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There are two aspects of a character’s mobility: their 
movement in and out of combat.  In both cases, you 
must first calculate their Land Speed. The character’s 
race is the base score, modified by their Agility 

Characteristic. Finally, roll 1d10 and apply the 
modifier listed in Table 9 to that value, which is your 
character’s Land Speed score.   

  

 

  

 

 

 

 

 

 

 

 

Land Speed is directly reduced by a half the Character’s Armor’s Evade Modifier, round down, to a minimum of 4. 

Marching 

The world of Wyrmsbane is not without its different 
modes of transportation, but many characters find 
themselves walking a lot.  You’ll find many parts of a 
quest, places of interests and other towns far away, 
and you’ll have to walk there – or rather, March. 

 Wyrmsbane uses a metric system, of sorts, for 
measuring both length and distance.  Things are 
measures in “Hand-Spans,” “Staff Lengths” and 
“Leagues.” While tinkers, engineers and the 
Archanium use a more precise system of measures for 
smaller lengths, this is the norm for the vast majority 
of people.  

S A Hand-Span is just that, the width of a 
person’s hand at the second knuckles. For a 
Human, this is about 3 inches. While other 
races might have thinner or thicker hands, 
these 3 inches is considered the standard.  

 
S A Staff Length is about 6 feet – the length of 

a staff. 25 Hand-Spans go into a Staff Length.  
 
S A League is 1,000 Staff Lengths and is the 

standard measure of distance in Wyrmsbane. 
This is about 6,000 feet, or 1.136 miles and 
1.83 kilometers.  Bear in mind that the 
distances between places in Wyrmsbane have 
not been mapped out and properly recorded. 
So, distances are always spoken as estimates.  

 Therefore, the begging question is ‘how far 
can my character’s march in a Passing.’ This is 
answered by adding their Land Speed score and their 
Longevity together and multiplying it by 2, which is a 
Normal Pace.  This value is within a 10-hour period.  

 A character can march at a Normal Pace for a 
number of Passings equal to their Longevity. To do 
this again, they must rest for their Longevity Attribute, 

Race
Base Land 

Speed

Human 10
Wood Elf 9
Grey Elf 12
Sand Elf 10
Blue Elf 9

Hill Dwarf 5
Grey Dwarf 10
Stone Dwarf 4
Rosendarik 10

Dafter 15
Lyfin 10

Roll
Land Speed 

Modifier

1 -2
2 -1
3 0
4 0
5 0
6 1
7 1
8 2
9 2

10 3
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divided by 3, in Passings – or for every Passing they 
rest, they can again march at a Normal Pace for 1/3 
their Longevity Attribute in Passings. always round 
down on these calculations.  

 A character can make a 20-hour march, but 
must be fully rested and then has to rest for 3 full 
Passings after such an exertion. In a 20-hour march, 
add your Longevity Score to your Normal Pace march. 

 This is all measured as marching through 
gentle, sea-level terrain. As terrain gets tough, the 
distance decreases. 

 Terrain is broken down into 3 main kinds 
when figuring marching distances: Easy, Difficult and 
Arduous. For a terrain to be considered as such, 80% 
should be that kind of terrain.  If mixed more than 
20/80, then it is considered a mix of the two. 

Easy Terrain: This is plains, flat ground at little 
elevation.  Anything that has little elevation changes, 
good footing, and not much foliage to navigate 
around. This terrain does not hinder movement. 

Difficult Terrain:  This is anything with some 
elevation change and/or moderate foliage. Rolling hills 
with some woods would fall into this category, as 
would sandy dunes, rocky wastes, normal forests, flat 
ground but at moderate elevation and light snow 
tundra. Characters move at one-half their Normal 
Pace whilst in this terrain. 

Arduous Terrain:  This is anything more difficult.  
Dense forests, deep sand desserts, deep snow tundra, 
flat ground but at high elevation, swamps and marshes 
are all examples of Arduous Terrain. Characters move 
at one-tenth their Normal Pace whilst in this terrain. 

