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The setting  
The Heroes and Dragons system is very much about role-play rather than rule-play, there is little counting 

and lots of creativity.  

Heroes and Dragons is a high-fantasy game with a medieval look and feel, though some cultures are more 

dark age or nature-based. There are many races and classes to choose from, along with a varied selection of 

skills. The economy is a simple barter system, trading goods and services or performing tasks in exchange for 

items.  

Many worlds exist, realms lacking stability and form. Baradeer’s Bar, a tavern formed of magic and 

dreams, resists the upheaval and holds paths open to other realms. Our heroes must run the gauntlet 

through these realms to battle monsters and demons, recover lost powers, rebuild ancient relics and maybe 

even find a way home…  

Calls  
There are only four calls in this system, there are no weapon or ability calls.  

Man down – This is the most important call and anyone can make it, call this if you or someone else is 

actually injured or if a dangerous occurrence is about to take place (e.g. someone about to fall down a large 

hole whilst fighting). This call stops all play until the incident is resolved or until any injured party is 

taken to safety. If you hear it - call it, others may not have heard. If you think you should call it but aren’t 

sure – call it, we’d rather have a hundred false alarms than one serious incident.  

Time in – The call marks the start of the event or the continuation of play following a man down/time 

freeze call.  

Time Freeze – Upon hearing this all players must close their eyes (no peeking) and hum/sing their favourite 

tune whilst we place a dragon/demon/army/castle right next to them. You can open your eyes when time in 

is called. We try to only use time freeze when absolutely necessary and to keep it as short as possible.  

Time Out - That's it, game over, everybody head to the bar for the debrief. After which pack up, help the 

refs pack up and clean up, walk the site for lost kit and rubbish, then we can all go home.  

Combat  
There are no weapon calls and no lammies, heroic fighting is how we do things. It makes your game and 

everyone else’s better if hits are role-played and quite frankly, it looks cool.  

Telegraph your blows but remember to pull them too, you want to look epic but obviously we all need to 

fight again so we don’t want any real injuries. Avoid head and groin shots.  

React to blows, no matter how much armour you have or how double-hard your character is they are, 

nobody is immune to the laws of physics. If you are hit in the chest by a creature wielding a 2-handed 

hammer then, unless you are a seriously big gribbly, you will be knocked back onto the floor. Armour and 

toughness will affect how much physical damage you have taken and how quickly you can get up again, so 

think about it, how long would you be on the floor for and do you need to call for a healer. That sword 
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blow you took to the arm, was it just a flesh wound or did it take your arm clean off? Do any healers have 

the power to reattach it (if it hasn’t been eaten) or is growing a new one possible? Maybe a smith could 

make you a false one…  

Large creatures do more damage, when they are on the field a ref will be on hand to let the players know 

(e.g. “That’s a mighty strong beast” or “Oh look, it smashed right through your shield). In this situation it is 

up to the players to then react accordingly to the more powerful blows and discard any broken weapons or 

shields, they may be repairable or you have to barter with a traveller for a remarkably similar replacement.  

Grappling is only allowed where both parties have made a prior agreement, do not grapple/wrestle someone 

without their consent.  

The use of martial arts is not permitted unless in prearranged, choreographed and well-rehearsed fights; 

those involved will call each other out for some one-on-one. If this occurs and you are not an involved 

party please stand well back to watch and cheer on your comrade.  

Refs will remove anyone from combat if they believe that they are fighting in an unsafe manner.  

Magic  
Magic in Heroes and Dragons in done by Creative Spell Casting, it is intuitive and ritualistic; this is done 

through ritual set-up, theatrical vocals, gestures, song, etc. The more you put into your spells, the more 

effect they have. In combat, for example, simply yelling “Fireball” will maybe get you a quick spark or a 

puff of smoke; proclaiming something along the lines of “I call upon Sol, God of the Sun, grant me the 

strength of your burning fire that I may destroy these chaos-fuelled abominations!” then gesturing towards 

them as if your hands are a flame-thrower will do some serious fire damage. It’s up to players and crew 

alike to judge how effectively a spell has been cast on then and react accordingly, also taking into account 

any special abilities.  

