
2nd Edition

Rules

CORE

Lair ofSword&Sorcery
M

IN
IA

T
U
R
E
 A

D
V
E
N
T
U
R
E
 R

O
L
E

-P
L
A
Y
IN

G
 G

A
M

E



T
he E

ditor Speaks (E
ditorial)

This is a game of Adventure!
Travel the world of Kartharka and its many realms.
After the cataclysm in the time before time the seasons of 

the world have been locked.
The far north, trapped in an endless freezing winter, the 

far south a scorching endless summer burning the land to 
desert.

In this world you take the role of a mighty hero, striding 
through the land searching for your fortune.

Will your hero master the arts of the fi ghter or the mys-
terious and deadly skills of the Sorcerer? It’s all up to you!

The LoSS game is meant to be played, not learned or 
studied, so jump right in!

The combat is quick, fun and full of excitement and the 
rest of the game is built just the same. Don’t spend your pre-
cious time messing around with bookkeeping and details, 
the rules of the game are built so that the real thing that 
matters, the adventure, is all you have to worry about.

You don’t need to read a bunch of rules to play LoSS, 
you can create a character in minutes and get right into the 
action, or use the basic hero included and start even sooner. 

All you need are a couple of friends and someone to act as 
the referee (the dread Demonlord of the LoSS game).

Unlike other games the referee doesn’t have to read a lot 
of rules either.

Once they have read the rules of combat and moving they 
are ready to go!

Each adventure (or “Lair” in the game of LoSS) con-

tains all the information they need to run a game on only a 
few sheets of paper with all the pertinent rules included right 
there for their reference.

Lair of Sword & Sorcery (LoSS) Core Rules
Welcome to the World of Kartharka, a world of Sword & 

Sorcery Adventure!
Have you always wanted to play a “role-playing” game but 

didn’t know where to start?
Didn’t want to deal with a lot of rules?

Didn’t want to spend a fortune on a “game”?
Well Lair of Sword & Sorcery is for you!

Still not convinced?
Lots of games promise the same thing, how is Lair any dif-

ferent?
The rules are created from the start to make great Adven-

tures easily, and to allow every adventure and encouter to be as 
full of fun as possible.

A combat system that is quick and simple, even for encoun-
ters with 20 or 3o combatants, while still allowing the players to 
do whatever they want.

A point based character advancement system that lets any 
hero be anything they want.

The Lair adventure templates show a gamemaster exactly 
what they need to add to make a game great. Just fi ll in the 
blanks on two sheets of templates and you’re ready to go.

Want to run someone elses adventure? The two page tem-
plate format means that after 5 minutes of reading the game-
master can run the game.

Also included in this book is a full LoSS campaign (called 
a “story” is LoSS terms). Included in this campaign are step by 
step instructions for running their fi rst game of LoSS.
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FROM THE WRITER
OF LOSS CORE:
An introduction for beginners.

Welcome to LoSS CORE: The core rules of the Lair of 
Sword & Sorcery Adventure game.

The book you are holding is your gateway to a world of ad-
venture!

This book contains everything you need to play games of High 
Adventure in the Harsh World of Kartharka.

It is a big book though.
For those of you who have never played a role playing game 

before, you may be daunted 
by the amount of material in 
this book, but worry not!

For the beginner, it is not 
necessary to read and mem-
orize the whole book from 
cover to cover (although you 
certainly can if you want to). 

If you want to get started 
right away then you don’t 
have to do much reading at 
all.

 Just dig up some fi gures, 
they can be toys, metal or 
plastic miniatures, or even 
little green army men.

You will also need a “Su-
per Basic Demonboard”. 
Instructions on how to make 
one are found on pg 149

You will need to read at 
least “Section 2: The Basics” 
( pgs 7-13) before jumping in.

You can then fl ip to the 
end of the book to the in-
troductory LoSS skirmish 
game ( pg 147). There you 
will fi nd all the rules you 
need to play your fi rst game 
of LoSS in just a few pages. 
It’s great fun and you can play it a few times to get an idea of 
how moving and combat work in the game of LoSS.

Once you have mastered the Skirmish game you and your 
players should be ready to try your fi rst Adventure (or Lair as 
it is called in LoSS).

Either you or one of your friends will assume the role of 
game referee (or Demonlord, as they are called in the game of 

LoSS). The Demonlord is in charge of the Lair, places all the 
rooms and controls all the monsters. It is their job to keep the 
heroes from successfully defeating the adventure.

Included in the back of this book is the introductory Lair 
“Spider Time!”. Make a copy of the example hero on pg 18 for 
each player and give them to your players.

The game referee (or Demonlord) should read the fi rst few 
pages of “Story Background” on pgs 125-126 to themselves with-
out the players seeing.

They will then be ready to “run” the adventure. All of the 
details needed for the Demonlord will be presented as they are 
required. If the Demonlord wishes they may read the whole 
Lair before starting. This will make their game run more 
quickly and smoothly but is not absolutely required.

If the heroes fail the adventure or are killed, they can al-
ways start with new he-
roes and play the adventure 
again. Usually heroes would 
never get a second chance to 
attempt the same Lair but 
since all of the players and 
Demonlord are playing for 
the fi rst time, I say “have at 
it”!

Once you have played or 
run the Introduction Lair a 
couple of times you can start 
to peruse the rest of the book.

The fi rst section to read 
will likely be Section 3 He-
roes. This is the section that 
shows you how to make your 
own heroes. Then feel free 
to skip around the book to 
whatever section you like. 

Don’t worry about mem-
orizing anything, just try to 
get an idea of how the book is 
organized so that if you don’t 
know a rule you can fi nd it if 
you need it.

Many more Lairs are 
available in both LoSS 
magazine and on the LoSS 
website:

lairofswordandsorcery.blogspot.com
I would suggest trying out some of these before creating your 

own Lairs but if you feel like making up your own right away 
then this book contains everything you need to do so.

So what are you waiting for! LoSS isn’t about reading, it’s 
about playing, so go to pg 5 and get started now!

READ THIS FIRST!
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Introduction

FROM THE WRITER
OF LOSS CORE:
An introduction for people who have 
played other Role Playing games.

How is a Sword and Sorcery role playing game 
diff erent from a fantasy role-playing game?

Lair of Sword and 
Sorcery (Shortened to 
LoSS) is a game that takes 
place is a world of Sword 
and Sorcery 

This means that your 
characters will be men 
and women, and you will 
be fi ghting other men and 
women.

