win dominance over the 
hearts and minds of the people of Europe.  In Spain 
the Inquisition stalks the land, inspiring fear and 
hatred, while all across the continent, heretics such 
as the Cathars, the Lutherians and the Protestants 

preach their faiths to the masses, often causing war 
and conflict as a result. 

Across the Rhinelands, folk from the highest noble 
to the lowest serf, pay their respects to the Good 
Lord on a Sunday, singing Psalms and chanting 
prayers under the leadership of the castle chaplain 
or village priest.  Though as the bells toll and people 
go their own ways, all will cast their eyes to the dark 
woods, moving their hands in a sign to ward off 
evil, throwing a coin in the well or throwing a 
handful of salt across the hearth.  Each village and 
town has it’s own rituals and superstitions to 
appease the spirits of the forests and streams, the 
older denizens of the land who do not fall under the 
dominion of God.  Whilst the priests may promise 
salvation for one’s everlasting soul, there are many 
pitfalls along the path and many routes to Hell. 
 

Of Storytellers and Tales 
Every man, woman and beast, every cottage, castle 
and cave has a tale.  In the world of Grimm Tales it 
is the Storytellers that bind all these together.  Their 
words can raise a simple farm lad up to be a giant 
killer, or cast the richest king down into rags, for 
whilst their words tell of things that have been, they 
also foretell that which is yet to come. 
Ever since the first tales were told round spluttering 
fires in shadowy caves, the words of the storyteller 
have been bound up into the fate of the land.  All 
true taletellers trace their lineage back to the first 
Storytellers, claiming the blood still runs in their 
veins, rich with inspiration and insight.  Though 
many folk will tell a tale round a camp fire at night, 
uttering cautionary words of warning or spinning a 
happy tale to ward away the night chills, everyone 
respects the storytellers’ gifts.  Their tales are 
bestowed upon their listeners like rich prizes, 
teaching the folk truths of the past, present and 
future.  There are none who would refuse to listen 
and few who would not take heed of the advice of a 
Storyteller, for all across the lands each have their 
own.  In the far eastern Steppes the savage Cossack 
tale spinners tell tales of the murderous Baba Yaga 

and the healing Znakhar, while in Araby the 
nomadic Rawun tell tales of cunning heroes and 
devilish sorcerers and all across the civilised lands 
travelling Troubadours and Storytellers carry the 
oldest fables and the latest news between isolated 
towns and villages.  Yet all bear one thing in 
common – all are regarded as a breed apart.  There 
are none who would seek to harm a taleteller, be he 
Cossack warrior or Parisian Fop.  Even the dark 
creatures of the woods and streams often bow their 
heads in reverence, fearing for the vengeance which 
would be exacted upon them if they brought harm 
to a Storyteller.   
Though care should always be taken when listening 
to the tale of one who’s words bear such power.  
Many storytellers, whilst powerful, are not always 
unbiased.  Rich and powerful kings and lords will 
often shower gifts upon a masterful tale teller, 
helping to ensure that the tales which spread of his 
exploits are favourable, and though most tale tellers 
regard themselves as neutral in all things, some 
prefer to involve themselves more directly in the 
tales which they weave about them, guiding events, 
for better or worse, to their own mysterious ends. 
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Of Fashion and Costume 
The following provides a rough guide to the fashions and styles of Grimm Tales 

Folk of Quality 

Folk of quality wear finer clothing, as 
befits their station. 
At the centres of civilisation and 
learning, such as Prague and Paris, 
long frock coats and waistcoats are 
popular, made from the finest silks 
and brocades.  Tricorn hats, canes, 
powdered wigs and flamboyant 
extravagance are the order of the day.  
The further away from the heart of 
civilisation one travels, the more 
diverse fashion becomes.   

A Rhineland Duke may wear the 
height of court fashion, though could 
equally be clad in a fine quality 
doublet and breeches with a cape and 
a feathered cap, or possibly a fur 
trimmed robe or a frock coat of less 
rich material made by a local tailor 
who has only had the latest fashions 
described to him. 
Ladies of quality are invariably dressed 
in fine gowns, corseted bodices and 
huge, whalebone stiffened skirts.  
Again, powder and wigs and all 
manner of jewellery and accessories 
are worn and carried to demonstrate 
wealth.  As with men’s fashions, the 
further from civilisation one travels 
the more diverse fashion becomes. 
Noble’s costume should be 
identifiable by fine fabrics, bright 
colours and foppish accessories. 

Peasants
Deep in the dark woods, where few travel further than the local well and only the bravest and 
most well travelled have seen the next village, never mind the nearest town, fashion is not 
foremost in people’s minds.  The daily struggle to carve a living out of the harsh land means that 
clothes of the poor are invariably practical.  Villager’s clothing ranges from mediaeval styles or 
coarse tunics and smocks, through to rough doublets and waistcoats.  Sturdy overcoats of heavy 
canvas, wool or leather protect against the elements.  In general, any style from mediaeval onwards 
is appropriate for such backwaters. 
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In the cities the poorer people are more fashion conscious and educated.  Similar styles abound, 
though to a city man, a wool tunic would mark him out as a bumpkin.  Doublets, hose, breeches 
and waistcoats are common, with the richest of common folk, such as artisans and professional 
people wearing the latest in styles, such as frock coats and flowing waistcoats. 
Women’s costume follows much the same guidelines as men’s, with plain, simple dresses and 
aprons being worn by the poorest of folk, through to full skirts, bodices, jackets and cloaks for the 
better dressed.   

Colours such as greys, browns and 
faded, toned down reds, greens 
and blues are appropriate for such 
folk. 

Soldiers 
Soldiers dress more for 
practicality than anything else.  
Firearms have yet to revolutionise 
war, though the days of the valiant 
knight on a charger are long over.   
In Prague, the Emperor’s 
Cuirassiers sport braided coats 
with shining silver buttons, 
swaggering round the bierkellers 
and alehouses of the capital 
brandishing their sabres with 
pride.  However, most solders are 
not so well equipped.  
Professional units of soldiers may 
be supplied with uniforms such as 
matching doublets, thought most 
border barons settle for garbing 
their troops in heraldic tabards.   
Most Kings or Dukes maintain a 
personal guard, Musketeers, Life 
Guards, Hussars or similar, who 
are usually equipped to the best 
standards possible.  It is a matter 
of pride amongst the lords of the 
Rhinelands to maintain a well-
equipped personal guard, 
bedecked in braided and gilded 
uniforms and weapons in the 
latest styles. 
Armour is usually only worn when 
on duty or in times of war. 
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Gypsies 
Gypsies and travelling folk tend to pick up styles 
from all around their travels.  Gypsies are usually 
dirty and unwashed, though can be identified by 
their baggy shirts and bright scarves.  Gypsy 
women favour long, patterned skirts.  
 

Commentary 
As with all our events, we feel that good and 
consistent costume is vital to creating and 
maintaining the correct atmosphere.  We hope 
that by providing pictures and textual references 
throughout this book you will have a reasonable 
idea of what is appropriate and what is not for 
Grimm Tales.  However, it must be pointed out 
that trainers, jeans and combats are right out. 
We are aware that the costumes we are aiming 
for in Grimm Tales are considerably more 
complex and involved than those for other 
genres we have covered in recent years.  
However, we have a myriad of patterns and 
references which we are only too happy to share, 
and we can also point you in the direction of a 
couple of good and reasonably priced suppliers 
of re-enactment costumes.  As always, if in 
doubt, just ask one of the refs.  We don’t aim to 
exclude people by imposing unrealistically high 
costume standards, but we do hope to encourage our players to take an interest. 
The overall concept is that the richest people wear 18th Century style clothing (Frock coats, 
Tricorn hats, dresses with huge panniers, etc).  However, the further you are from the centre of 
the Empire (i.e. Prague), the further towards late mediaeval costume you will see.  The common 
folk of the Rhinelands will wear rough doublets and breeches of wool.  The poorest may wear 
ragged tunics, whilst the richest will wear brocade doublets and robes along the lines of the Three 
Musketeers or Elizabethan styles.  Those who have travelled, or those at the height of fashion, will 
wear frock costs and such.  The Rhinelands are provincial, and haven’t yet caught up with the 
latest of court fashions. 
Obviously, this is adaptable, but the general rule of thumb should be, if it fits anywhere in between 
1600 and 1800 it is probably OK, and the fancier it is, the richer the character. 
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Of Weapons and War
Life in the Rhinelands is dangerous, and most 
travellers arm themselves against the things 
that lurk in the woods.   
A gentleman’s weapon is the rapier.  Fencing 
masters across Europe teach a variety of styles 
of rapier combat, though all rely on being fast, 
mobile and accurate, often using a main 
gauche, a cloak or a cane as a secondary 
weapon for defence.  However, in times of 
war, many gentlemen will put aside their rapier 
in favour of a heavier broadsword.  Whilst 
armour is uncommon in times of peace, a 
battlefield calls for a different style of combat 
than the duelling ground.  Many mercenaries 
and professional soldiers are disdainful of 
rapiers and smallswords, preferring to put their 
trust in a broadsword or axe. 
Spears and pole arms and the weapons of 
soldiers and guardsmen, and other weapons, 
such as great axes and 2 handed swords are still 
employed in times of war.  Most armies 
employ great blocks of pike and spear men, 
though the toughest of veterans and knights 
still don their plate armour and wield great 
swords and maces, shattering their way 
through their enemy’s lines and leading the 
most dangerous assaults. 
Firearms are uncommon though not unheard 
of in the world of Grimm Tales.  They are 
expensive to buy and maintain, unpredictable 
and often dangerous to the wielder, though 
deadly in the right hands.  Few peasants could 
hope to afford a musket, with only the richest 
of professional hunters carrying a gun.  Most 
Kings and Dukes maintain a unit or more of 
Musketeers, often their personal guard, though 
their use has yet to prove decisive on the 
battlefield, and wars are still won by superior 
tactics and brawn rather than firepower.  Many 
nobles and professional soldiers own pistols, 