Magic is very draining and magic users will have to recharge by meditation at a place of power or by 

performing rituals to absorb power from things like charged crystals, standing stones or particular trees; 

with each new realm visited this will vary and so it will take some detection and deduction to locate these 

power sources.  

Magical items like relics, scrolls and charged crystals can be used to add power to spells or rituals.  

Renown and Character progression  
In the world of Heroes and Dragons renown is earned through deeds and heroism, the focus of player 

evolution is all about the story of your character. How you interact with the game world and the peoples 

there in will have consequences for the renown and sagas surrounding you. For example if you play a 

warrior who is a terrible bastard with murderous intent the renown of the character will be infamous as 

word spreads and may result in revenge upon you for your deeds and bounties being offered for capture or 

your well-deserved defeat. In short your actions may have far reaching consequence for your character for 

good or evil.  
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Progression of your character in terms of skills can be done in game or between adventures. If you want to 

learn a new skill or progress with an existing one you must actively go about the process of 

researching/finding a skilled teacher/training or a myriad of techniques to progress in your chosen field. Let 

the ref team know of your character’s training choices and as part of your story we can see how successful 

you have been in your endeavours. It can take between six months to a year to learn a brand new skill, 

shorter if masters of the chosen field can be found to train with or if you have a basis of similar skills. 

Character Creation 

Begin by choosing your race and class, each class starts with a bonus skill and after that you can choose 5 

other skills (some skills can be taken multiple times, to learn multiple schools of magic for example, but each 

one counts a separate skill).  

 

The use of weapons and armour is limited by your ability to use them, though some races prefer certain 

types (a crude iron sword for an Orc or an axe or hammer for a Dwarf). Magic users will avoid metal 

weapons and armour as it will disrupt their power. 

 

Once you have created a character all you need to do is give them a name and a bit of background.  

 

Example 

Name: Violetta  

Race: human  

Class: mage  

 

Bonus skill: Detect Magic 

 

Five chosen skills: 

School of magic: Enchantment 

School of magic: Illusion 

Evaluate 

Read/write scrolls  

Fortune telling 

 

Background 

Violetta was born of human parents in a small village, as a mere babe her powers began to manifest as she 

master the basics of walking and talking far earlier than normal among her people. It was not long before 

she was beginning to beguile and enchant her parents. In fear of her, they pleaded with the only mage they 

knew of, a Sylvan mage called Darrius who lived in a small cottage deep in the woods. Darrius taught her 

all he knew and she grew up to become a competent mage and fortune teller herself. She now travels in seek 

of other mages to further her learning and hone her skills. 
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Playable Races 
 

Humans 

Humans are the most prolific race in the world of Heroes and Dragons, they have adapted to inhabit 

almost all environments and are able to turn their hands to most skills from the basic to refined.  

 

Humans are a varied race in terms of height, build, colouring and personality; they also have diverse tastes 

in attire. 

 

Elves 

Elves vary in height like humans but of a slim build, their most notable features are their pointed ears 

which vary in shape and size upto an inch or so longer than those of a human. They are long lived, usually 

upto 150 years or even longer in some cases. Elves tend to be excellent crafters, their work is renowned for 

its quality and attention to detail, they also tend to be highly intelligent with great wisdom, honour and 

high moral standards.  

 

Elber, the high elves, are similar in colouring to humans. Elber tend to be well-dressed and adorned with 

fine jewellery, favoured fabrics are silks and lush velvets in bright colours. Jewellery is often adorned with 

large gemstones and delicate glass beads. Fencing is the favoured melee style of the Elber warriors as it 

makes use of their natural agility, they also make excellent mages, clerics and paladins. 

 

Sylvan, the forest or wood elves, can have a green tinge to their skin and tend to have brown or blonde 

hair. Sylvan prefer to wear linens and wools in muted natural colours, often embroidered with motifs of 

nature, enabling them to blend in with the woodlands, what little jewellery they wear is delicate and often 

nature themed. Wood elves make excellent rangers, druids and fair warriors; they make capable mages but 

tend to be more interested in nature than magic. 