Monsters are an im-
portant part of the game 
but you must learn to re-
think what you think of as 
monsters in role playing 
games.

Lions, tigers, and bears 
are all viable monsters 
and make great enemies 
for the players.  If the big 
bad guy at the end has two 
Orc guards, then you’re 
playing generic fantasy. 
If he has two tigers and 
they’re wearing gold 
masks, and the room is all 
smoky from the incense 
burning in that big bra-
zier in the middle, and 
the bad guy is sitting in a 
big throne playing a harp 
that controls the tigers? 
That’s the world of Kar-
tharka. 

Other easy monsters to use are things from our world that 
are a little bit diff erent.

 Giant insects are great, who’s to say there aren’t giant foot 
long wasps somewhere in the Amazon?  Or dinosaurs, another 
great addition, a hidden valley full of elephants is dangerous 
enough but what if they were full of raptors?

A Sword and sorcery world is very similar to a past age 
of our world and can be imagined as happening in some long 
forgotten age.

Monsters are one thing, but what about Sorcery? Sorcery in 
Lair is very diff erent from magic in other games.  Not every-

one is wandering around 
with magic swords, gulp-
ing magic potions and 
buying and trading magic 
rings and carpets on every 
corner.

Magic is rare and 
terrible in the world of 
Kartharka and most that 
encounter it soon wish they 
hadn’t.

A player is not go-
ing to fi nd a “+2” magic 
sword.  They may fi nd 
a sword that bursts into 
fl ames when they touch 
it, burning their arm off , 
or a terrible amulet lying 
in a sorcerer’s tomb that 
turns them into a fl eshless 
skeleton that wanders the 
earth stealing children to 
feed to the crocodile god.

Sorcery is evil, diffi  -
cult, risky and full of ways 
to get you killed.

But it is powerful, 
powerful beyond any hu-
man understanding, and 
such is its lure.

Sorcery involves long 
tortuous rituals and ter-
rible rites, promises to foul 
demons and complicated 

formulas that must be completed exactly or the sorcerer will be 
devoured.  They do not simply point a fi nger and say a magic 
word.  



THE SPIRIT OF KARTHARKA
The spirit of the game: 

The spirit of LoSS is an important part of the game. 
It is an ideal, a feeling,  and it drives the rules

and experience of the game
What is Lair of Sword and Sorcery?  What is the spirit of Kartharka?

IF YOU CAN IMAGINE IT SPRAY PAINTED ON THE SIDE OF A VAN,
ITS KARTHARKA.

IF YOU CAN PUT IT ON THE FRONT OF A HEAVY METAL ALBUM COVER,
IT’S KARTHARKA.

IF YOU CAST IT IN PEWTER AND GLUED A MARBLE TO IT
AND SOLD IT AT A FLEA MARKET,

IT’S KARTHARKA.
IF YOU CAN DRAW IT PROUDLY ON YOUR NOTEBOOK COVER IN MATH CLASS,

IT’S KARTHARKA.
IF YOU’D WEAR IT ON A PATCH ON YOUR JACKET

IT’S KARTHARKA.
KARTHARKA IS METAL, STEEL, GOLD AND IRON,

KARTHARKA IS MYSTERY, DOOM AND HIGH ADVENTURE.
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But the Demonboard isn’t just about the rules, or fi gure 
placement; it’s seeing the action unfold, building incredible 
Lairs and fi lling them with cool looking contents.

Kartharka isn’t just about sitting around a table pretend-
ing, it’s about moving a handful of fi gures around the board 
and happily knocking your enemies over and throwing them 
to the fl oor.

Kartharka is about having something to point at when 
you scream you curses, about looking at the board and 
knowing what is around your character

The Demonboard also means that the Demonlord can 
have just as much fun in the battles as the players.  Once the 
enemies are on the board the Demonlord is free to use them 
as fi ercely as he likes.

The Demonboard and the basic assumption that all 
games of Lair of Sword & Sorcery will be played on one is 
what sets the game apart from other role playing games

See pg 149 for how to make your own super simple ver-
sion of the Demonboard. See issue 1 of LoSS magazine to 
learn how to create an advanced demonboard.

What is the Demonboard?
When playing Lair of Sword & Sorcery the Demon Lord 

(the Game master or Referee in LoSS terms) will describe 
the scene with words when combat is unlikely to happen, for 
example when adventuring in town. Describing the scene 
and the people they are interacting with will suffi  ce when 
combat is not necessary.

However when there is the chance of Combat the De-
monboard will be used.  Usually this will be when the char-
acters have entered an enemies Lair.

The Demon Lord will set up the walls, rooms and en-
emies visible to the players as they appear on the Demon-
board. 

The players will place their fi gures on the Demonboard 
and move them about according to their actions.  The rules 
and the Demonlord will decide whether their actions are 
successful.

Without the Demonboard the placement of the players’ 
heroes and their enemies is diffi  cult to track.

THE DEMONBOARD



SECTION 2
THE BASICS
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The players will be presented with people to talk to, quests 
to complete, and enemies to defeat, all of which will reward 
them with loot and an opportunity to “level up”.

The diff erence between a table top game and a video game 
is that you, as the player, are not limited to the options pre-
sented by the video games inventors.

When talking to someone you are free to say or ask any-
thing you want, not just choose from a list of 2 or 3 ques-
tions. The Demonlord will have an idea of what the person 
knows, and what they would say from the details in the ad-
venture he has read. 

When you are in a combat, you are not limited to simply 
attacking with your weapon, you can choose to swing on a 
chandelier, light a torch and set the room on fi re, choose to 
fall down and play dead, or anything else your imagination 
can come up with.

The Demonlord, acting as the referee, will decide what 
the outcomes of any of these events are. There are plenty of 
rules for all of these actions but more importantly the De-
monlord can use logic and common sense to decide what the 
outcome is, which a video game cannot.

This means that you are free to have your hero do and say 
anything you wish. Think of all those times you have played 
a video game and wished you could do a certain thing, well 
with the Lair of Sword & Sorcery Adventure game, now is 
your chance!

For most of you, your fi rst experience with a role playing 
game was likely a video game.

In the game you may have had a single person to control, 
or perhaps a group of people collected into a “party” of ad-
venturers.

You would then either talk to people until you are given a 
“quest” to complete, or the game would simply tell you what 
your quest was.