though pistol duelling is almost unheard of and 
pistols are usually used only in close quarters 
combat.  They are short ranged and inaccurate 
and are used more to scare and disrupt and 
enemy than to cause any real damage.  The 
most dangerous handgun is the blunderbuss.  
Seldom used in war or hunting due to its poor 
range and heavy weight, blunderbusses are 
employed by the foolhardy and desperate.  
Stuffed with black powder, nails, shot and 
broken crockery, few would be brave enough 
to stand fast in face of such an onslaught, 
though their unpredictability lends them to 
backfire or even explode, causing untold harm 
to the wielder. 
Armour and shields are uncommon in the 
Rhinelands.  Despite their poor range and 
unpredictability, firearms have made armour 
less useful.  Many soldiers still wear mail shirts 
or breastplates, and in times of war, heavy 
horse soldiers strap on plate armour and fight 
as lancers and shock troops, though such 
sights are uncommon on the lonely roads.  
Even armoured doublets or coats, sewn with 
small layers of mail or metal plates are 
vulnerable to a pistol ball or a well placed 
rapier point, and most fighters prefer to rely on 
their speed and dexterity to see them clear of 
trouble.  Additionally, as armour is uncommon, 
those who travel heavily armoured will draw 
unnecessary attention to themselves, appearing 
to the common folk as hostile raiders or 
soldiers.  Still, many professional soldiers will 
not hesitate to wear a mail shirt hidden beneath 
their coat.  Shields are equally uncommon.  
Savages such as the Scots and Cossacks still 
carry light, leather covered targes and the like, 
though these are rare in civilised lands, and 
those mercenaries who do employ shields 
usually find themselves the first target of every 
pistol or musket ball fired. 
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Of Money and Commerce
The coins of the Empire are gold Marks, silver 
Florins and copper Pfennigs.  These are 
stamped with the Imperial crest and are 
accepted as far afield as Araby or England.  Yet 
in the remote Rhinelands, barter is still one of 
the most common forms of commerce.  Most 
peasants will never have seen a golden Mark let 
alone owned one.  Though, in recent times a 
new form of money has established itself.  
Italian and Swiss banking houses, great 
merchant families, have begun to draw up 
letters of credit to one another, and 
increasingly, paper money is becoming 
accepted as a form of currency.  However, it is 
still mistrusted by many.  Exchange rates and 

the changing fortunes of the banking houses 
mean that a note written in Zurich for 100 
Marks may only be worth 60 in Prague.   
A wide range of other monies is in circulation, 
usually passed by travellers, such as 
Doubloons, Francs, Guilders and Guineas 
from a host of European countries.  All are 
often treated with suspicion, but in the end, 
gold is gold. 
The following section gives a guide to relative 
values of objects and coinage, though always 
remember that supply and demand fluctuate, 
especially in times of trouble… 

Quantities
Rather than set exact prices, the following 
quantities are common... 
One coin. 
A few (what you can hold easily in the palm 
of your hand). 
A pouch (20-100). 
A bag or small box (100+). 
A (large) chest (1000+). 
A Bank Promissory Note. 
A handful of copper makes one silver coin 
and a pouch of silver makes one gold coin. 

What you can buy 
A copper 
A poor meal. 
A beer. 
A bed / floor space for a night. 
A few coppers 
A half decent meal. 
Very poor shirt or breeches. 
A bed closer to the fire. 
A silver Florin 
A private room (if possible) for the night. 
A bottle of wine. 
A good meal. 
A modest woollen doublet or cloak. 
A sheep. 
A cheap knife. 

A few silvers 
A piece of silver jewellery. 
A decent doublet or coat. 
A warm winter cloak. 
A leather jack or buff coat 
An axe or spear. 
A dagger. 
A donkey / mule / cow. 
A ram. 
A bodyguard for a trip. 
A mercenary for a battle (he will expect 
spoils as well). 
A company’s accommodation in an inn for 
some time. 
A gold 
A helmet. 
A suit of co-ordinated clothing or a modest 
ball gown. 
An old mare. 
A book and writing equipment. 
A few gold 
Hire a mercenary company for a job. 
A good sword. 
Mail hauberk or steel breastplate. 
A good riding horse. 
A bull. 
A flock of sheep. 
A farmstead. 
A pistol. 
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A pouch of gold 
A fine, engraved rapier. 
A suit of plate armour. 
A fine frock coat or gown. 
A warhorse. 
A heard of cattle. 
A noble's ransom. 
Funds for a company (10 - 20) for a 
campaign. 
A bag of gold 
A Duke’s ransom. 
Enough to fund a good-sized company (50 
men) for a campaign. 
A chest of treasure 
A King’s ransom. 
Funds for an army on a campaign. 
Treasure 
The following rules should be considered 
when evaluating treasure… 
Tat jewellery is worth a few silvers or a gold. 
Good jewellery is worth a few gold. 
Items (bowls, jugs etc.) are worth a gold or a 
few gold. 
Really special items (you’ll know when you 
see it) a bag of gold or more. 

Character Cash 
Most characters, unless specifically rich or 
poor due to circumstance or background, can 
assume that they have a few coppers and a 
few silvers.  This means that a character will 
always (usually) have enough cash for 
mundane life and standard equipment, 
though more outrageous items such as fine 
clothing or expensive weapons will be out of 
their price range. 
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Of Characters and Tales 
There are tales told about many different characters, the Huntsman, the Midwife, the Duellist, the 
Princess, the Servant Girl.  Each one has their place within Grimm Tales and each is as diverse as 
the next. 

Tale 
Each character has a Tale that will be told about them, be they a great hero or a timid coward.  To 
begin with, a character must choose a Tale that defines how they have made their way in the 
world, what they are capable of and to some extent, their Fate.  The common Tales are: 

Arms Guile Science Craft Clergy Artisan Storyteller
Each character begins his Tale with two Advantages taken from the list that his Tale allows. 
A character may opt to take a Disadvantage, either from the list supplied or one of their own 
choosing, as long as it is agreed by a Ref.  This grants them one extra Advantage, though players are 
encouraged to try to tie in their Disadvantage to their other Advantages and Tale. 

Advantages 
Where character concepts are interesting, the 
Tale limitations are not absolute.  If you have 
an idea for a character taking advantages from 
multiple Tales, or have ideas for new 
advantages talk to the refs. 

Progression 
As characters gain in wisdom and experience, 
their Tales mature. Very soon they become 
embroiled into myth and legend, and the tales 
of their glory spread. Players are encouraged to 
set goals for their characters, telling the Refs 
which Advantages they would like to gain. 
There are no hard and fast rules on how 
quickly characters gain new advantages, though 
players will often be given opportunities within 
events that will lead to their progression.  

For instance, a Swordsman who states that he 
wants to gain the Fencing skill may meet a 
renowned Fencing Master in the inn. He could 
approach the old master and ask for tuition, or 
he could challenge him to a duel. Either path 
may result in him learning new tricks and 
techniques. Likewise, a scientist who wished to 
develop the Philosophy Advantage could find 
or purchase a learned tome on the subject and 

expound theorems and thinking to his 
colleagues, resulting in him gaining the 
Advantage. 

Players are encouraged to be creative in the 
ways in which they gain new Advantages, as 
something which works once will be unlikely 
to work a second time. The aim of this system 
is to encourage appropriate character 
development and roleplaying and to reward 
people appropriately. Gaining an Advantage 
will not necessarily mean doing a great feat, as 
often study and hard work between adventures 
will result in a character progressing, though 
we aim to reward good roleplaying and creative 
thinking through this system. 
Characters can, within reason, learn 
Advantages from a different Tale, though these 
will require considerably more effort on behalf 
of the player.  Also, the Advantages listed in 
the following sections are only examples of 
what is possible.  And, just because a character 
is already skilled in a given field, does not mean 
that they cannot get better – a request to 
improve an existing advantage will be 
considered in a similar way to learning new 
ones.
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Disadvantages 
A disadvantage can be taken for a character that will allow a third advantage.  Ideally, the advantage 
will be tied into the disadvantage in some way.  If you wish to take a disadvantage, let the refs know 
well in advance of the event so that they can write it into the story.  All disadvantages must be 
accompanied with a tale telling of how they came about. 
Below are just a few examples of potential burdens. 

Curse 
There are those who have unwisely taken from 
the witch’s hovel and those whose failures can 
be blamed on the misdeeds of their 
forefathers, but all are damned, cursed and ill 
fated.  The words of those that have been 
wronged can be powerful indeed.  There was 
the soldier who failed to return to the 
battlefield, cursed by his comrades’ widows 
that every wound he receives will bring thrice 
the pain and there was the boy whose 
falsehoods and fibs brought famine on his 
village, damned that he will grow weak as 
though from hunger whenever he lies. 
You are cursed.  Discuss with the refs the form 
that this curse takes. 

Deformed 
In the crooked house may live the crooked cat 
that catches the crooked mouse, but the 
twisted bones and hunched back of its owner 
bring him discomfort as well as the distrust of 
the local villagers. 
You are hunchback or are twisted.  

Frail 
Plagues periodically blight the summers all 
across Europe, leaving those few that survive 
weak of lung and dwindling of vigour.  It is 
known though out the Rhinelands that a babe 
born on the night before the turning of spring 
will be the last child of Winter and his breath 
will be weak.  Whatever the cause, there are the 
frail and delicate who are easily hurt whether 
by sword, poison or disease. 
You are more susceptible to disease and injury.  
When injured, one extra bead should be drawn 
and the worst wound considered.  If healed, 
the redrawing of the bead should similarly have 
an extra bead drawn. 

Old 
The tales of Jack the Giant Slayer tell of a 
young man, his face bear of beard’s growth, his 
hand not calloused by a life’s work and his 
heart free to wander the paths that his feet take 
him down.  But the tale of the woman who 
brings with her the experience of many 
decades work and learning and yarn of the old 
captain who has served not only the Prince, 
but the two Kings before him, bring with them 
subtleties and knowledge that are lost on the 
young and foolish. 
You are old, with all the grey hair and stiff 
joints that brings. 

Old Wound 
When a beast tastes of a hero’s flesh, he is 
likely to want to return for the rest.  The hero 
is likely to want vengeance on the foe that 
removed his hand. 
You have a past injury which has resulted in a 
missing hand, crippled leg or similar. 

Oath of Loyalty 
It is only right and honourable that a good 
man and loyal soldier swear his undying 
allegiance to his prince or commander. 
You have sworn such an oath and your own 
values will not allow you to break it. 

Enemy 
In the lands where tales are strong and every 
man carries with him the stories of his life, 
memories are long and vengeance can be 
sweet.  Those that a man affronts, the witch 
whose actions have been undone and the 
groom, left at the altar by his thieving bride, all 
return to wreak their revenge on their foe. 
You have an enemy, likely to return with 
reprisal and retribution. 



 

   23

Foreigner 
Gypsies travel from town to hamlet, village to 
city.  The locals will buy their pegs, they will 
listen to their tales and they will pay for their 
fortunes but they will not trust them. 
A few Cossack merchants wend their way into 
the Rhinelands.  They will be given a place to 
pitch the wooden frames of their tents, but the 
men will lock tight their doors that night and 
protect their daughters from the hordes they 
expect to follow. 
Whether you are Cossack, Gypsy, Jew or Arab, 
all regard you as untrustworthy, cursed, evil or 
worse.  Being European (Italians, French, 
Prussians, Scots etc.) does not count for a 
disadvantage.  

Vow 
When tragic events occur a man may speak 
foolishly with haste.  A man’s words and a 
man’s promises become part of his story, part 
of his tale and part of his destiny.  This pledge 
must be kept. 