Always round down when calculating the distance.  

 Most of this is done by your Storyteller, who 
has the maps and knows (or makes a call) on what 
kind of terrain lies between your character and their 
destination.  

 These modifiers also apply to riding animals 
and mounts. Certain Skills can abate modifiers for 
specific terrain. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

A Human with a Land Speed of 12 and a Longevity of 18 can March 30 Leagues a day 

(within a 10-hour period). They can do this for 18 days in a row! 

     After a full 18 days, they’d have to rest 6 full days before they could do another 18 

days of marching. If they wish, or need to, each day of rest will allow them to march for 

3 days before needing rest again.  

     For a 20-hour march, he can do a full 48 Leagues (30 + 18 [Longevity]). 

Let’s take our Human again with a Normal Pace march of 30 Leagues a Passing.  

  

     He needs to get somewhere 300 Leagues away. Most of it is Easy Terrain, but there is 

a forest along the way, about 200 Leagues distance.  

     So, he moves 30 Leagues a Passing for 7 Passings, and makes it to the forest.  That 

next Passing, while traveling through the forest (which turns out to be Arduous 

Terrain), he is only moving at 3 (10% of 30) Leagues a Passing. The Forest is 10 Leagues 

thick. 

     For the next three days, he makes only 3 Leagues each Passing, hacking and slashing 

his way through a dense forest. Thus, in 10 Passing, he’s made it about 220 Leagues. 

     The edge of the forest is an Easy-Arduous Mix and he makes 6 ( 20% of 30)  Leagues 

as he gets through brushland for a Passing – 226 Leagues so far, 74 to go.  The rest is 

Easy Terrain. He does 1 Passing at a Normal Pace of 30 Leagues and then does a 20-

hour March for 48 on the last Passing. 
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Combat Movement 

Movement outside of Marching is a little different. 
First, it is based solely on a character’s Land Speed.  

 Distance is broken into Staff Lengths, which 
is about 2 yards.  For purposes of combat movement, 
1 Staff Length (2 Yards) is 1 “Unit.”  A character can 
move 1 Unit per point of Land Speed per Round, for 
1 Initiative Mark per Unit moved.  This can be done 
until they run out of either movement or Initiative.  

 Therefore, movement in combat is a function 
of both Land Speed and Initiative. This speed at which 
they move is considered to be a full “tactical” 
movement. This means they retain their Evade and 
can perform combat actions.  A character may want to 
just all out run, called an “Untactical Advance.”  Units 
that are fleeing caused by some sort of fear also do 
this during the first Round. 

 If they do so, it is a Full Action, and they 
move at their Land Speed times 2.  Their Evade falls 
by 8, to a minimum of 4, and their Critical Threshold 
is set to 3 no matter armor or modifiers.  This type of 
Action can only be done once per 5 Rounds unless 
forced on a character by fear, effects or spells. 

 Abilities, Skills, and spells that increase 
movement are always assumed to keep a character 
tactical unless specifically stated otherwise.  

 

Terrain (Advanced Rule) 

There are a seven kinds of Terrain, and they 
affect combat movement and Line of Sight.  This is 
different than terrain for marching, which is a 
generalization – this is specific terrain right in front of 
a character. Each Hex is identified as one of the seven 
types, as per the situation and game board/map. When 
a character moves, they “spend” their Land Speed as 
they traverse.  If a character does not have enough 
movement to move into the next Hex, they stop. If 
they have a fraction, they start to move into it, and 
may save the unspent movement for the next Round, 
but only used to move in that new kind of Terrain. 
They may not save movement and spend it in large 
bursts. 

 Certain Skills, like Acrobatics, 
Mountaineering and races can move through certain 
Terrains with ease. In general, a Skill Check reduces 
the Movement cost by 1 per RO over 2, to a minimum 
of 1. 