You would then travel to diff erent places, talking to peo-
ple, killing enemies, collecting items needed for the quest, or 
picking up loot in the form of treasure or other equipment 
like armor or weapons.

Usually in these video games there are lots of exciting 
quests to go on, your character will “level up” gaining power 
and more abilities, and eventually you will become powerful 
enough to “beat” the fi nal quest.

These types of video games are based on the idea of “table 
top” role-playing games. Lair of Sword & Sorcery (Loss), is 
a table top role-playing game.

In a table top game the referee (Demonlord) is in charge 
of everything that happens instead of the computer or video 
game.

All of the action happens on the board on a table, the 
same as a board game.

The Demonlord will both read the adventure (Lair) and 
tell the players what they see, while putting all of the enemies 
and rooms on the board on the table (the Demonboard).

WHAT IS A ROLE-PLAYING GAME? 

DICE
The dice for Lair of Sword and Sorcery are just standard 

6 sided dice. You probably have a bunch of these in other 
board games but, if you don’t, just head on down to your lo-
cal dollar store and you should be able to fi nd them in pack-
ages of 8 for a dollar. The more you have, the better off  you 
will be.

In LoSS, if a rule says to “roll 1 die”, then you roll 1 of 
the dice and the number on top will be the one you use.

These standard dice are called d6 (d for dice, 6 for the 
number of sides it has)

Sometime in LoSS you will see something like roll 2d6. 
That means to roll two dice and add up the two numbers. (2 
is the number of dice to roll, d6 is the type of die, a normal 
6 sided die)

You may also see something like 1d6+1. This means to 
roll a single die and add 1 to the score on the die.
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hero wishes to do that is not covered by the rules.
Playing LoSS is like playing any other game, everyone 

must play fairly and not cheat, and that includes the De-
monlord. The Demonlord is trying to actively defeat the he-
roes in their goals. Each Lair gives the Demonlord a certain 
number of creatures or humans with which to attack the he-
roes. Each Lair will also have some special rules and actions 
which the Demonlord may use to defeat the heroes.

While the Demonlord is trying to win by defeating the 
heroes, he is also the only one with access to the information 
about the lair. So he must be sure to play fairly and honestly. 

There will be many times when the heroes want to do 
something which is not covered by the rules but will, if the 
heroes are successful, thwart the Demonlords plans. 

The Demonlord must make a fair ruling as to whether 
the action is possible and how diffi  cult the action will be to 
succeed at.

If the Demonlord does not act fairly, they will fi nd that 
no one will want to play with them anymore.

In games of Lair of Sword & Sorcery you all sit down at 
a table to play. There will be a number of “players” who will 
control heroes trying to complete a quest (the adventure, or 
Lair). 

One of you will take the role of the “referee”, called a 
Demonlord. The Demonlord does not control any of the 
heroes and does not go on the quest with the other play-
ers. They, instead, take the role of everyone else in the game 
world. They tell the heroes what is happening and what they 
see, this is called “running” a Lair.

The Demonlord controls all the people in the village who 
would give you the quest, the enemies you will fi ght in the 
Lair, and anyone or anything else that the heroes will en-
counter.

They do this by reading the Lair which the heroes are at-
tempting to defeat (don’t worry, there’s not much reading to 
be done for any single Lair), and laying down the areas and 
enemies which the heroes encounter.

The Demonlord also decides the eff ects of anything a 

THE DEMONLORD AND “RUNNING” LAIRS
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posedly ancient mine of the Goblyns. The trail leading to the 
mine seems to indicate that some large animals, creatures, 
or humans, travel in and out of this mine on a regular basis.

What do you want to do?”
The heroes will then tell you what they want to do.
One hero might say “I search around the entrance to see 

if I can fi nd any clues about what may be inside.”
Now you, as the Demonlord, must make a decision. The 

Lair write-up for this area does not have information which 
mentions anything that would give the heroes a clue about 
what is inside, but after reading the Lair you know that a 
group of bandits have taken up residence inside the mine. 

You can either say “There are no clues outside the lair 
as to what is inside.”, because the Lair instructions do not 
mention any. This would be fi ne.

Or you can decide to reward their clever idea (which is 
usually the best option). You know there are human bandits 
inside so you can say “The heroes fi nd a torn shirt or a bro-
ken dagger near the entrance.”  This would be something 
that would be left behind by a bandit returning after a mis-
sion.

Making up things like this as you go along is part of the 
job of Demonlord. Every single possible detail cannot be put 
into the Lair so use your judgment and common sense to 
include these details. They make the game more fun for the 
players and more interesting for you.

At some point the heroes will decide to go into the mine, 
when they do place the heroes just inside of the mine en-
trance in the fi rst room.

Now consult your map of the Lair and using the De-
monblocks or card walls (walls made out of clay or cardboard 
respectively more on this on page 149 "Super basic Demon-
board.) lay down where the walls, doors and exits from this 
room are, as well as any doors leading away from this room 
showing if they are closed or open.

See the illustration on the next page for how to do this.

Imagine, your friends have all come over to play a game 
of LoSS. You have taken on the Role of Demonlord.

Everyone sits down at the table; all the players have 
brought heroes which they have already created.

The Demonlord (you) pick up the Lair you wish to run 
today. You will have read this before when you bought it but 
you won’t remember all of the details exactly, that’s okay 
though. For now you only need to read the “Story” tem-
plates at the front (more on templates later). The story tem-
plates are usually 2 or 3 pages long but don’t have a lot of text 
to read. Once you have read the story over once again you are 
ready to play.

For this example story the heroes have been following a 
rumor about an ancient mine. They hope to either fi nd gold, 
iron or platinum within the mine, or perhaps sell the infor-
mation about the mines whereabouts to a mining clan. 

The story template will tell you how to begin the game. 
In this example we will say that it tells you the heroes were 
travelling on the road when they found a trail leading to 
the supposed location of the ancient mine. If they decide to 
travel up it they will fi nd the mine entrance.

Put the Demonboard on the table now, and place the en-
trance to the mine on the board in the place marked on the 
map of the Lair.

The fi gures you are using to represent the heroes will be 
placed in front of the mine entrance on the board.

There are no enemies in sight so the heroes are consid-
ered to be in “Adventure” mode. (More on adventure mode 
on page 41). This means that the heroes are free to do what 
they like without being interrupted by enemies, without 
keeping track of time, or keeping track of movement.

Usually in the Lair booklet, there will be a section of text 
to read to the heroes before they begin, to let them know 
where they are and what they are doing.