Magic Susceptibility 
The men of Science who have studied the folk 
of the Rhinelands believe both peasants and 
princes of Westerwald to be overly 
superstitious and so easily taken in by the 
tactics of those who would twist their minds 
with apparent witchcraft.  The occupants of 
Westerwald believe that those of them who 
live too close the Fairy Glades are fae-struck 
and so the world’s magic can all too easily 
enter their souls. 
You are extremely susceptible to magic.  A fear 
spell will cause absolute terror, a sleep spell will 
cause a near unwakeable slumber and a pain of 
the writhe magics will be indescribable.  

Unsettling Aura 
Tale of Craft only 

When the witch comes to town the dogs bark, 
the horses bray and children hide behind their 
mother’s skirts.  Those that are marked by the 
Craft are rarely trusted and all can sense that 
mark. 
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Of the Tale of Arms 
The world of Grimm Tales is a dangerous place, and most travellers arm themselves somehow, or 
at least travel with those who are skilled at arms.  Whilst anyone can pick up a weapon and swing it 
around in the hope to hurt an opponent, Soldiers and Mercenaries, Duellists and Musketeers are 
trained in the art of war. 

The Monster Slayer’s Tale  
Once upon a time there was a boy who was born to a poor family in a high mountain village. Every 
winter the snows would fill the passes and the whole village would be cut off from civilised lands 
for months on end. Families would huddle in their shacks, listening to the lowing of the cattle in 
the barn below, gathered round the fire telling tales of ghosts and ghouls.  
One night, when the boy was not yet a man, though more than a boy, with the thinnest of hair 
growing upon his chin, there came a heavy knocking upon the door. There stood the 
Bergermeister, muffled against the driving snow, a long spear in his hand. He swiftly called the men 
to arms, telling them that a creature had been sighted on the high, snowbound pastures making for 
the outlying farms. A huge, hairy creature which ran on all fours, though was surely no wolf or bear.  
So the men gave chase through the snow, but after a time the boy became separated in the snow 
and began to fear for his life, when out of the dark a shape loomed, hairy and monstrous. It 
growled a deep, fell roar in the depths of its toothy maw and sprang for the kill. The boy raised his 
Father's old crossbow and fired, piercing the beast through the brain and killing it instantly. Despite 
it's size, the boy dragged it's heavy carcass through the snow to the village, but there to his horror 
found a scene of carnage, for while the men had been away hunting, the beast had torn down the 
doors to each and every house and killed all the women and infants who had been too slow to flee 
it's terrible claws. The boy did not wait for the men to return, but shouldered the crossbow and 
began to walk, and has been travelling ever since, hunting beasts and wolves, living off the bounties 
paid by fearful lords and terrified villagers for the heads and skins of such monsters.

Advantages
Fencing 
While others may wield rapier or sabre, you 
have the panache and style to use it at it’s best. 
You have trained in the noble art of the Sword.  
See combat section for details.  You may take 
this skill up to three times. 

Mighty Weapon 
The mercenary landsknecht are famed for their 
zweihander swords and tales are told of the 
fierce.  The Dane axe is wielded by both 
monster hunters and Cossacks alike. 
You have such a weapon and know how to use 
it.  If wielded with a full swing, the victim of 
this weapon is usually knocked from his feet 
and when his wounds are discerned two beads 
are drawn and the worst considered. 

Shield 
Although the high age of the shieldwall has 
past and few in the Rhinelands still use such a 
defence, the targes of the Highlands across the 
sea and the round shields of the Cossacks are 
still a feared sight to their enemies. 
You may use a shield. 

Pugilism 
There are those trained in the gentlemanly art 
of the ring and who respect the Rules of 
Queensbury and there are those who use the 
dirty tricks and low-down tactics of a tavern 
brawler. 
You are skilled in unarmed combat.  If 
brawling against someone without this skill, 
you will win. 
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Wear Armour 
Most people can wear light (leather/padded) 
armour, but you have become used to the 
armour of the true warrior. 
This skill may be taken twice, allowing you to 
wear medium (mail/breastplate) or heavy 
armour (plate). 

Firearms 
Any man can pick up a loaded pistol and hope 
to hit their intended victim.  You, however, are 
trained in the loading and correct use of both 
pistols and muskets. 

Crack Shot 
requires Firearms 

The cities are full of targeteers who claim to be 
able to place a pistol ball through a flying apple 
or to be able to shoot an enemy officer from 
across a battlefield.  Whether you make the 
claim out loud or not, you are an excellent shot 
with a firearm. 
Monsters will be briefed to take more notice of 
your firearm than normal. 

Careful Loader  
requires Firearms.  incompatible with Quick Loader 

The graveyards and hospitals are full of the 
careless and unwary, who do not pack their 
gunpowder correctly before issuing the ball 
into the barrel or do not clean their flash pan 
after each shot.  You take more care with your 
firearm and will be issued with less backfire 
cartridges. 

Quick Loader  
requires Firearms.  incompatible with Careful Loader 

The loading of a firearm is a slow process.  
During the chaos and fray of a melee, even a 
trained musketeer cannot expect to reload his 
weapon.  There are however shortcuts and 
techniques that can accelerate the process. 

You have practiced hard to reduce the 
reloading time of both musket and pistol.  You 
may reload your firearm during combat. 

Gunsmith 
Backfires and explosions are the hazards of 
igniting gunpowder within a confined barrel.  
A gun that has backfired will be useless and 
should its owner still be around, he will need it 
to be repaired. 
You are skilled in the long-term maintenance 
of firearms and can, given time and tools, make 
repairs following a backfire.  You are also able 
to mix your own gunpowder and cast your 
own shot, so will be issued with additional 
cartridges. 

Bombardier 
The men of the kings musketeers are 
considered foolhardy by many for being willing 
to explode gunpowder so close to their bodies, 
yet their foolishness is nothing compared to 
those who tinker with powder in sufficient 
quantities to make bombs and grenades. 
You are trained in the use of bombs and 
grenades. 

Comrades 
The loyalty and fellowship present in the 
lowest mercenary company or the dirtiest 
group of street brawlers may not be as obvious 
as that which exists between a group of the 
King’s musketeers, but it can run just as deep. 
You are or have been part of a group of 
companions.  They may be called upon for 
help, assistance or information. 

Famous 
The Grimm Tales are the stories of those who 
will eventually pass into the legend and folklore 
of the Rhinelands.  Some, however, are already 
part of that tradition. 
Storytellers know your name and children by 
the fireside may have heard of your deeds. 

Heirloom 
As people pass through the stories and tales of 
the villagers, so do the weapons and equipment 
they carry. 
You possess an item that has been told or sung 
about in the fables. 
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Mentor 
The path that must be trod through the tales of 
the Rhinelands is often a lonely one.  With a 
hand to guide the way the journey is often a 
less perilous one. 
You have a mentor or tutor of some note who 
looks out for you and may be a good source of 
inspiration and information. 

Noble 
Heroes come from many walks of life - the 
humble village blacksmith to the greatest of 
kings. 
You are part of the nobility; you have rank and 
title, a little land and a few disposable gold 
coins. 

Rich 
You have collateral to the value of a Duke’s 
ransom and you have a disposable income that 
could fill a small pouch with gold.  

Discern Wounds 
There are many people who will have gained 
basic knowledge of wounds and how they are 
treated. The army surgeon will often train a 
few of the company to give basic assistance to 
the injured. 
You have a bead bag.  See wounds section of 
the combat chapter. 

Quick 
The swift and sprightly are often the first into 
danger and the first out of it again. 
If you see someone targeting you with a 
firearm, you can dodge out of the way by 
diving to the ground or behind an obstacle. 

Endurance 
This advantage may be taken up to three times 

A wound in battle means different things to 
different people.  There are those who feint 
and flounder at the smallest of scratches and 
those who fight on through the gravest of 
injuries, only to die in the arms of their 
comrades once the heat of battle is over. 
You can ignore the effect of one wound per 
level until the end of the combat. 

Tough 
This advantage may be taken any number of times 

There are those who die and those who live to 
fight another day. 
Once the severity of a wound has been 
determined you may decrease it by one level.  
This may be done on one wound per day per 
level. 

Strong 
There are those in the fireside tales who charm 
or twist their way through life and then there 
are those with the brawn to smash their way 
through. 
You are strong and may perform acts of 
strength that can be phys-repped without 
damage to property. 

Strong Willed 
Those with a single purpose in life often carry 
on through where others would be waylaid or 
put aside. 
You may successfully challenge the effects of 
much fear and mind-effecting magic.  Your will 
may be overcome by particularly strong effects. 
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Of the Tale of Guile 
Many who travel the lonely roads rely on their wits and agility to see them safe from trouble, never 
relying on cold steel or sinister craft for solutions to problems.  Rogues and Bandits, Gypsies and 
Thieves, Swashbucklers and Highwaymen, many prefer the less direct route through life, always 
drawn by the lure of gold and the promise of greater riches.  Yet not all who live by their wits sink 
to crime.  Others play a more subtle trade, such as that of a Merchant, an Ambassador, a Diplomat 
or a Spy, though since as much Rhineland politics is negotiated with the point of a stiletto as it is 
with a peace treaty, most who follow this path through life are wary folk. 

The Black Widow’s Tale 
Once upon a time there was a young woman, who was the daughter of a poor tailor in a small 
town. Her father struggled to put food on the table and keep a dry roof over his family's head, and 
all through her childhood, she promised herself that she would better herself. Then, one day a well 
to do merchant came to the town and demanded that her father make him a fine suit of clothes. 
While the father took measurements of the merchant, winding the tape round his great, fat belly, 
she dressed in her poor dead mother's wedding gown, which her father kept under the bed in 
memory of his love. Just as her father finished the last stitch in the merchant's suit, she swept into 
the room, a vision of beauty, taking the fat merchants breath away. He immediately became 
infatuated with her beauty, and demanded her hand in marriage and the father, too poor to keep 
her any other way, accepted.  
So, she was taken to the merchant's home, a grand house in the city, where she was wined and 
dined and dressed in the finest silks and married the fat merchant. Though soon she grew weary of 
his company, and sought distractions. One day, when out riding, she met an old crone, picking 
blackberries in the woods, who startled her by calling her by her name. She offered her a way out of 
her marriage, in return for a favour, and she accepted. So the old crone told her to go into the 
woods and gather certain herbs and roots and brew them into a potion and slip it into the fat 
merchant's wine. This she did and to her horror he choked to death before her that night, his face 
turning bright red then a pale, deathly blue. When the magistrate came, she claimed he had choked 
on a chicken bone, though the magistrate looked at her with suspicion in his eyes.  

That night, there came a knock on the door and she looked down out of her window to see the old 
crone, no doubt there to collect her payment. She ran to the back door, hastily donning some 
travelling clothes and grabbing a purse of money before fleeing the town.  
So she has arrived in Bayern, in mortal fear of the debt she owes to the mysterious old crone, with 
little money or possessions and the intention to find a new husband and one of noble birth at that, 
for after all, if he does not turn out to be her Prince Charming, he can always choke on a chicken 
bone... 