Open Terrain - Open fields, clearings, streets and 
other types of land that does not have any 
obstructions and is relatively flat. 

Wooded Terrain - Woods, forests, heavy brush and 
the like. There is light Woods and Heavy Woods. 
Light has a movement cost of 2 and Heavy 3. Wood 
Block Line of Sight to those outside of the terrain. 
Characters on the edge of the woods have open sight 
outside of it, but any deep and they do not. LoS is 
restricted to 20 inside Light Woods and 10 in Heavy. 

Mountainous Terrain - Hills, mountains, slopes of 
20% or more. Going uphill costs 4 movement, and 
downhill costs 2. Mountains block LoS within the 
Terrain any further than 30 Units. Mountainous 
Terrain can also nullify LoS blocks into Open Terrain 
/Desert/Water that has Woods or Obstacles in 
between, if it is high enough. 

Impassable Terrain - Anything that cannot be 
traversed normally by a man-sized person such as 
castle walls, cliffs, deep water and the like. 

Water Terrain - Water waist high or more. 

Swamp Terrain - Swamps, bogs, and marsh. These 
block LoS when the swamp is full of trees and treated 
as Light Woods in that regard. If the swamp area is a 
march or bog with little or no trees, then it does not. 

Desert Terrain – Deep sandy ground. 

Obstacles - Anything that slows movement, such as a 
wall, fence, fallen trees and such. 

 

 

 

 

 

 

 

Terrain
Movement Cost per 

Hex Blocks Line of Sight

Open 1 No
Wooded 2 or 3 Yes

Mountainous 2 or 4 Yes and No
Swamp 2 50/50
Desert 2 No

Obstacles 10 Yes
Impassable - Yes

Water - No



 

103 
 

Line of Sight 

 If a character is in terrain that blocks Line of 
Sight (LoS), and the shooter is not in the same terrain, 
then they cannot be targeted by attacks that require a 
Line of Sight, e.g. If any terrain that blocks Line of 
Sight is in between the attacker and the target, then 
they cannot be targeted.  

 If you’re not too sure, place a straight edge 
from the center of each token. If the straight edge 
crosses any terrain that blocks Line of Sight, then no 
targeting is allowed.  

 If it is very close and you’re not sure, the 
Storyteller makes the call - the close call usually goes in 
the target’s favor. More on this in the Combat Chapter 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

A Human with Land Speed 12 can move 12 Units per Round, 

about 24 yards, while remaining tactical. 

     Their Initiative Score is 18, and they choose to move their full 

distance, 12 Units. Each Unit takes up 1 Initiative Mark and 

they arrive 12 Units from where they started at Mark 6. 

     If needed, we could map out exactly where the character is 

during each Initiative Mark. 

     They see an opponent, but they’re 80 yards away (that’s 40 

Units). It takes this character 4 Rounds to get there. So, they 

perform an Untactical Advance and move up to 28 Units for 

one Round, and normal the next. Closing the gap for sure, but 

at a heavy risk with an Evade of now 4 and a Critical 

Threshold of 3 while Making the Untactical Advance! 

Darius has a movement of 10. There are some woods 4 Hexes (Units) 

away he wants to get in.  These Woods are not too dense, and use 2 

Movement each Hex. On the other side of the woods is a hill, perfect for 

shooting. The woods are 5 Hexes wide. He wants to move uphill, so the 

cost per Hex on the hill is 4.  

      He moves 4 of his 10 allotment, as Open Terrain uses 1 per Hex. Then 

each Hex in the woods takes 2 movement. With his final 6, he moves 3 

Hexes into the woods and his turn is over.  

     Next Round, he moves another 2 Hexes in the woods, using 4 

movement. Having 6 left, he can move 1 hex into the hill, because each Hex 

costs 4. He has 2 left he can spend next Round. 

     Next Round, he has 12 movement and moves 2 Hexes uphill, and gets to 

where we wanted to go.  