For this lair you would read the following:
“Before your heroes lays the yawning entrance to a sup-

AN EXAMPLE OF PLAY: RUNNING THE GAME

fi g 1: Mine Entrance
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are in adventure mode.
They are not under pressure from any enemies at the mo-

ment.
Once the heroes have decided they want to move on have 

them place their fi gures where they like in preparation for 
moving into the next room. They will want to be prepared in 
case there are enemies in the next room.

Since a hero has a torch lit they can now see in the dark 
tunnels.

This means you can place the next area on the board as 
shown on the lair map. (See fi g 2).

Now the heroes have a choice, they can continue down 
the tunnel or open the door. There are no enemies on the 
board yet so the heroes are free to move their fi gures around 
on the board as they please. 

They decide to open the door so they place all their he-
roes close to it to prepare for an attack from an enemy.

They then announce they want to open the door.
The Demonlord swings the door open and behind it are…

bandits!
The Demonlord places the room according to the map of 

the lair along with placing the bandits in the room. (see fi g 3)
Now that there are enemies on the board the game 

switches to combat mode!

Now describe the room to them reading any read aloud 
text from the Lair. Usually the fi rst room of the Lair will 
describe the overall construction of the Lair as well as the 
how well lit the inside of the Lair is.

If the Lair is not lit the Heroes will need to light torches 
in order to see where they are going.

In this Lair there is a section of read aloud text for the 
heroes.

“You stand inside the entrance to the mine. This area is 
roughly cut stone; enlarging what seems to be a natural se-
ries of caves. This room is dimly lit from the entrance but 
the areas leading from this room are dark and impossible to 
see far into.

The fl oor is also rough cut stone, dry but not dusty, and 
relatively fl at. What do you do?”

The heroes are now free to do what they want. Have each 
hero tell you what they want to do in turn.

One hero may want to light a torch to carry while travel-
ling in the dark tunnels.

Another may want to search this room to see if there are 
any interesting clues or items (there are none).

During this time they can move their fi gures around in 
the room however they please as they take their turns. Sim-
ple things like searching or lighting a torch do not require 
any special rolls of the dice to accomplish when the heroes 

fi g 2 fi g 3
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get a 5. They then add to this their Damage score from their 
character sheet (see fi g 4) The DMG score is 0 so they have 
caused a total of 5 points of Damage.

The hero must also take 1 point of endurance damage for 
being in a combat even though they won. Endurance is the 
number which indicates how long something can fi ght be-
fore making a critical mistake which can lead to their being 
seriously injured by their enemy. Fighting is tiring work and 
even if they are winning they can only fi ght for so long be-
fore being too exhausted to go on.

The Demonlord looks to their notes and sees that the 
enemy being attacked has an Endurance of 5. Subtracting 
the 5 points the hero caused from this score means that the 
enemy now has 0 endurance.

When anyone reaches 0 endurance in the game of LoSS 
they must immediately make a special roll of the dice, the 
Death Roll.

On a 1-3 they have been struck down
On a 4-6 they may continue fi ghting.
The Demonlord makes the roll death roll for his injured 

person. He rolls a 3 and they have been struck down! The 
Demonlord places the fi gure on its side to show that it is out 
of the combat. It may not necessarily by dead but it is not 
going to be doing anything else for the rest of the combat.

Now you will remember that the hero still had 2 more 
squares of movement left, so they move 2 more squares to-
wards the center of the room. This places him next to a large 
brazier full of hot coals and incense. 

The player says that they wish to use SOTA to kick the 
brazier over into the face of the enemy behind it.

The Demonlord thinks about it and then tells the player 
that since this would directly cause damage to an enemy 
then it would be an Attack. Since Sota stands for “Some-
thing Other than Attack” they would not be able to use their 
remaining SOTA action to do this on this turn. They would 
need to wait till their next turn to do this as an attack and 
make a standard attack roll to do it.

The player thinks for a moment and says that they would 
prefer not to do that. They will instead knock the brazier 
over spilling hot coals on the square in front of him which 
would make the enemy have to either go around the square, 
or have to walk through hot coals to get to them.

The Demonlord agrees that that would be acceptable and 
decides the diffi  culty of the action.

Since the action seems simple, and the brazier is not 
fi ghting back in any way, the Demonlord says it is an “easy” 
roll. This means that the Hero only needs to roll a total of 
4 on 2 dice. The players rolls a 3 and a 4 giving a total of 7. 
They have succeeded. The Demonlord places the Brazier on 
its side showing it is knocked over and the square is full of 
hot coals.

Now the player has used all of their movement, per-
formed an attack and performed a Sota. They may do noth-
ing else this round.

Note however that the hero could have used only part of 
their movement if they liked, or only performed a combat 
and no Sota, or only a Sota, or done nothing at all. They 

Combat Mode:
In combat mode each player takes turns moving 

their fi gures, attacking and performing actions. The 
Demonlord also takes a turn to move all of his fi gures.

As soon as enemies are placed on the table combat 
mode begins.

In the game of LoSS the heroes will go fi rst unless 
something diff erent is written in the lair booklet.

The fi rst player to act is the one to the left of the 
Demonlord. They may move their fi gure up to their 
maximum movement in squares (usually 4 squares). 
If their fi gure is in a square next to an enemy square, 
or moves next to one, they may attack. They may also 
move, attack an enemy, and then move again if they 
still haven’t used up all of their movement. 

They may also perform any other action. In LoSS 
this is called “SOTA”, something-other-than-attack-
ing.

In their turn the heroes can move as much as their 
movement allows, perform one attack at some point 
during the turn, and perform one “SOTA” maximum.

If the player is trying to do something elaborate or 
something which takes a long period of time for their 
SOTA, the Demonlord may say that they are unable 
to attack and perform the action, or that the action 
may take more than one turn to complete.
 
Back to the Example:
The Demonlord looks to see if there is a note that the 

Demonlord attacks fi rst and see’s that there is not.
So the player to the Demonlord’s left gets to go fi rst.
As you can see in fi g 3 the heroes are very close to the 

enemy. The player moves their fi gure 2 spaces towards the 
enemy.

This places him in contact with the enemy. The player 
declares “I attack with my sword”. The player then rolls 2 
dice. (the kind with 6 sides) and adds the roll to his Attack 
score (Attk on their character sheet see fi g 4). The players 
rolls a total of 8 and adds it to their Attk score of 2 giving 
them a fi nal total of 10.