Advantages
Pick Lock 
The contents of a chest or room are usually of 
much more interest if the way is closed. 
If locks are likely to be found on an event, you 
may be given the key before hand. 

Evaluate 
There are treasures of old whose value is 
unnoticed by the unworthy.  A merchant’s 
promissory note may state one value but their 
true value may be in reality many times less. 
You can estimate the value of many goods.   
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Pick Pocket 
It is well known amongst the untrustworthy 
that another man’s property is just that which 
you haven’t acquired yet. 
If you wish to pick a pocket or purse, inform 
the refs.  They may brief the target to make the 
job easier for you. 

Disguise 
The disgraced princess may return to the 
palace, dressed as a serving maid only to be 
looked over by her own father.  The lowly 
stepchild may bring herself from the cinders of 
the fireplace to dance at the ball under the very 
hooked noses of her sisters. 
You are skilled at disguise and can easily pass 
yourself off as someone else. 

Tracking 
Those who live by their wits are not all thieves 
and scoundrels.  Army scouts and hermit 
hunters survive and make a living by following 
the trails of enemy or animal. 
You are skilled at tracking and can discern 
information from what people leave behind. 

Hide 
When one wishes not to be found, an 
accessible bush or convenient curtain is often 
the key. 
Monsters will be briefed not to look too hard 
for you. 

Poison 
The route to promotion is often through a 
superior’s demise.  There are ways of speeding 
that process.  Not all poisons are deadly 
though, there are sleeping drafts and 
weakening brews which can be of equal use. 
You are knowledgeable of poisons and can 
make a variety of useful concoctions given 
time and resources. 

Gossip 
Whether village or court, market place or 
council chamber, there are always those who 
see and hear what is happening and spread it 
around.  Then there are those who listen to it. 
You can spot a group’s gossip and will often 
find yourself being told the latest rumours by 
the local tattler. 

Silver Tongue 
Everyone has heard the tale of the boy who 
cried wolf.  There are, however, those who 
choose to ignore this advice. 
When you start a lie with the phrase ‘You’ll 
never believe this, but…’ listeners will believe 
what you say, unless they have evidence to the 
contrary.  This may be used four times per day. 

Companions/Contacts 
In the slums of the cities, old men lord 
themselves over groups of young pickpockets 
and scoundrels.  In the darkest forests, bandit 
gangs ply their deadly trade.  In the courts of 
Vienna and Prague, society’s ‘ladies’ build 
networks of contacts through gossip and 
blackmail. 
You have a number of companions or 
acquaintances who may or may not be loyal to 
your cause. 

Fencing 
While others may wield rapier or sabre, you 
have the wits and guile to use it at it’s best.  
You have trained in the noble art of the Sword.  
See combat section.  You may take this skill 
twice. 

Firearms 
Any man can pick up a loaded pistol and hope 
to hit their intended victim.  You, however, 
have learned the loading and correct use of 
both pistols and muskets. 
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Discern Wounds 
There are many people who will have gained 
basic knowledge of wounds and how they are 
treated.  The travelling barber will usually offer 
his talents with bandage as well as scissors. 
You have a bead bag.  See wounds section of 
the combat chapter. 

Heirloom 
As people pass through the stories and tales of 
the villagers, so do the weapons and equipment 
they carry. 
You possess an item that has been told or sung 
about in the fables. 

Noble 
Heroes come from many walks of life - the 
humble village blacksmith to the greatest of 
kings. 
You are part of the nobility; you have rank and 
title, a little land and a few disposable gold 
coins. 

Rich 
You have collateral to the value of a Duke’s 
ransom and you have a disposable income that 
could fill a small pouch with gold. 

Famous  
The Grimm Tales are the stories of those who 
will eventually pass into the legend and folklore 
of the Rhinelands.  Some, however, are already 
part of that tradition. 
Storytellers know your name and children by 
the fireside may have heard of your deeds. 

Quick 
The swift and sprightly are often the first into 
danger and the first out of it again. 
If you see someone targeting you with a 
firearm, you can dodge out of the way by 
diving to the ground or behind an obstacle. 

Strong Willed 
Those with a single purpose in life often carry 
on through where others would be waylaid or 
put aside. 
You may successfully challenge the effects of 
much fear and mind-effecting magic.  Your will 
may be overcome by particularly strong effects.
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Of the Tale of Science 
Learning and enlightenment are the cornerstones of Science.  From the great universities to the 
most remote inventor’s laboratory, learned souls are striving to push back the boundaries of 
Science.  Philosophers, Alchemists, Doctors, Astrologers, Inventors, all manner of branches of 
Science are being discovered daily.  Though still rare, Scientists are often found travelling the roads 
in search of greater learning or conducting vital field research, and are frequently funded by rich 
patrons, for few have the wealth necessary to devote their lives to study. 

Scientists place their faith in the cornerstones of learning and reason.  Everything in the world can 
be explained by theorems and mathematics.  It can be categorised, formalised, learned and 
replicated at will.  Scientists with sufficient learning and skill can bring about changes through their 
invention and ingenuity, learning anatomy and medicine to heal almost fatal wounds, philosophy 
and debate to prove the validity of the theorems, alchemy to develop miraculous compounds and 
astrology to reveal the hidden influences of the planets and stars over Fate. 

The Young Doctor’s Tale 
Once upon a time there was an old doctor who had a young apprentice. 
Every day, the doctor would hold a surgery, tending the ailments and injuries of those who could 
afford to pay for his services in the town in which they lived.  Though every seventh day, he would 
go down to the market in the poor quarter and would treat the diseased and lame, the beggars and 
cripples who could afford nothing.  So he was known as a kind and generous man throughout the 
entire town, and the great and wise were forever inviting him to dinner to hear him speak learned 
words of wisdom. 
Now, the apprentice greatly respected and admired his master.  Having studied long and hard at 
college in Prague, the apprentice was a man of refined manners and taste, and had come to the 
backwater town to gain real experience of life and to hone his skills as a doctor and surgeon before 
setting his own practice up for himself.  So, he hung on his master’s every word with all the 
attention of a dog waiting for discarded scraps from the dinner table. 
Every day, the apprentice would help the Doctor in the surgery, binding wounds, mixing 
compounds to aid with healing and tending to the injured, and every night he would retire to his 
small room high up in the of house and pour over text books and tomes of anatomy by candle 
light.  Every seventh night, the apprentice would wake from his sleep in the early hours, having 
dreamt the most hideous dreams, and for a time after he awoke, the nightmarish screaming in his 
head would continue.   

Eventually, he began to think that he might have a brain fever, so one night, after they had been 
tending the poor cripples in the market, he told the Doctor of his worries.  With a concerned air, 
the Doctor brewed him a concoction that he said would aid the sleep, and sent him to bed early, 
warning him not to try and stay awake and read his books.   
The apprentice was awoken by a bump, and at first could not understand what he saw.  The Doctor 
was dragging him down a set of rough steps into the cellar of the house, into a room that looked 
more like a torture chamber than a surgery.  Chained to the walls were some of the cripples and 
sick who they had seen that day in the market, though they were different, for a man who had no 
arm that morning now had a deformed monstrosity of a limb sprouting from his shoulder, while a 
woman who had only one eye now had a bulging bloodshot orb in place of the ruined socket. 
The apprentice screamed and jumped to his feet, knocking over an oil lamp as he did, sending a 
rush of flames across the room. 

“No,” screamed the Doctor.  “I was only trying to make them better”.  But the apprentice was no 
longer listening; he was running for his life… 
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Advantages
Alchemy 
The age-old question of turning Plumbum into 
Aurum was a fool’s errand and the modern 
Scientists who take the ancient craft’s name have 
novel goals. 
By mixing the four humours, the base elemental 
compounds and any number of primary 
components, alchemists can create miracle 
compounds to heal, transform, explode or to 
perform any number of miraculous feats. 
A trained Alchemist will have three or four ready 
made compounds at his disposal (see a ref before 
each Event) and will have the components to 
make three or four more in the course of the 
game.  This will require phys-repping.  More 
unusual compounds can be devised on request, 
though may require especially hard to obtain 
components.  Alchemists are encouraged to be 
creative. 
There are innumerable compounds that can be 
distilled and composed, though some common 
ones are: 

Soporific 
Thrown over a person, this dust will cause instant 
drowsiness and will put most people to sleep in a 
matter of seconds. 
Antidote 
A cure for most commonly encountered poisons. 
Linctus 
A syrup of oils and antiseptic herbs which, when 
applied to open wounds, will reduce the severity 
of the wound by one level. 

Hypnotism 
The mind is a complex thing.  Far too complicated 
for its owner to understand, but the few Scientists 
that delve into its workings can gain great insight. 
A starting hypnotist can mesmerise a willing 
patient in order to extract information concerning 
their inner psyche or hidden memories.  With 
experience the Scientist can enthral his target and 
place commands and instructions within their 
subconscious.  The most experienced of 
hypnotists can entrance a target that is unknowing. 

Astrology 
The rotation of the planets around the earth (or 
even, controversially, the planets around the Sun!) 
are known to exert a strong influence over the 
fates and destinies of men, though only the most 
learned can fathom their meanings. 

A trained astrologer can draw up a birth chart for 
an individual with or without their knowledge and 
may determine something of their destiny, either 
past, present and future and how it will be or has 
been affected by the planets.  The more 
complicated and elaborate, the birth charts, 
telescopes and star gazing equipment are, the 
more precise any prediction will be. 
A starting astrologer requires much information 
about the individual, perhaps including their birth 
date and year.  With experience an astrologer can 
extrapolate what they know to determine these 
facts. 
The fluid way the Old General carries himself shows that 
he must be of a water sign and his temperament shows him 
as Aquarius.  His grey hair puts at about 63 years old, 
making him born in the age of Pisces and the contradiction 
of the water signs in his aspect and his military career 
means that he must have been born with Mars in 
ascendance. 

The current relative position of Jupiter and Mercury within 
his sign of Aquarius shows that he couldn’t possibly have 
any romantic involvement at the moment, especially with a 
Gemini such as dowager Duchess.  Ah, but what is this I 
see?  Maybe I will play cards with the General tonight after 
all. 

Forbidden Lore  
cannot be taken by starting characters 

The discipline of Science is a long and arduous 
journey involving years of research and error upon 
error before success.  However, there is a quicker 
route.  For those who seek it, the path to 
enlightenment can be made swiftly.  There are 
gadgets and theorems that more ethical 
practitioners would not consider following. 
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Firearms 
Any man can pick up a loaded pistol and hope to 
hit their intended victim.  You, however, are 
trained in the loading and correct use of both 
pistols and muskets. 