 

Marinae, the sea elves, can have a pale blue or silvery shimmer to their skin; some may have scales or gills. 

Marinae spend a large amount of time in the water often wearing little or nothing, while on land they 

prefer loose breeches and flowing robes or smocks in blues and greens. Motifs of sealife are common motifs 

for their clothes and jewellery which is usually made from silver, coral and pearls. Sea elves make good 

mages and rogues, they are not usually inclined towards to war.  

 

Dwarves 

Dwarves are similar to humans but shorter, rarely over 5’6”, and more heavily built. They can live for upto 

200 years and are considered adult aged 25 years. A dwarf’s most prized possession is their beard, a sign of 

maturity and fertility, beards are grown long and thick and often braided and adorned with beads, trinkets 

and silk threads. Dwarven women are not always easily distinguishable from their menfolk but subtle 

differences are a slighter build though still very stocky, smoother beard hair and some wear make up to 

assist other races in determining their gender. Dwarves like to wear well-crafted gold jewellery like torcs, 

penanulars and brooches. They wear heavy boots and carry large packs as they always like to be well-

equipped. 
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Stone Dwarves are the most common of the dwarves, they tend to have a pale ruddy complexion due to 

their largely subterranean existence. Stone dwarves wear tunics and trews made of strong linen and wool, 

often embroidered with runes and symbols; they also like to wear hats and hoods, so much so that they 

turned hat wearing into a game. 

 

Nomadic Dwarves tend to have a darker complexion due to their travels in warmer climes and greater 

amount of time spent above ground. They prefer loose fitting clothes, tunics and harem pants, and often 

wear headscarves to keep the heat off. Female nomadic dwarves often black their eyes with charcoal and 

use berries to redden their lips. 

 

Dwarves make the best stonemasons, blacksmiths, runesmiths, crafters and brewers. When fighting 

dwarves excel as warriors and barbarians, what they lack in subtlety, agility and finesse they more than 

make up for with enthusiasm and brute force; when fighting their favoured weapon are axes and 

hammers.   

 

Cervini 

Cervini are the most human like of the beastkin races with horns and hooves but with generally human-

featured faces and upper-bodies. The horns can vary in size and shape, from large and curled like goats to 

short and straight like antelope. Skin tones can also vary greatly as can the amount of body hair, with some 

appearing almost human to some being majority animalistic. Cervini tend to wear natural colours and 

fabrics, favouring leather armour and bronze and bone weapons. Their natural strength makes them 

superior warriors, they also make excellent herbalists and alchemists due to their affinity to nature. The 

cervini are ruled by a council of elders, though tribes are usually led by the best warrior and battles for this 

occur every autumn and are incredibly brutal.  

 

Half-Orcs 

Half-Orcs tend to be taller than humans, rarely under 5’10”, and well built. They usually have green, grey 

or brown skin which can look quite tough and leathery; they tend to either have closely cropped hair or 

grow it long and wear it in braids or dreadlocks. They favour practical dress, simple tunics and trews; for 

battle they prefer heavy leather, chainmail or plate though these are often crudely made. They frequently 

wear trophies from their kills (teeth, scales, ears, fingers, etc.) as jewellery or clothing embellishments. It is 

common among orc tribes to brand members with the tribe’s mark at birth and then further brands are 

added to mark achievements though their lives, such as first blood, exemplary skill, etc. 

 

Half-Orcs struggle to fit in with other more civilised races and are often shunned for being uncouth so they 

tend to live in remote villages or cave systems, this has led them to become self-sufficient and they make 

good farmers and brewers though Orcish ales are not for the faint hearted. They are fair miners and crude 

smiths, forging rough iron weapons in a brutal fashion; when fighting they prefer broadswords, shields, 

axes, javelins and spears. 