The Demonlord then rolls 2 dice, rolling a 5 and adds it 
to the enemies Attk score which is a 0. This gives the De-
monlord a fi nal total of 5.

The player’s rolls was a 9 which is higher so the player 
has won this round of combat. This means that they get to 
cause damage to their enemy. They roll 1 die for damage and 

Demense:

CURRENT FIGHTING POWER
Defense Attack Endurance Damage

Special Abilities:

Move

Shield?+2

None

3 2 9 4

fi g 4
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are not required to use up all of their movement or actions 
before ending their turn.

Now that player 1 is done the next player takes their turn 
(the player to their left).

This example shows the basics of the LoSS game. Now read 
on to fi nd out more about the exciting world of Kartharka and 
the full game of Lair of Sword & Sorcery!



 HEROES
SECTION 3
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Character Creation:
A hero is born!
What is a hero in Lair?
Are you ready to stride the mountains like a hurricane? 

To smash the heart of the deepest mine, to wring forth the 
iron from its dripping heart?

To see the villagers tremble with fear and desire when you 
enter their pitiful town square heaped with the treasure of a 
thousand dead enemies?

Good! 
To play the game of Lair of Sword & Sorcery you will 

need two things; a Demon Lord to layout and plan the ter-
rible Lairs you will enter, and a Hero to call your very own.

Your own hero to use, and use up. To act out your ter-
rible vengeance on a world that displeases you, to right the 
wrongs that have been done to you.

Look to the Hero Record sheet (pg17) In this section 
I will show you how to fi ll in all these boxes on the sheet 
to create your hero so that your enemy can fi nally feel the 
crushing blow of your axe in his chest.

A couple of things fi rst before we jump right in to creat-
ing your hero.

Lair is a game of Sword & Sorcery, in a brutal world of 
feuding empires and squabbling city states.

It is a world a world of humans. The world of Kartharka 
has people of all statures, types, colors, and philosophies, 
much like our own.  The amount of variation of people on 
our own planet means that there is more than enough va-
riety in the realm of humans already without having to in-
clude “fantasy” races such as Dwarfs and Elfs in the Hero 
creation process.

Revel in the variety of the Human condition when creat-
ing your character and don’t feel the need to ever fall back 
on the old tired classic of “I’m an Elf ” to make your hero 
interesting.

There are no “classes”, “jobs”, “careers” or other types of 
distinctions between heroes. They may have a job other than 
adventuring, but it has no eff ect on their abilities, skills, or 
equipment. 

In the world of Kartharka there are certain things 
that all heroes can do and they do not require a title or 
distinction on a character sheet to do it. 

Everyone can fi ght, worship a god of their choice, hunt 
for their food, or dig a hole in the ground.

What makes your hero unique, powerful, lauded or de-
spised, are their actions. And their actions are wholly up to 
you. 

In the Lair system Heroes all begin on an equal footing, 
it is the player’s choices for how they will grow and expand 
that set them apart.  The Lair Veteran system of Hero ad-
vancement allows the players to grow their hero in any way 
they choose, to become a better fi ghter, to learn the secrets 
of the sages, to penetrate the inner cloisters of the Wolf-

HEROES
In the game of Lair of Sword & Sorcery each of the play-

ers takes control of a hero. This hero is the one who goes on 
adventures, fi nds the treasure and, if the player pushes their 
luck too far, is the one who perishes at the hands of their 
enemies.

Players can have as many heroes as they like but may only 
use one at a time for their adventures.

In this section you will learn how to create your own 
hero. Don’t let the name fool you though. Though they may 
be called heroes in the rules this does not necessarily mean 
they must act heroically. They may fi ght on the side of good, 
by saving a village, or rescuing people from harm, or they 
may fi ght only for their own gain, abandoning the villagers 
in their hour of need to save their own skin.

What a hero does is up to the player, but be warned, in the 
game of Lair of Sword & Sorcery there are always conse-
quences. Heroes who fi ght on the side of good earn fame and 
are hailed by the countryside as heroes, those who fi ght on 
the side of evil gain infamy, and are reviled by the villagers 
and city folk of Kartharka.

Either type of hero can be fun to play. What happens in 
the world of Kartharka does not aff ect the real world so you 
are free to have fun in any way you want. Remember that 
the other people playing at the table want to have fun too 
though.

If they are all playing heroes on the side of good and at 
end of the Lair they fail in their mission because your hero 
betrayed theirs and abandoned them at some crucial point to 
join the enemy, then they may not be too happy.

This would spoil an otherwise fun night for some people. 
In certain games when people have been playing together for 
a long time this kind of thing would be welcomed as an in-
teresting twist but for most groups the players themselves 
(not only their heroes) would feel betrayed.

So if you are planning on playing an anti-hero of this type 
perhaps consider the other players heroes off  limits in their 
evil doing. Perhaps the evil hero would betray their own 
mother for a bit of gold, but is strangely loyal to the group 
of heroes for reasons known only to them.

Or perhaps everyone would like to play an evil hero all 
plotting against each other in the game. This can be fun too 
as long as everyone agrees to this before the game begins.

TK next page is the blank character sheet, and after that 
is the example character sheet.

AUD
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All of the stats, skills, and equipment only show what 
your hero is capable of, not what or who they are. That’s up 
to you.

They can be any age you want and from anywhere in Kar-
tharka you want. 

You can even make up your own places in the world. Want 
to come from a village made up of hunters and trappers who 
follow their own forest spirit god? Go ahead, pick a spot on 
the map and that’s where the village is.

Or if you are having a hard time coming up with your 
own hero, why not steal one?

Pick a character from a movie or book that you like, 
change their name and enough about them that they could 
be in the world of Kartharka and you’re done! No one need 
ever know where your “inspiration” came from, and you 
may fi nd your hero becoming something that you never 
planned as they have their own adventures.

So grab a character sheet turn to pg 19 and 
follow the steps to make your own hero!

Or for even quicker hero creation after 
making your fi rst hero, turn to pg 18 for the quick 
hero creation chart

Brothers temple, or to become a spice merchant if they so 
choose (the travails of a spice merchants life are more peril-
ous than you would guess).

The Lair system is one of creativity, freedom, speed, and 
high adventure!

You can make a character in fi ve minutes and have him 
thrown into the latest Lair the Heroes are penetrating. Join-
ing an advanced game with a group of Heroes that have been 
plundering for years is no problem!  Throw that new Hero 
in the mix and watch him reach new and dizzying heights 
in no time!