Gunsmith 
Backfires and explosions are the hazards of 
igniting gunpowder within a confined barrel.  A 
gun that has backfired will be useless and should 
its owner still be around, he will need it to be 
repaired. 
You are skilled in the long-term maintenance of 
firearms and can, given time and tools, make 
repairs following a backfire.  You are also able to 
mix your own gunpowder and cast your own shot, 
so will be issued with additional cartridges. 

Bombardier 
The men of the kings musketeers are considered 
foolhardy by many for being willing to explode 
gunpowder so close to their bodies, yet their 
foolishness is nothing compared to those who 
tinker with powder in sufficient quantities to make 
bombs and grenades. 
You are trained in the use of bombs and grenades. 

Invention 
From telescopes and ingenious weapons to flying 
machines and steam boilers, the miracles of 
science are revealed through the inventive minds 
of Scientists. 
Gadget 
A simple pocket watch or a three barrelled 
repeating pistol, a personally designed set of 
surgical tools or a fine brass telescope.  The 
character has a gadget, which can serve a mundane 
function or realistically duplicate the effect of 
another Ability. 
Mesmerist’s pendant – a mesmerist’s pendant can take a 
number of forms; a watch on a chain, a whirling disk or a 
bellows driven flute tuned to the appropriate harmonics.  
When used in the appropriate circumstances, the device can 
be used to induce a state of trance on an individual, 
rendering them susceptible to suggestion. 

Invent 
requires Gadget 

A Scientist with the skill of invention can create 
new theorems and machines, gadgets and 
constructs.  To prove a theorem and invent a 
gadget, the character must have an appropriate 
prop and ideally produce theorems, plans and 
working drawings to demonstrate their 
inventiveness.  This aims to encourage a bit of 
creativity in producing blueprints and the like as 
well as physical props. 
Such a scientist can devise a new gadget for each 
event they attend, and can also use their skill and 
knowledge to jury rig devices. 

Rich 
You have collateral to the value of a Duke’s 
ransom and you have a disposable income that 
could fill a small pouch with gold. 

Philosophy 
Students of Philosophy ponder the very existence 
of mankind, unearthing the roots of cause and 
effect, categorically proving their theorems 
through measured and reasoned debate. 

Rationalise 
To begin with, the philosopher learns the 
fundamental theorems and doctrines of modern 
thought.  He is taught that Magic and Superstition 
have no place in the scientific world, and learns to 
rationalise the effects of such dark arts. 
A student of philosophy can negate the effects of 
minor magic upon himself through composed and 
structured argument.  Such argument should take 
place aloud. 
A Witch uses the power of the Evil Eye to blind a 
Philosopher.  He realises that rationally this cannot be so, 
and shortly concludes that the witch must have thrown some 
form of powder into his eyes.  So, taking his canteen, he 
washes out his eyes, thus rationalising the fact that he can 
still see and was not affected by superstitious folk magic. 
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Debate 
requires Rationalise 

As the Philosopher gains in skill and oratorical 
talent, he begins to be able to convince others of 
his worldview.  It becomes possible, through 
similar structured and rational argument, to 
disprove the existence of magic and superstition 
to another.  Such debate takes a short length of 
time and only works on those prepared to listen, 
so is unlikely to work on those of a particularly 
superstitious bent. 
A Philosopher and his companion are investigating a 
ruined, ancient tomb when they come to a glowing sigil 
traced into the floor.  It takes the Philosopher no time at all 
to justly propose and go on to scientifically prove that the 
rune is nothing more than an unusual growth of 
luminescent cave moss and could not feasibly be a warding 
spell placed to trap unwary trespassers.  The two pass over 
the sigil unharmed.  

College 
A humble scholar is often no more effective at 
solving the questions of his science than a lone 
pike man facing a Cossack horde.  The academic 
community band together to share ideas and 
support each other in their pursuit of knowledge. 
You are member of a college or university and 
have a group of acquaintances and contacts who 
can be called on for aid when aid is needed. 

Famous 
The Grimm Tales are the stories of those who will 
eventually pass into the legend and folklore of the 
Rhinelands.  Some, however, are already part of 
that tradition. 
Storytellers know your name and children by the 
fireside may have heard of your deeds. 

Noble 
Heroes come from many walks of life - the 
humble village blacksmith to the greatest of kings. 
You are part of the nobility; you have rank and 
title, a little land and a few disposable gold coins. 

Medicine 
For centuries man has known of the curative 
properties of the application of leeches, but as 
Science progresses into this new age, as a steady 
supply of candidates make their way to the 
Anatomists, new theorems are developed and old 
practices updated to this age.  The ancient practice 
of skull drilling is finding new and exciting 
application and the most fashionable of Prague’s 
nobles visit their doctor regularly for medicinal 
bleeding. 
Doctoring 
The wonders of medicine begin with a sound 
knowledge of anatomy, providing the surgeon and 
doctor with the skills and tools to heal the most 
hideous of wounds and tame the harshest of 
fevers. 
A doctor can cure wounds through his knowledge 
of anatomy, using techniques such as bleeding, 
balancing of the humours and in severe cases, 
amputation. 
You have a bead bag and you can heal wounds as 
a Healer, see Combat section. 
Surgery 

requires Doctoring 
Extensive study of the workings of the body and 
long, dedicated practice lends skill and knowledge 
to the best of Surgeons. 

Surgeons heal wounds in exactly the same manner 
as a Doctor (see the Combat sections), though 
with the difference that they cannot make a 
wound worse by treating it, even if they draw a 
worse bead during their treatment. 

Mentor 
The path that must be trod through the tales of 
the Rhinelands is often a lonely one.  With a hand 
to guide the way the journey is often a less 
perilous one. 
You have a mentor or tutor of some note who 
looks out for you and may be a good source of 
inspiration and information. 
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Of the Tale of the Craft 
In the villages and dark forests little has changed for centuries.  Offerings are still made to placate 
the spirits of the wild, herb wisdom is passed down through generations, and Fell-Born children 
grow to have the Evil Eye or Second Sight.  Those who are not thrown to the wolves out of fear 
often gain the respect of the superstitious village folk, acting as healers, advisors, midwives and 
spiritual leaders, though there presence is seldom welcomed in good company. 
Practitioners of the craft are many and varied, though all have one thing in common, a connection 
to the darker, wider world.  All followers of the craft know that there is more to the world than 
Science or Religion can ever explain, and that the things which sleep in the dark, hiding from the 
gaze of man, have knowledge of the secret ways and words which bring power.  Though the Craft 
is a dangerous path, for the lure of power is strong to those who begin their studies, and there are 
any number of creatures and beings willing to grant power in return for a vague promise of future 
payment. 

The Traveller’s Tale 
Once upon a time there was a young Lord’s son.  The fifth son in a very large family, he was never 
bound for rulership, and though he was tutored with his brothers in the art of fencing and riding, 
he had little taste for the military life.  Instead, an interest in learning and the lore of remote and 
foreign places captured his attention.  While his brothers were out drinking and womanising, he 
would spend hours upon hours locked away in the high, draughty tower where his father’s library 
held unfathomable secrets in dried, dusty old tomes.  He read avidly, absorbing all he could of 
science and folklore, geography and anatomy until one day he closed the final book in his father’s 
collection. 

So, strapping on his sword and fastening his cloak around his shoulders, he set off to Prague, where 
he sought to enter into the University to learn more, to become as wise as he could.  After  a long 
journey, he presented himself at the grand college in Prague, and was soon accepted as a student.  
His breadth of learning and dedication to study so impressed his professors that he was soon 
granted access to the library, where he busied himself studying ancient tomes of arcane lore.  There, 
hidden away on high shelves in basement rooms, he found long forgotten volumes containing 
ancient secrets, and in one was a scrawled map written upon in spidery eastern glyphs that defied all 
translation. 
After months of study, the writing still puzzled him, so once again he packed his bags, strapped on 
his sword and wrapped his cloak about his shoulders, taking the road East, first to Constantinople, 
then further into the Turkish lands and beyond.  For many years he travelled, learning dark secrets 
from old masters in dank caves, studying papyrus scrolls in a hundred forgotten languages until 
eventually he uncovered the secret of the map. 
So, once more he set out on a journey, making his way back to his homelands, to a place where he 
had almost forgotten the language, a new secret burning in his mind. 

Advantages
Curse 
A herb-wise witch may spread her Craft 
around the surrounding villages.  But the 
respect that she receives is because all know 
that she has the power to damn their very souls 
and rot their living bodies. 

You have the ability to cause wart, boils, bad 
luck, poverty and the like on your enemy.  
Many curses come back against those who lay 
them unwisely, so care should be made when 
more severe or unjust blights are placed. 
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Evil Eye 
The power to harm, the Evil Eye is feared by 
all, for a witch’s gaze can pierce the soul, 
causing dreadful fear, weakness or even death. 
Starting wielders of this dark power can use it 
four times in a day, before needing significant 
rest to recover from the exertions inflicted 
upon their body. 

You have the ability to cast three different 
spells.  Some examples are listed below – 
discuss others with the refs.  Unless otherwise 
stated the effects of a spell last until the end of 
the ‘scene’ (the current encounter, conflict 
etc.), when their effects will gradually wear off. 
Weaken 
The target becomes weakened to the extent 
that he cannot effectively fight. 
Fear 
Dread of the caster will cause the target to 
back away. 

Blind 
The target is struck blind. 
Pain 
Torture within the target’s muscles will 
incapacitate him from any useful action. 
Wound 

requires Dark Path 
A gaping sore will open up on the target’s 
body.  He is incapacitated until a bead can be 
drawn for him. 

Enchant 
Whilst some use the power of the Craft to 
cause harm, others do equal good, weaving 
enchantments and charms to strengthen, heal 
and bless those worthy of such gifts. 
Enchanters have the strength of will to work 
four feats of magic in a day before needing to 
rest and regain their willpower and state of 
mind. 
A character with powers of both Evil Eye and 
Enchantment can cast a total of four spells in a 
day, but will know three spells of harm and 
three of good. 
Charm 
The target is swayed to the caster’s way of 
thinking and looks favourably on the caster’s 
words and actions. 
Strength 
The target is bolstered by the Craft and can 
perform feats of strength for the remainder of 
the ‘scene’. 
Heal 
A wound on the target’s body is healed by one 
level. 
Armour 
The dweomers of the Craft surround the 
target’s body and protect him as though he had 
an addition rank of armour.  