 

Due to their size and strength Half-Orcs make good fighters, favouring the classes warrior and barbarian; 

they also make good shamans, clerics and druids. Their lack of finesse and dexterity means they make poor 

mages, rogues and rangers. 
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Half-Orcs are fiercely loyal to their tribes and have strong bonds to their kinsmen, they enjoy hunting and 

competition as methods of skill improvement and strengthening bonds; strength, hardiness and fighting 

skills are particularly prized qualities. Each tribe is led by a chieftain (the most branded tribesmen) under 

the guidance of his shamans, clerics and druids who are highly respected in Orc society. 
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NPC Races 
 

Drow 

Drow, dark elves, are outcast from normal society and rarely seen; they shunned and mistrusted by all 

particularly the other elves. They have grey or black skin and usually white, black or red hair; some may 

have unusually coloured eyes. They usually wear heavy robes, tunics and hose in dark colours; heavy leather 

and metal armour are favoured when hunting and raiding. Drow make excellent fighters and mages. 

 

Duaegar 

Duaegar, dark dwarves, live in The Underdark and are outcast due to their dealing with the Drow; they 

are violent and untrustworthy. They tend to have ashen skin, from pasty white to grey, as they are rarely 

seen above ground. They dress in dark colours, dowdy and practical. 

Beastkin 

Bovini are the most animalistic of the beastkin races, looking like minotaurs,  they are also the largest and 

strongest. They lack civilised behaviours and though they have limited human language they use it rarely, 

preferring to communicate through grunting. 

 

Skaven are ratmen, generally misunderstood and mistrusted, they are small and timid creatures. Skaven are 

quick and nimble with high intellect and can be somewhat sneaky, they make dreadful warriors but can 

make exceptional rogues and mages. They have remarkable hearing and as such are a wealthy source of 

knowledge, however, they have become mistrustful of other races and may not be keen to share their 

information; of course, they may be brought round with offerings of ale and food, particularly cheese. 

 

Lizardmen are little more then reptiles walking upright,, they  fight well but lack any real intelligence. 

 

  

Daemons 

There are several types of daemons among the realms of Heroes and Dragons; they are physically imposing 

and very strong, some have magical powers and are truly a force to be reckoned with.  
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Classes 
 

Warrior 

The warrior lives and dies by the knowledge of his weapons and tactics, he can always be found in the 

forefront of a battle going head to head with monsters and foes. A good warrior needs to be well trained, 

fit and healthy if they hope to survive.  

Bonus skill: Last stand. 

 

Barbarian 

A barbarian is a ferocious warrior dominated by his or her instincts and prone to fury and raw emotion. 

They are driven by the instinct to fight and the need to defeat their enemies.  

Bonus skill: Berserk. 

 

Knight 

Knights are warriors with purpose, they belong to orders which may or may not have a religious 

background, though they are less fanatical than Paladins. They train and fight together efficiently as a 

unit. 

Bonus skill: Resilience 

 

Paladin 

Paladins are holy warriors, utterly dedicated to their Gods, who adhere to strict codes of conduct laid down 

by their faith and should they stray from their path they are at serious risk of losing their status. They 

often command authority and respect from others though can be perceived as overzealous or extremist in 

their beliefs and actions. 

Bonus skill: Lay on hands. 

 

Bounty hunter 

Due to the lack of law in the outlying lands, rulers and rich merchants have taken to placing bounties on 

individuals (and occasionally whole mercenary groups) who have wronged them. Bounty hunters earn their 

living by hunting down, dead or alive, those who have bounties placed on them.  

Bonus skill: Battlefield Medic.  

 

Ranger 

A ranger is a warrior and a woodsman, gifted in wilderness survival and skilled with weapons; they are 

often protective, giving help and guidance to local folk, peasants and lost travellers. A ranger needs to be 

wise and strong to live a full life; they must be well versed and respectful of the laws of nature in order to 

survive. 

Bonus skill: Beast lore. 

 

Rogue 

Sneaky and underhand, the rogue is often an opportunist and has a criminal calculating mind. Though 

some are keen to increase their own personal wealth by any means, many thieves believe that they use their 
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skills for good in order to improve the lives of others.  

Bonus skill: Hide in shadows. 