Remember, all you Kartharkan Blood Reavers; it’s not 
what’s on the sheet that’s important; it’s what the Hero 
does with it! 

Plan your Hero, what does he do?
 Before we get started on all the rules for creating your 

heroes, why don’t you take a minute to think about what you 
want your hero to be?

Are they a bold fi ghter that protects the village by day and 
the tavern at night?

Or the strong silent type, fi ercely loyal and independent 
but with mysterious goals tied to a dark past only he knows?

Or perhaps he is a travel hungry “regular guy” that only 
wants to see the world but keeps getting caught up in all 
these “adventures”.

In the game of LoSS your hero can be any of these things.



Player Name:

Hero Name:

Role:

Demonlord:

Realm:

Homeland:

Demense:

Defense

Endurance Starting
Vitality Bonus

Veteran Skills Bonus
Total

Damage Veteran Skills Bonus
Total

Current Fighting Power
Defense Attack Endurance Damage

Special Abilities:

Demense Features:

Treasure Iron:
Gold:

Silver:

Gems:
Sequins:

Equipment

Favours

Veteran Points:

Move

8

Shield?+2

Hero Record Sheet

Head
Body
Arms
Legs

Fame

Party Rank

Hero Rank
1

Attk
Def

Dmg
Endurance-4

Move-4
# of 1d6 special attacks x 1

# of 2d6 special attacks x 4
# of 3d6 special attacks x 10

Total

Armour Worn
Cloth  Leather  Rings  Plate

3 Checkmarks=1 Defense
1 S=1 Defense

Quickness Bonus
Veteran Skills Bonus

Total

Attack Body Bonus
Veteran Skills Bonus

Total

1

Infamy

Karnak Stonethrower
Hunter

The Winterlands
Karthok Village
None

+2

-2

+2

+1

-1

-2

            Stats                     Veteran Skills

Body

Mind

Quickness

Vitality

Camaraderie

Other World

 


 

1
2

3

2

2

1

9

3 2 9 4

2
3

5

11

Heavy Takket Fur cloak with hood, worn
Takket fur clothes, worn
Takket fur mittens, worn
Sturdy Takket fur foot covers, worn
Sword, sheathe on belt
5 spears, quiver on belt
Weeks supply of Matten Fuel, drag sled
Weeks supply of Matten rounds, drag sled
Flint and striker, bag
50 feet of rope, worn
50 feet of rope, drag sled
2 torches, bag
2 spikes, bag
Hammer, bag



A note for Demonlords: Adding player created material to the world
Did your hero come from a village outside of town? Make up some maps and names of important folk there.  Is your hero de-

scended from some long lost tribe of warriors? Make up their names, their history and background.  Create the world together 
with your Demon Lord, make up some legends of monsters and some miniatures for them, the Demon lord will probably use 
them, they will likely have powers you never guessed and have a set of stats way diff erent then you had in mind but hey that’s 
the fun.
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Stats
There are 6 main attributes that defi ne your Hero. His 

Body, Mind, Quickness, Vitality, Camaraderie, and Other 
World stats.

These “stats” (short for statistics) are used to determine 
how well they can fi ght, how well they can get along with 
others, or whether they can do any specifi c thing that their 
players wish them to do.

All of the rules are explained later, but for now you should 
know that the higher the score the better.

See the descriptions below to fi nd out what each stat is 
used for.
Body:

Defi nes how big and strong your hero is, their pure phys-
ical power.
Mind:

Defi nes their intellectual faculties, such as learning, 
planning, solving riddles, reading and writing.

Quickness: The speed of the hero, whether when run-
ning, swinging a sword, dodging a blow, or reacting to some-
thing surprising.
Vitality:

The Heroes vital fortitude, the ability to endure long 
marches, to suff er and heal from injuries, to overcome ad-
versity, to soldier on when all seems lost.
Camaraderie:

The hero’s ability to lead and get along with others, 
whether leading a charge of warriors, haggling with a mer-
chant or being able to tell if someone is not being truthful.

Other World: The stuff  of sorcery, whether trying to en-
slave a demon, resisting a witch’s spell or to know which 
shoulder to throw salt over to ward off  bad luck. The other 
world attribute encompasses all this. 

Don’t worry about the specifi c details of how all this 
works yet, simply use this as a guideline for now.

An average denizen of Kartharka would have a 0 in each 
of these Attributes meaning that they are average, neither 
above or below the normal.

But you will be living the life of a Hero!  Heroes stride 
the earth taking what they wish, or stand like a wall against 
the evil that would imperil their land. They are a cut above, 
something special, and so they are given a little something 
special when you create your Hero.

Your Heroes Background
Player Name:

Put your name here
Hero Name:

This is where you put your Heroes name.  Kartharkan 
names are always great and are usually followed by a title. Al-
ternately a family name is used which usually refers to their 
career. The Stonecutters, Hammersmashers, Cragsmen, 
and Ironmen are all old Stroh-Branoch Mining families for 
example.

Your character may be Gunta Stonecutter, or if he has 
turned to a life of adventure, may be called Gunta Blood-
reaver or a Caravan guard may be Gunta Roadwarden.
Role:

This is the hero’s job in life, what he tells others he does. 
It has no eff ect on their abilities or their combat scores but is 
purely for role playing purposes.  For example Gunta Road-
warden’s Role would be “Caravan Guard”. There are many 
things to do in the Winterlands and, if in doubt, say you are 
a Miner.
Demonlord:

Write the name of the person who is in charge of the 
game, he will be the guy on the other side of the table saying 
things like “you are attacked by a tiger...”, or “sadly you were 
robbed while you slept”.

Realm: This is the place where your heroes are now.  
Likely it will be the Winterlands. Your Demonlord will let 
you know where you will be adventuring before you make 
your Hero.
Homeland:

This is where your Hero is from.
Likely it will be the Winterlands but it may not be. You 

can make up a name for your hometown or village or use one 
from the maps.
Demesne:

This is where your Heroes make their home. When be-
ginning a new Hero they have no home but are travelers. As 
they settle in they may choose to acquire a home instead of 
staying at the local tavern or wayhouse.

Details for the basics of a Demesne can be found on 
(pg76). 