Healing 
Whether a herb-wise midwife who has been 
educated in the family secret’s past from 
mother to daughter for uncounted generations 
or a fairy blessed princess whose very touch is 
goodness, you have the ability to heal.  
You can heal wounds as a Healer, see Combat 
section. 
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Dark Path 
cannot be taken by starting characters 

The lure of power is ever present, and some 
choose the easy path to reach their destination.  
A character may choose to take the Dark Path, 
and will be granted power beyond their wildest 
dreams, though they must weigh their choice 
carefully, for the Dark Path is an inevitable 
road to corruption and doom and will 
invariably lead to a hideous fate… 

Potion Brewing 
Eye of newt, wing of bat, mandrake root and 
the right hand of a murderer.  Potion makers 
huddle over boiling, foetid cauldrons brewing 
strange and wonderful concoctions to heal and 
harm, fortify and weaken.   
Potion makers will usually have three or four 
ready-made potions (see the refs) and will also 
have the ingredients to brew the same amount 
again during the game.  This must be phys-
repped – ideally using a cauldron of some sort.  
Potion makers can make a number of potions, 
though unusual and particularly powerful 
potions may require special and rare 
ingredients or new recipes. 
There are too many potions to list, though 
some common ones are: 

Poison 
One drop of poison in a glass of wine brings 
excruciating death to the drinker. 
Sleep 
A carefully brewed sleeping brew can cause the 
drinker to sleep the sleep of the dead for one 
hundred and one years, though lesser brews 
wear off in less time. 
Strength 
A draught of a strength potion grants inhuman 
endurance and fortitude, granting the Strength 
Advantage for the next encounter. 

Familiar 
Walking the path of the Craft can be a lonely 
and solitary road.  There will be those who will 
note that you do not attend mass and those 
that note that you are never at home on the 
nights such as Midsummer or All Hallows Eve, 
and they will use this against you.  Many of the 
Craft seek companionship beyond the mortal 
realm, be it sprite of the fairy glade, guardian 
spirit or the spectre of your grandmother.  
These spirits will provide information when 
things are amiss and may be asked for 
information of the happenings of the other 
worlds. 
You have a familiar spirit. 

Village 
The priest will call mass and all will attend.  
The newborns will be christened that their soul 
be protected.  But the wise-woman who 
delivers the baby and presents it to the hearth 
spirits and the village elder who gives the first 
ears of the harvest corn back to the mother are 
the true spiritual leaders of many a hamlet. 
There is a village or rural community that 
shows you respect and who may be called on 
for assistance when necessary. 

Ancestor Knowledge 
The ways of the Craft are infinite.  To learn 
them all would be impossible.  In a single 
lifetime, what is learned is a mere glimpse at 
what can be known.  Ancestors and 
predecessors will have attained greater and 
differing knowledge and calling on their aid 
can bring forth that knowledge to the present. 
You know the rituals necessary to call forth the 
spirits of your ancestors to provide knowledge 
of the ways of the Craft. 

Heirloom 
As people pass through the stories and tales of 
the villagers, so do the weapons and equipment 
they carry. 
You possess an item that has been told or sung 
about in the fables. 
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Noble 
Heroes come from many walks of life - the 
humble village blacksmith to the greatest of 
kings. 
You are part of the nobility; you have rank and 
title, a little land and a few disposable gold 
coins. 

Rich 
You have collateral to the value of a Duke’s 
ransom and you have a disposable income that 
could fill a small pouch with gold. 

Famous 
The Grimm Tales are the stories of those who 
will eventually pass into the legend and folklore 
of the Rhinelands.  Some, however, are already 
part of that tradition.. 
Storytellers know your name and children by 
the fireside may have heard of your deeds. 

Discern Wounds 
There are many people who will have gained 
basic knowledge of wounds and how they are 
treated.  The village wisewoman will often take 
young apprentices in the ways of the healing 
herbs and the apprentice of the Arcane must 
first learn a man’s anatomy before he can 
understand his essence. 

You have a bead bag.  See wounds section of 
the combat chapter. 

Gossip 
Whether village or court, market place or 
council chamber, there are always those who 
see and hear what is happening and spread it 
around.  Then there are those who listen to it. 
You can spot a group’s gossip and will often 
find yourself being told the latest rumours by 
the local tattler. 

Oratory 
The child snuggles into his mother’s grasp as 
the village sits around the tavern listening to 
the travelling storyteller’s latest or oldest yarn.  
So is the memory of every commoner of the 
Rhinelands. 
You have the ability to sway crowds with your 
words. 

Strong Willed 
Those with a single purpose in life often carry 
on through where others would be waylaid or 
put aside. 

You may successfully challenge the effects of 
much fear and mind-effecting magic.  Your will 
may be overcome by particularly strong effects.
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Of the Tale of the Church 
The calling of the Church wanes in the Rhinelands, though liturgies are still sung in remote, hill top 
monasteries, Cardinals whisper the wishes of the Three Popes in the ears of the Nobility and 
devout friars tread the long forest roads.  The power of God still has sway over some of the darker 
beasts of the woods, though Faith and Superstition war for supremacy in the hearts of most 
peasants.  

The Graverobber’s Tale 
Once upon a time there was an apprentice priest, who lived in a small village near to the Rhine, 
deep within the forests of Bayern. He was taught the ways of the church by the venerable priest of 
the village, and as the old man began to weaken in his dotage, the young apprentice took more and 
more sermons and masses, until eventually he buried his old tutor on a cold autumn morning in the 
graveyard behind the tumbledown old church. 

Then came the hard winter, when the snows fell so deep and the ground froze so hard that the 
crops failed the following year, and all the folk of the village began to waste away and starve and 
soon they began to abandon God. The new priest could give them no words of comfort, nor tell 
them why God was so cruel as to take their children from them.  All he could do was to watch his 
congregation starve while he cursed God in his prayers for his cruelty. 
One dark night, when the low clouds hung heavy over the pale moon, the priest crept from the 
church with a long handled shovel in his hands, and under the cover of the dark, he dug up an old 
grave. There he found gold and jewels and funereal finery, which he took to town the next day and 
bought food and wine. Returning to the village, he distributed the food to his congregation, telling 
them that God was looking after them.  And so things went.  The priest dug up the old graves of 
the long dead villagers, robbing what few pennies he could find from their meagre grave goods to 
buy food at the market until one night he gained the courage to dig deep into the earth beneath the 
headstone of his old tutor. For in that grave he knew lay great riches, a golden rosary and a ring 
gifted by the cardinal many years ago. So he dug them up and took them. 
But late that night there came a rattling at the window, and when he went to open the shutters, 
there he saw the gaunt, death-touched features of his wizened master. Screaming, he slammed the 
window and hid all night in the cellar. But the very next night, the same thing happened, and each 
night, more and more deathly faces gathered at his window.  After many months of such torment, 
the priest packed his bags and fled the village. He took to the road, travelling and making his way as 
he could, preaching and labouring, every night praying that the spirit of his old master did not catch 
up with him...  

Advantages
Preach 
More important than any power a man of God 
possesses over spirits and souls is the power to 
turn his parishioners to God’s path.  On the 
Sabbath, the bergers of the towns and cities 
attend Mass in their finery to listen to the 
wisdom of the Bishops and the farmers and 
shepherds will make their way by cart or foot, 
wearing their least worn clothes, to heed the 
priest’s sermon. 

You are trusted by the common folk as a man 
of God.  You can sway crowds and influence 
commoners. 

Sense Evil 
There are those things that should not be.  
There are things that do not belong in God’s 
world. 
You can sense evil and things unnatural. 
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Faith 
As the Scientific Philosopher disbelieves the 
spells and magics spouted by hedge witch or 
enchantress, so the priest’s belief and Faith in 
his God protects him from the evil of the 
devil’s curse. 
You can negate the effects of minor magic 
upon yourself through blind Faith.  You 
should intone your faith in The Almighty and 
disbelief in the power of the magic. 
Blessing 

requires Faith 
The power of God can be instilled into a good 
man by prayer and atonement.  The Merciful 
God can protect a man from the evil of a 
witch’s spell or the sorcerer’s curse. 
You can bless anyone who has been 
Christened and who has attended Mass 
recently against the magics of a specific witch 
or devil.  This will negate the effects of minor 
magics and may help against more powerful 
dweomers.   
Hold Back Evil 
Creatures that lurk in the dark places of the 
world, hiding from the light of the sun, fear 
few things.  The Light of God is amongst 
those things.  Be they the walking dead, the 
sinful gnomes of the dark earth or the Vampyr, 
they may few the reflection of God’s Light that 
you wield. 
You will be able to hold back some evil things.  
Not all things from the unholy places fear 
God’s Word.  
Exorcism 

requires Hold Back Evil 
Phantom and spectres haunt the places of their 
death.  Malevolent spirits possess the innocent.  
These spirits can be driven to where they 
belong, to the afterlife or to the dark places 
from which they crawled. 
You know they masses and rites necessary to 
drive evil from a person or place. 

Rich 
You have collateral to the value of a Duke’s 
ransom and you have a disposable income that 
could fill a small pouch with gold. 

Parish 
A good village priest, like a good shepherd, will 
know his flock.  He will know their names and 
he will have their confidence. 
You have been a trusted village priest.  Your 
parishioners will aid you if they can. 
Heirloom 
As people pass through the stories and tales of 
the villagers, so do the weapons and equipment 
they carry. 
You possess an item that has been told or sung 
about in the fables. 
Noble 
Heroes come from many walks of life - the 
humble village blacksmith to the greatest of 
kings. 
You are part of the nobility; you have rank and 
title, a little land and a few disposable gold 
coins. 
Famous 
The Grimm Tales are the stories of those who 
will eventually pass into the legend and folklore 
of the Rhinelands.  Some, however, are already 
part of that tradition. 
Storytellers know your name and children by 
the fireside may have heard of your deeds. 

Discern Wounds 
There are many people who will have gained 
basic knowledge of wounds and how they are 
treated.  The closeted monks and nuns tend 
the sick in the Church’s hospice and the rural 
priest is often required to care for the villagers’ 
soul and body. 
You have a bead bag.  See wounds section of 
the combat chapter. 
Strong Willed 
Those with a single purpose in life often carry 
on through where others would be waylaid or 
put aside. 
You may successfully challenge the effects of 
much fear and mind-effecting magic.  Your will 
may be overcome by particularly strong effects. 
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Of the Storyteller’s Tale 
In a world of tales and legends, Storytellers are an untouchable breed.  Wandering the roads, bringing 
news from afar, lifting spirits with a song or chilling to the bone with a cautionary tale round the 
campfire; Storytellers are always welcomed, though never wholly trusted.  Their appearance can often 
herald bad tidings or grave events, for most Storytellers have a reason to walk the particular path they 
are on, and it is usually to observe those events, for seldom do they become involved in the Tales 
they weave. 

Fiddler’s Tale 
Once upon a time there was a boy named Fiddler. Though not of the Travelling People, he was the 
son of a gypsy who seduced his mother one night in his village.  Always regarded with suspicion by the 
other folk of his village, Fiddler packed up and left one night, promising never to return until he had 
made his fortune and could buy the entire village and make all the ignorant peasants servants of his 
poor mother.  Though his mother wept tears of sorrow that day, inside she was joyous for her son, for 
he would have a life she only dreamt of. 
Travelling the roads and living by his wits, Fiddler learned that he could captivate an audience with his 
words, and began to tell tall tales for the price of a bed and ale.  So he travelled the Rhinelands, always 
on the lookout for new tales and lore, ever listening for worthy news to take between remote villages 
and towns. 