Mage 

The mage has learned or was born with the ability to manipulate and wield mystical forces to their own 

will, they will have trained for most of their lives in order to hone their skills. Mage's are very dedicated to 

their craft and will have studied obscure and mystical texts, researching the bizarre and the arcane, in order 

to boost their knowledge. They pride themselves on their intelligence.  

Bonus skill: Detect magic. 

 

Alchemist 

The Alchemist is a master of potion making and chemical concoctions, using a wealth of ingredients to kill 

and cure (plants can only be used if Herblore skill has been taken).   

Bonus skill: Alchemy. 

Cleric 

The Cleric is a holy person, one who has devoted their life to their faith. They are wise spell casters, often 

gifted in the healing arts but can also be trained in combat.   

Bonus skill: Repel undead. 

 

Druid 

The druid is a Child of Anu, at one with the earth, bound to it and it to them, able to command the forces 

of nature and to abide by its rules seeking neutrality and balance. Druids may have an affinity with plants 

and the healing arts, be fearsome warriors or trusted leaders; the path of the druid is varied by each druids 

own personality.  

Bonus skill: Herblore. 

 

Bard 

The bard is a charismatic individual blessed with wit and good fortune; they may be an accomplished 

storyteller, playwright, scribe, musician and all round entertainer. They are often a walking gossip mill and 

have the ability to retain lore and information and extract knowledge from folk they meet wherever they 

travel. Though they may be scoundrels they are almost universally welcomed wherever they go. 

Bonus skill: Intimidate and inspire. 
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Skills 
 

This list of skills is a guide to what you can do but is not by any means an exhaustive list, if you have a 

concept in mind that is not listed then please submit your character to Heroes and Dragons and we can see 

if it is appropriate for the game world.  

 

The effectiveness of any skill will be roleplay dependant and use of many skills will require you to rest or 

recharge afterwards.   

 

Alchemy  

The concoction and distilling of chemical compounds, can be dangerous and not all concoctions will work 

as planned.  

 

Ancient History  

This skill gives ancient history knowledge for a chosen civilization or race, can be bought several times for 

different races.   

 

Arcane Lore  

The knowledge of a chosen magical school, can be bought several times for different schools. 

 

Artistic Ability 

Allows a craftsman to make something of a better quality and greater value.  

 

Battlefield Medic   

Able to bind wounds, stop bleeding and perform basic surgery (e.g. sew up wounds, remove arrows/spears, 

cut away gangrenous areas).  

 

Beast lore 

The knowledge of what creatures and monsters may live in the surrounding area.  

 

Berserk 

The ability to release a short burst of rage-fuelled fighting with increased strength and resilience to pain, 

exhaustion will follow as will the full effects of any injuries sustained. 

 

Blacksmith 

The ability to craft and repair metal weapons and armour.  

 

Consecrate   

The ability to consecrate a piece of land/building using ritual and artifacts, this can stop undead creatures 

entering the consecrated area.  
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Detect magic 

The ability to detect magic users and items nearby.  

 

Endurance     

Enables a fighter to take more hits, does NOT negate the laws of physics.  

 

Evaluate   

The ability to identify and value item (e.g. gems for a rogue, scrolls for a mage)  

 

Fletcher   

Able to make/repair bows and arrows. 

 

Fortune Telling 

The ability to divine certain aspects of the future or to gauge the outcome of actions using 

runes/bones/cards/stars etc. 

 

Herblore 

The knowledge of herbs for healing and poisons.  

 

Hide in shadows 

The ability to blend into surroundings unnoticed. 

 

Intimidate and Inspire 

The ability to either intimidate or inspire through the use of you bardic talents (e.g. song or words) 

 

Last stand 

The ability to push on when fatally wounded for a short time, after which immediate help is required. 

 

Lay on hands 

The ability to heal by touch, often accompanied by prayer or song. 

 

Leather Work 

The ability to craft repair leather armour and clothing. 

 

Literacy   

Literate in chosen language, can be brought several times for each language  

 

Lock pick  

Ability to pick locks, a selection of keys and codes may given to the player; home built lock picks can be 

used. 