THE HERO RECORD SHEET
Where to start
The Hero Record sheet on (pg17) is what you will use to track your heroes strengths, weakness, history and glory. You will 

want to make a lot of photocopies of this sheet as you’ll be using a lot of them in your games of Lair. Now work your way 
through all the following sections and you will have your own hero! 
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Assign strengths and weaknesses:
You Have 5 “points” to distribute amongst the At-

tributes you would like to excel in. These are your Heroes 
“strengths”

If you wish to be a muscle bound brute towering above 
all those you survey then you could put all 5 points into 
“Body”. You do this by writing “+5” in the box to the Right 
of “Body” (see the example character sheet on pg 18 to see 
more)

Or you could choose to have one attribute be +3 and an-
other be +2, or put +1 into 5 diff erent Attributes.

It is up to you; make your Hero your own.
But Heroes have another thing in common, they always 

have a weakness. You must now assign weaknesses to those 
attributes which you have not added any bonus to.

You have 5 points of “Weakness” to distribute amongst 
any attributes you have not added a point to for strengths.

For example you could choose to put all 5 of your weak-
ness points into “Other World”, to do so write -5 in the box 
to the right of Other World. Just as with your strengths you 
may distribute these 5 points however you wish, with -3 to 
one attribute and -2 to another, or even -1 to 5 diff erent 
attributes. The Important thing is that you cannot assign 
these weaknesses to any attribute you have already added a 
bonus to.

Our hero is now starting to take shape, he could be a huge 
lumbering brute of great power but very slow moving, or a 
little stronger and faster, but a little fearful of sorcery, and 
have diffi  culty getting along with others.

Make your Hero your own and worry not about their 
weaknesses, revel in them, or enjoy watching them over-
come them as they grow and learn.

To the right you can see how our sample hero distributed 
their stats and how this is written on the record sheet.

See pg 19 for the entire sample hero.

Player Name:

Hero Name:

Role:

Defense

HERO RECORD SHEET

Head
Body
Arms
Legs

Armour Worn
Cloth  Leather  Rings  Plate

Q i k B

Karnak Stonethrower
Hunter

+2

-2

+2

+1

-1

-2

            Stats                     Veteran Skills

Body

Mind

Quickness

Vitality

Camaraderie

Other World

 

1
2

Player Name:

Hero Name:

Role:

HERO RECORD SHEET

Karnak Stonethrower
Hunter

Defense

Head
Body
Arms
Legs

Armour Worn
Cloth  Leather  Rings  Plate

Q i k B
1
2Q i k B 2
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The Starting Equipment List:

 Large Leather shoulder bag. This can hold up to 20 
small items.

 Drag sled. This can hold up to 5 large items as well as 
40 small items.

 Heavy Takket Fur cloak with hood.
 Takket fur or Takket leather clothes (any cut or style 

the hero prefers; long and fl owing, tight to the body, 
well made or travel stained. 

 Takket fur mittens.
 Sturdy Takket fur foot covers.
 1 Weeks supply of Matten Fuel for fi res.
 1 Weeks supply of Matten Flour rounds, for eating.
 Flint and striker.
 2 large items from Adventure Gear on the Equipment 

list (pg 35). Player may choose the same thing twice.
 5 small items from Adventure Gear on the Equip-

ment list. (pg 35) Player may choose the same thing 
multiple times.

 Choice: Two weapons from the weapon list on pg 35, 
weapons come with sheathes. 
If a throwing weapon is chosen the hero is equipped 
with a bandolier which holds 5 of the weapon.

 4 pieces of armor, of any type (except steel), for any 
part of the body. A shield counts as 1 piece.
See the armor rules on pg 37 to learn about armor. 
See the example character sheet on pg 18 to see how this is 
written on the sheet.

Veteran Skills:
Don’t worry about the spaces for Veteran skills yet, a new 

hero just setting out on a life of adventure doesn’t have any 
yet.

Starting Equipment
Next you need to select your hero’s starting equipment.
Deciding to start a life of adventure, heroes leave their 

homes and friends behind carrying all their possessions with 
them.

The starting equipment is the collection of items the 
hero starts their career with and many more are available in 
any settlement.

Go through the list of equipment below and write all of 
the items on your characters sheet in the section marked 
equipment.

In a few places in the list you are given choices. Choose 
which items you want your hero to have and write them on 
your sheet.

Remember that just because you chose to give your hero 
a sword for their starting equipment; it doesn’t mean they 
can only use swords, or can only ever have one sword.

Your Hero starts with the necessities of Life in the Win-
terlands. 

Write the items listed to the right in the equipment box 
on the Hero Record sheet. See the example hero sheet (pg 
18) for how things are written on the sheet. 

The items marked “Choice” allow you to make a selec-
tion from a group of items. Don’t worry about picking the 
“right” items. You can always get more later if you need 
something.

On the character sheet write where the items are stored, 
whether it is in their carry sack, their drag sled, or worn in 
the case of weapons and armour.

Only one coil of rope can be “worn”. (see example charac-
ter sheet to see how this is done.

Starting Money/Treasure
When starting, a hero has no treasure, yet. Your hero has 

“a few copper pieces” which can be used to buy a drink, a 
meal, or to rent a room in a wayhouse.

In Lair of Sword & Sorcery, it is not important to track 
every single copper piece a hero fi nds and spends. This sec-
tion of the character sheet is for treasure, like gold, silver, 
gems and gold statues stolen from evil temples.

If a hero spends his few coppers it can be assumed he has 
found work for a day chopping wood, stacking stones, or dig-
ging holes to get more.

See pg 31 for more about money in the world of Karthar-
ka.

Equipment

Fame

Party Rank

Hero Rank
1

Attk
Def

Dmg
Endurance-6

M

1

Infamy
2
3

3

Heavy Takket Fur cloak with hood, worn
Takket fur clothes, worn
Takket fur mittens, worn
Sturdy Takket fur foot covers, worn
Sword, sheathe on belt
5 spears, quiver on belt
Weeks supply of Matten Fuel, drag sled
Weeks supply of Matten rounds, drag sled
Flint and striker, bag
50 feet of rope, worn
50 feet of rope, drag sled
2 torches, bag
2 spikes, bag
Hammer, bag

yM

Fame

Party Rank

Hero Rank
1

Attk
Def

Dmg
Endurance-6

M

1

Infamy
2
3

3
Party RankM
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If you took a weakness in quickness then write that nega-
tive score in the box for quickness.

The last box is for Veteran skills. Various veteran skills 
can give you bonuses to defense, but you won’t have any yet 
so leave that area blank.

Now total up all the scores and put the result in the Total 
box. Note that this could be a negative. Learn more about 
armour and defense on pg 37 & 51.