Eventually he came to the attention of a Storyteller of great renown.  The master tale teller listened to 
Fiddler’s tales in a darkened inn one night and at the end of the night he approached the young man, 
offering to take him under his wing, telling him that even though his tales were good and his words 
held power, there was still much to learn.  Fiddler readily agreed, having seen the respect and deference 
with which taletellers were treated.  He learned his craft well at the hands of his mentor and travelled 
the roads with him.  For many years he travelled, until eventually, they came to Bayern where his 
mentor told a tale to the Prince.  The Prince was so delighted with the tale that he rewarded the master 
wordsmith handsomely, granting him any request he made.  Seeing an opportunity for his young 
apprentice, and with the foresight that many of the great Storytellers possess, he bade Fiddler to 
remain in Bayern and become storyteller to the Prince.  The Prince was delighted, for he had gained his 
own chronicler to sing of his deeds, though Fiddler could see by the look in his master’s eyes that his 
place at the Prince’s side would seldom be free from danger.  He knew that he was at the beginning of 
a great tale… 

Advantages
Witness 
Before a tale can be told, all the facts must be 
known.  Common folk wonder as to how 
storytellers can know the ends some tales.  When 
two lovers die in each other’s arms in their 
family’s crypt, how can the chronicler write of 
what was said between them.  A storyteller’s 
power to witness such portentous and great 
events gives them the knowledge. 

History 
As a storyteller enters a story he may need to 
understand the background to the characters and 
events in order to fully explain what is 
happening around him.  Sometimes he will know 
or remember a snippet of information from an 
old tale, half heard as a youth. At others he may 
experience it himself and at times past events 
may come to him in a dream. 
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Many tales wind their ways to their ultimate 
conclusion, and often an unusual twist is the plot 
can throw a storyteller’s knowledge, leaving him 
confused as to who a person is, or how they 
came to be involved. Sometimes a chronicler will 
be forced to write ‘No-one knew who the girl was, nor 
from whence she came’. 
Observe 
All that happens in a story is not known directly 
to the teller.  With experience the storyteller can 
step out of the story to witness distant events for 
himself. 
While the storyteller is out of the story he cannot 
be seen by those within it and cannot interact 
with the story’s world.  He may wander the 
world and see events unfold before him.  He 
must return to his original location before 
stepping back into the tale. 
Storytellers can control this power, willing 
themselves “Out of the Tale” to travel out of 
their body, though occasionally a tale can 
overtake them and they are forced to witness 
events outside of their control. 
A group of travellers come to a fork in the road.  They 
have heard rumour that a fearsome Troll-born beast 
inhabits one of the paths in the locale, so the tale-spinner 
sits in the floor and meditates.  Passing out of his body he 
takes the left fork, only to see a monstrous beast sleeping 
beneath a tree.  Returning to his body, he advises his 
companions to take the right hand path… 
Foretell 
The tale-weavers of old are said to have been 
able to turn pages forward and foresee events 
before they occur. 
As the storyteller looks forward, he sees all that 
will come to pass around him.  After the 
taleteller declares that he is about to Foretell, 
actions continue for the following few minutes.  
At the end of this time, if the storyteller wishes 
to change what has occurred, then he may 
intervene.  All must return to where they were at 
the start of the foretelling.  As the tale begins 
again, they must perform actions exactly as they 
had done originally unless the storyteller causes 
them to do otherwise, by informing of the error 
of their actions or by interfering directly. 

Foretelling is a dangerous and draining act, and 
unwary storytellers who become overconfident 
in their abilities can find that a story twists 
unexpectedly and they are unable to return to 
where they began. 
Faced with an upcoming battle with a fearsome Witch, a 
taleteller Foretells the destiny of himself and his warrior 
companion.  Declaring that he is Foretelling, the pair 
enters the Witch’s cottage, only to find that the witch is 
lurking behind the door in ambush and plunges a 
poisoned knife into the companion’s back.  Forewarned, 
the Storyteller flips back the pages of the tale and the pair 
return to outside the house, where they sneak round to the 
back door and burst in, catching the Witch unawares… 

Narrate 
Storytellers tell the tales of what has been, what 
is and what may yet come to pass.  However, the 
narrator of a tale must be careful, for if he 
changes a story too much, endings have a nasty 
way of turning out in a way he did not expect. 
Commend/Condemn 
Initially, the storyteller can tell the tales of what 
has been.  He may add his own twist – changing 
the details of the events that occurred.  When a 
Narrator retells a tale of an event past, all who 
listen will believe his version, even if they have 
heard or witnessed otherwise.  In this way a 
man’s reputation may be made or lost.  Whilst 
this does not actually change the past, it does 
effect people’s perceptions of events.  Thus, a 
taleteller cannot change the fact that someone 
was wounded in a battle, but they could tell how 
the wound was gained in single combat, rather 
than through an arrow in the back. 
A young soldier may have emptied his bowels before a 
skirmish and been forced to fight a group of poorly armed 
bandits because his back was to the wall.  When the tale 
is told at the fireside all that listen to the Narrator’s 
words will know how he fought bravely, standing firm in 
the centre of the path, defeating the mighty onslaught of 
the vicious robbers. 
Tale Spin 
With experience, the storyteller can tell the tales 
of what is now.  Looking around him, he can 
cast his own preferred viewpoint on what is 
happening around him, changing events as they 
unfold. 
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A storyteller walks ahead of his patron’s group and 
engages a couple of guards in conversation.  He tells the 
guards a anecdote – an anecdote of a couple of sentries, 
who whilst vigilantly watching their post, were distracted 
by a wandering minstrel. Meanwhile the man’s own 
friends pass by unnoticed.  He concludes his tale, warning 
the guards to be more vigilant in the future. 
Doom 
The most experienced of narrators tell a man’s 
future.  Even the most experienced of 
storytellers cannot directly control a man’s 
actions, but a man may be told that he will see 
poverty within the year, that his friends will 
betray him or that disease and pestilence will 
finally destroy his life. 
The most powerful of tale spinners can even 
foretell the most difficult of futures – ‘They lived 
happily ever after’. 

Famous 
The Grimm Tales are the stories of those who 
will eventually pass into the legend and folklore 
of the Rhinelands.  Some, however, are already 
part of that tradition. 
Storytellers know your name and children by the 
fireside may have heard of your deeds. 

Heirloom 
As people pass through the stories and tales of 
the villagers, so do the weapons and equipment 
they carry. 
You possess an item that has been told or sung 
about in the fables. 

Noble 
Heroes come from many walks of life - the 
humble village blacksmith to the greatest of 
kings. 
You are part of the nobility; you have rank and 
title, a little land and a few disposable gold coins. 

Rich 
You have collateral to the value of a Duke’s 
ransom and you have a disposable income that 
could fill a small pouch with gold. 

Discern Wounds 
There are many people who will have gained 
basic knowledge of wounds and how they are 
treated.  The village wisewoman will take young 
apprentices, the army surgeon will train a few of 
the company to give basic assistance to the 
injured and the travelling barber will offer his 
talents with bandage as well as scissors. 
You have a bead bag.  See wounds section of the 
combat chapter. 

Disguise 
The disgraced princess may return to the palace, 
dressed as a serving maid only to be looked over 
by her own father.  The lowly stepchild may 
bring herself from the cinders of the fireplace to 
dance at the ball under the very hooked noses of 
her sisters. 
You are skilled at disguise and can easily pass 
yourself off as someone else. 

Strong Willed 
Those with a single purpose in life often carry 
on through where others would be waylaid or 
put aside. 
You may successfully challenge the effects of 
much fear and mind-effecting magic.  Your will 
may be overcome by particularly strong effects. 
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Of the Tale of the Artisan
Blacksmiths and Cooks, Toy makers and Sword smiths, Artists and Clockmakers.  Some craftsmen merely 
make objects, whilst others pour their very souls into their work.  The greatest of Artisans can forge items of 
inconceivable beauty and perfection, often searching for long years for the perfect materials or the exact 
conditions in which to make their life’s work.  Artisans are often found in the employ of rich patrons, such as 
Princes and Barons, who appreciate their art.  

The Sculptor’s Tale 
Once upon a time there was a brilliant young sculptor.  Princes and nobles would travel from miles around to 
view his works, commissioning works of art and statues of themselves.  Everyone would remark upon how 
lifelike the statues were, and the sculptor was well paid in gold and silver, favours and friendship. 
One day, a beautiful young lady called upon the sculptor, pulling on the bell pull of his garret studio high 
above the winding river which snaked it’s way through the great city in which he lived.  When the sculptor 
answered the door he was all but struck dumb at the beauty that stood before him.  Leading her into his 
rooms, he was enchanted when she asked him to carve her a statue of herself.   

So the days and weeks went by and every day, the beautiful, noble lady would come and sit for the sculptor, 
never talking to him, but sitting in science, waiting and listening to the chip and scrape of his hammer and 
chisel.  So time went by, and the block of white marble slowly took on a human shape, then the shape of it’s 
subject, her graceful lines and curves, until at last it was nothing if not an exact likeness of her, only cast in 
stone. 
When the sculptor stepped back to admire his work, he noticed that his subject was as pale as the stone itself, 
though still radiantly beautiful, and he made his mind up to declare to her that he loved her more than life 
itself.  Though he saw a tear forming in her eye as she looked at the statue, and then, sobbing like a babe, she 
dropped a purse of gold on the floor and fled from the room.  The sculptor made to follow her, but could find 
no trace of her. 
The next day, the sculptor, in agony for he had seen nothing of his love that morning, was wandering the 
streets hoping for a glimpse of her, when a funeral coach came into view.  Black plumed horses lead a 
procession of weeping mourners, and he overheard a passer by saying how the most beautiful daughter of the 
City had died the night before.  They said how she had been ill for many months and had spent all her time 
with a young sculptor, having a likeness of herself carved so that her family would mourn less in her absence. 
The sculptor ran home, a thought forming in his head.  Folk had always said how his statues were as close to 
the real thing as could be, and that often people thought that the statues might stand and walk and talk.  Well, 
why should this one not?  Surely there was some way of breathing life into the creation.  Throwing the purse 
of gold into his bag, along with his tools and what few possessions he had, he set out on the road ins search of 
the wisdom which would bring the statue of his lost love back to life. 

Advantages/Disadvantages 
Each Artisan is unique. 
A baker may have been gifted magical yeast by the gnome to whom he gave his last loaf of bread during the 
hungry years.  Now his bread can have the healing properties of the greatest of an Alchemist’s linctuses or a 
heart shaped loaf baked in his oven may produce True Love when shared by a couple. 
A puppeteer may have the ability to fashion manikins and dolls through whose eyes he can see or whose baby 
face can charm the wickedest of stepmothers. 
There are no hard and fast rules for Artisans.  We encourage players to create ideas and concepts, both for 
what crafts their character masters and what powers their creations may have. 
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Of Sword and Pistol
Combat is an inevitable danger for those of an 
adventurous nature, be it against a meagre 
bandit gang on a quiet road or a fearsome 
Ogre bent on savage destruction. 