Jeweller   

Able to craft and evaluate Jewellery 
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Prepare Crystal  

The ability to prepare a crystal and place a spell upon it, once the spell is used it will need to be prepared 

again before reuse. 

 

Prepare Religious Artifact 

The ability to prepare a religious artefact and place a spell upon it, once the spell is used it will need to be 

prepared again before reuse.  

 

Repel Undead  

The ability to cast a repel undead spell upto 3 times a day.  

 

Resilience  

Able to resist for on average the effects of poison and disease.  

 

Read/write scrolls 

The ability to read/write magic scrolls.  

 

Religious Knowledge  

Knowledge of a chosen religion, can be brought for different religions. 

 

Resist magic  

One resist against mind spells per day. 

 

Runesmith 

The ability to write and read runes as a language and as magical symbols to enhance spells and blessings. 

 

Torture   

The ability to coerce information using various techniques without killing the victim. 

 

Trap lore  

Knowledge to arm/disarm traps  

 

Tracking  

To identify various signs, symbols not only to track direction but numbers etc. If used with Beast lore may 

also give info regarding which creature is being tracked.  
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The Gods 
Anu - Goddess of Nature.  

The most commonly worshipped of the Gods, Anu is concerned in maintaining the balance in the natural 

world. Capricious in nature, she can appear as a loving mother or as a violent, destructive force. 

 

Borak - God of War 

The son of Sol, Borak is a strong, powerful God, quick to anger, frequently worshipped by warriors and 

called upon to bless weapons.  

  

Luna - Goddess of the Moon 

Luna governs the tides and the night sky. 

 

Minea - Goddess of the Sea 

Frequently worshipped by Murinae, sailors and fishermen. 

 

Sol - God of the Sun 

Often worshipped by fighters. 

 

Sirt - God of the Sky 

Protector of all, Sirt fills the skies keeping guard over all the realms. 

 

Tanuk - God of Smiths 

The Sun of Anu, frequently worshipped by Dwarves and smith and called upon to bless weapons. 

 

Thana - Goddess of Death 

Neutral in all things, Thana keeps the balance between life and death.  

  

Vell - Goddess of love 

Daughter of Sirt,  

  

Virdis - God of Justice 

Governing all that is just and fair, Vidris is frequently worshipped by those who value truth above all else. 
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The Library 

“A little knowledge is a dangerous thing” or so the saying goes, now imagine how much more dangerous a 

lot of knowledge could be… 

 

Spell Books 

 

Low Magic: Arcane Lore for the novice or initiate by Irving 

 

White Magic: The Healer’s Way by Arakor Nicodemus 

 

Enchantment by Sandal Feddic 

 

Alteration: How to change the world by Raistlin Majere 

 

Illusion: The art of deception by Elminster Aumar 

 

Invocation: The art of creation and summoning by Vaarsuvius 

 

Elemental magic: The art manuipulating the elements by Zagor 

 

Necromancy: An introduction to the magic of death by Zharradan Marr 

 

 

http://web.archive.org/web/20160429235658/http:/www.irregularproductions.org/hdlibrary/somlowmagic.pdf
http://web.archive.org/web/20160429235658/http:/www.irregularproductions.org/hdlibrary/somwhitemagic.pdf
http://web.archive.org/web/20160429235658/http:/www.irregularproductions.org/hdlibrary/somenchantment.pdf
http://web.archive.org/web/20160429235658/http:/www.irregularproductions.org/hdlibrary/somalteration.pdf
http://web.archive.org/web/20160429235658/http:/www.irregularproductions.org/hdlibrary/somillusion.pdf
http://web.archive.org/web/20160429235658/http:/www.irregularproductions.org/hdlibrary/sominvocation.pdf
http://web.archive.org/web/20160429235658/http:/www.irregularproductions.org/hdlibrary/somelemental.pdf
http://web.archive.org/web/20160429235658/http:/www.irregularproductions.org/hdlibrary/somnecromancy.pdf