Combat in Grimm Tales is intended to be 
bloody and brutal.  Whilst the characters are 
heroes, they live in dangerous times and the 
threat of death’s cold touch is never far off.  
Fighting 
In a number of events and campaigns we have 
run and played on recently, LRP combat has 
been taken to almost staged levels, with 
telegraphed blows and monsters primed to die 
by the dozen under the player’s combined gun 
fire and blistering swordplay.  However, 
Grimm Tales is something of a back to basics 
campaign.  Whilst we will not be specifically 
telling the crew to try and kill characters off, 
neither will we be pulling punches or staging 
scenes of mass slaughter where the characters 
wander through their opposition like so much 
red mist.  You have been warned… 

Wounds 
Combat is bead bag based.  Each time a 
character is hit, he is wounded.  Pain and shock 
make this initially seem like a serious wound, 
and only once a character has been examined 
by someone with a bead bag can the true 
severity of their wound be assessed.   
The player with the beadbag must assess the 
severity of a character’s wound for a few 
seconds, and then draw a bead, which are rated 
as follows: 

Bead Severity 
White Light 
Blue Serious 
Red Deadly 

Light Wound 
A bruise or scratch that can effectively be 
ignored. 

Serious Wound 
A deep, painful cut that bleeds heavily, a 
fractured bone or serious battering and 
bruising, a serious wound incapacitates a limb 
to which it is taken.  A serious head wound will 
cause the character to be extremely groggy and 
incoherent, while a serious torso wound will 
mean that they can only stagger and limp and 
can not run, having to hold closed a wound or 
clutch broken ribs.   

Deadly Wound 
A punctured lung, shattered bone or severed 
vein or artery, a Deadly wound requires swift 
treatment.  A character with a deadly wound 
will die in a few minutes if left untreated.  Any 
attempt to move them without the assistance 
of stabilisation will probably result in their 
death. 

Healing 
The initial appraisal of the wound does not 
constitute healing, mealy assessment of the 
character's predicament.  A number of skills 
provide ways in which a level of wounds can 
be healed, such as surgery, herbalism, potions, 
etc.   
When a healer tends to an injured character, 
they should spend 30 seconds or more 
performing appropriate first aid.  This could 
involve the application of herbal poultices for a 
herbalist, the removal of a pistol ball using 
forceps for a doctor or surgeon or the laying 
on of hands for a faith healer.  The end result 
is that the healer draws a second bead.  This 
new bead represents the new severity of the 
wound.  So, if a character was originally 
diagnosed with a Serious wound and a Light 
bead was drawn, then the wound would have 
been effectively healed, however, if a wound 
was diagnosed as Serious and the healer drew a 
second Serious bead, then no improvements to 
the patient’s condition could be made.  
Obviously, this means that there is a chance 
that healing can actually make a wound worse.  
This is one of the risks of the world of Grimm 
Tales – surgery and medicine are crude, inexact 
sciences and magic is a double-edged sword. 
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Once healing has been applied to a character 
(successfully or not), the healer cannot tend the 
same wound again.  A second healer may 
attempt to heal the wound, if necessary.  Thus, 
if a character was Seriously wounded and a 
Herbalist tended their wounds, drawing 
another Serious wound, a Doctor could make 
an attempt to cure their wounds and would be 
able to draw another bead. 
There is no limit to the amount of times a 
healer can use their skill. 

Healers 
The most skilled healers and surgeons treat 
their patients exactly as do other lesser healers, 
though they do so at less risk.  If they draw a 
more severe wound during the treatment, it 
does not take effect.  The worst they can do is 
to leave the wound as it is. 

Death’s Door 
Characters who have been diagnosed as having 
received a Deadly wound can be stabilised by 
anyone with the ability to discern wounds (i.e. 
a bead bag).  This requires that the discerner 
remain with the wounded party at all times, 
though the injured character can be moved in 
this condition.   

Mortal Wounds 
Mortally wounded characters will die of not 
attended to quickly.  However, if a healer 
draws a second Mortal wound after attempting 
to heal the character, then there is nothing 
more that can be done and the wounds are too 
great to be healed. 

Savaged 
A character who is mauled by a Beast or 
beaten repeatedly by a number of opponents in 
rapid succession should have two beads drawn 
and the worst taken.  For instance, a warrior 
may be caught by three opponents, who deliver 
a rapid succession of blows as he falls to the 
ground.  This should be regarded as a single 
wound for healing purposes, though two beads 
are drawn and the worst taken. 

Armour 
Armour protects a character from injury.  Any 
character may wear Light armour, though to 
wear anything heavier the skills Wear Medium 
or Heavy Armour are required.  Armour 
protects as follows by allowing the character to 
ignore a number of hits before they are injured.  
Once a character in armour is injured, their 
armour is effective again.  For instance, a 
character in medium armour (2 points) can 
ignore 2 hits before they are wounded.  The 
third hit wounds them.  They can then ignore 
another two hits before the sixth hit wounds 
them. 
Light 1 Leather jack, Buff coat or helm 
Medium 2 Mail shirt, plate lined jack, steel 

breastplate 
Heavy 3 Plate armour 

Fencing 
The noble sport of fencing is a refined and 
formal art, the pastime of the gentry and 
professional duellists.  Anyone may fight with a 
rapier or sabre, though only those with the 
Fencing advantage may take advantage of the 
speed and dexterity such extensive training 
gives.  A Fencer requires a sword, though may 
have other weapons, such as a cloak or a main 
gauche.  If a fencer is armed with an 
inappropriate weapon, such as an axe or spear, 
they cannot take advantage of their skill. 
Fencers gain points of armour when fencing, 
one point at student level, two as swordsman 
and three as master. 
Fencers cannot wear armour while using their 
Fencing skill. 

Points of armour can only be used against 
blows received in hand-to-hand combat.  They 
do not count against missile fire (thrown 
weapons or arrows) or firearms. 
It should be noted that, although Fencing and 
swordsmanship should be very much part of 
Grimm Tales, the overall scope of the 
campaign is much larger than simply running 
Three Musketeers style adventures.  Fencing is 
the noble art of war, practised by fops in wood 
panelled rooms in lofty castles, though very 
often has no place on the battlefield.   
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Mighty Weapons and 
Monsters 
Big weapons, such as woodsman’s axes, 
Cossack battle axes, Landsknecht greatswords, 
etc cause greater wounds than normal 
weapons, as do the blows of mighty beasts and 
monsters such as Ogres, etc.  A wound from 
such a weapon must have two beads drawn for 
it, with the worst being taken as the damage.  
Additionally, a hit from such a weapon will 
knock a character off his feet. 

Firearms 
Firearms are uncommon in the Rhinelands, 
though they do exist.  The province of the 
richest duellists, nobles and hunters, few can 
afford them in the first place, and fewer still 
are willing to put their trust in such 
unpredictable mechanisms.  Firearms are 
highly unstable and have the chance to literally 
blow up in their user’s face. 
Firearms must go “Bang”.  This essentially 
means that only cap guns or party popper 
powered guns are acceptable phys-reps, 
shouting “Bang” is not acceptable.  In 
addition, all firearms are single shot flintlock 
style weapons.  Double barrel pistols, etc are 
acceptable, but no revolvers.   
Firearms can be picked up and fired by anyone, 
though only someone with the Firearms 
advantage knows how to reload one.  Anyone 
firing a gun without the Firearms advantage is 
likely to miss unless their target is extremely 
close and stationary. 
The Refs will provide each gun user with a 
number of Loads.  Ammunition is not always 
easily obtainable in the Rhinelands, and gun 
users often find themselves with a very limited 
supply of powder and shot.  Each Load will 
contain a plastic percussion cap and will be 
colour coded/have writing inside to indicate 
the result of the shot. 

Misfire 
If the cap fails to go ‘Bang’, then the gun 
misfires and nothing happens.  Tough.  

Backfire 
The gun backfires, blowing up in your face.  
You are wounded and must be attended to by 
a healer as if you had received a wound.  
Additionally, a backfire ruins the gun until it is 
repaired by a Gunsmith. 

Hit 
If a backfire is not indicated, then the gun fires 
accordingly.  In order to avoid loads of angry 
shouting and yelling in combat, Players and 
Crew will be trusted to play the effects of 
gunfire.  In general, if a person aims at you and 
makes eye contact and their gun goes bang, 
then they hit you.  Characters with the Quick 
advantage can dodge out of the way, though 
this must be a suitably impressive roll / dive / 
duck behind cover which disrupts what they 
are up to.  If you are running or hear a bang or 
are unsure if the shot was aimed at you, then it 
misses.  This goes equally well for Players and 
Crew.   
Characters who are crack shots almost always 
hit.  Crew will be briefed to look out for such 
characters and roleplay accordingly, though 
please remember that as with all such rules, in 
the heat of the moment, people will forget 
form time to time.  In such cases, it is assumed 
that you miss. 

Reloading 
Guns are slow and awkward to load, and as 
such CANNOT be reloaded in combat unless 
the character has the Quick Loader advantage. 
We don’t want gun combat to dominate 
Grimm Tales, as guns are supposed to be 
inaccurate and unpredictable.  So, if in doubt, 
assume it missed you. 

Blunderbuss 
Blunderbusses are loaded up with broken nails, 
shot and shattered crockery.  They have a poor 
range but are deadly.  Any hit from a 
Blunderbuss is regarded as a mighty weapon 
and draws two beads. 
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Influences
As you will have hopefully discerned from the 
rules so far, Grimm Tales is a mixture of Fairy 
Stories and Gothic Horror.  As such, some of 
our primary influences in creating the 
background and setting have been (in no 
particular order): 

Sleepy Hollow 
Brotherhood of the Wolf 
Plunkett and McClain (for costumes, the mix 
of modern meets old and general darkness) 

Company of Wolves 
Mary Shelly’s Frankenstein (the recent film for 
Science Gone Bad) 
Dangerous Liaisons, Ridicule, etc (for court 
intrigue and posh costumes) 
A bit of Three Musketeers, et al, but really only 
the costumes and occasional foppishness  

The Scarlet Pimpernel (again, for costumes and 
Richard E. Grant’s big coats and science 
gadgets) 
Ravenloft (for pants wetting horror and the 
ever present lure of the Dark Side) 
Warhammer (for German-ness) 
A bit of Castle Frankenstein (the German bit 
and a touch of Science) 

Nasty fairy tales like the Brothers Grimm, 
which don't have happy endings  
The sinister picture from the Law is Clear with 
the babies and the man with the knife (those 
who saw it will remember it!) 
There are many more, probably too much to 
list, but that gives you somewhere to start.

 

The End 