Attack:
The attack score is used for fi ghting enemies. It is what is 

used to see if you are able to get an upper hand in a combat 
and get in a decisive strike before they do the same to you. 
See more about the attack score on page 50.

The attack section is a little easier to fi ll out.
Simply put your body score (whether a bonus or a weak-

ness or 0) into the body bonus box.
Again veteran skills can increase your attack, but you 

have none for now so leave it blank.
Total up the scores and write this in the total box. Note 

this may be a negative number.

Now it’s time to fi ll out the combat sections of the sheet.
These are the ones marked Defense, Attack, Endurance, 

and Damage on the left hand column of the sheet.
This is where we calculate all the important combat 

scores for your Hero. Don’t worry though, there is very 
little to look up or cross reference, everything is right there 
on the sheet.

Let’s start with the Defense section.

Defense:
A heroes Defense score is used to minimize damage he 

takes from attacks. It is a combination of dodging, parrying, 
and absorbing damage with armor.

Here is the defense section from our example character 
sheet to the right.

You can see there is a table to track each section of the 
body and the diff erent types of armor that can be worn on 
each section.

There are checks for the armor this hero has taken. Below 
the table it says 3 pieces=1 pt.

So tally up the armor pieces, divide by 3 and write the 
score in the larger box like the example, in this case it is 1.

Next is the quickness bonus. If you decided to add a bo-
nus to quickness then write that score here. 

You can see our example hero took a bonus of +2 which 
is written in.

FILLING IN THE COMBAT SCORES

Defense

Head
Body
Arms
Legs

Armour Worn
Cloth  Leather  Rings  Plate

3 Checkmarks=1 Defense
1 S=1 Defense

Quickness Bonus
Veteran Skills Bonus

Total

Attack Body Bonus
V t Skill B

+1

-1

-2

Vitality

Camaraderie

Other World

1
2

3

2

Endurance Starting
Vitality Bonus

8

Total

Attack Body Bonus
Veteran Skills Bonus

Total

3

2

2

1

+1

-1

-2

Vitality

Camaraderie

Other World

+1Vitality

Attack Body Bonus
V t Skill B

2
V t Skill B

Total 33

Endurance Starting
Vitality Bonus

8
1Vitality Bonus 1
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Damage:
The damage score represents your skill as a warrior. The 

ability to target your attacks in the right area, to penetrate 
an enemies defenses, and to deal a crippling blow instead of 
just wearing them down slowly.

A damage bonus is available only through Veteran skills 
and so this section is left blank for starting heroes. 

Learn more about the Damage score on page 50.

Endurance:
The Endurance score is used to see how long you can keep 

fi ghting before being worn down and letting a solid blow 
through to injure you.

It is a combination of fi ghting skill, experience, physical 
stamina and toughness. See more about the endurance score 
on page 50.

All heroes start with an Endurance of 8. That is why it is 
written on the sheet for you already. Normal humans have 
an endurance of 4. This is to take into account the heroic 
nature of your character as well as the one thing every hero 
needs, luck.

If you have taken a strength or weakness in Vitality then 
copy that score into the Vitality bonus box.

Veteran skills can increase your Vitality bonus as well but 
you do not have any yet so you can leave that section blank.

Now tally up the total and write it in the Total section. 
Note this may be a negative number as well.

Current Fighting power:
Copy the total numbers from the left side of the character 

sheet into these boxes. During a scenario the numbers on the 
left hand side of the sheet will not usually change, but your 
current fi ghting power will constantly be going up and down 
based on fi ghting and other events.

Copy the totals form Attack, Defense, Endurance, and 
Damage into the large boxes on the right hand side of the 
sheet. 

To the right we see how this is done with our example hero.
If you are using a shield, tick the check box in the attack 

section so you will remember to add +2 to your attack rolls. 
(Shields add a bonus to attack not defense, see pg 37 in the 
combat section for more details)

Endurance Starting
Vitality Bonus

Veteran Skills Bonus
Total

Damage Veteran Skills Bonus
Total

8

Veteran Skills Bonus
Total 2

1

9

Realm:

Homeland:

Demense:

CURRENT FIGHTING POWER
Defense Attack Endurance Damage

Special Abilities:

Move

Shield?+2

The Winterlands
Karthok Village
None

3 2 9 4

Veteran Skills Bonus
Total 2
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the bonus +2 for using a shield). This may be a negative.
•Write in the Defense Total from the left hand side of the 
sheet into the Def section on the rank table. This may be a 
negative.
•Write in the Damage Total from the left hand side of the 
sheet into the Dam section on the rank table. This may be 
a negative.
•Check your Endurance total. Subtract 6 from this total 
and write that amount in the Endurance section in the rank 
table. Note that this may be a negative score.
•Check your Move total. Subtract 4 from your move and 
write the fi nal amount in the move section of the rank table. 

Note this may be a negative 
score.
•For every “special attack” 
the hero has that causes 1d6 
of damage add 1 to the 1d6 
section of the rank table.. 
Starting heroes have no spe-
cial attacks.
•For every “special attack” 
the hero has that causes 2d6 
of damage add 4 to the 2d6 
section of the rank table. 
Starting heroes have no spe-
cial attacks
•For every “special attack” 
the hero has that causes 3d6 
of damage add 10 to the 3d6 
section of the rank table. 
Starting heroes have no spe-
cial attacks.
•Controlled agents: this sec-
tion is where you add the 
total rank of all things con-
trolled by the hero, such as a 
pet wolf or a spirit they con-
trol.
•Now tally up all the scores 
in the table to determine the 

heroes fi nal Rank.
A heroes “Special Attacks” are usually from a magical 

item or from a creature they control, such as a spirit or de-
mon. 

For example, if a sorcerer controls a demon, add the de-
mons rank to the controlled agents section of the rank table.

If a sorcerer has an item which can cause a special attack, 
like shooting a fi reball that causes 2d6 damage, add 4 to the 
2d6 section of the rank table.

Party Rank
The party rank of the group of heroes can be found by 

adding together the ranks of all the heroes and followers. 
(Note that most standard followers are Rank 1). 

EVERYTHING ELSE
Move:
Write a 4 in this box.
All humans have a Move score of 4. Some veteran skills 

will increase this score.

Special Abilities:
You have none. This section is for special powers or skills 

which your hero may acquire in the future.

Demesne: 
This is your hero’s current 

home. All starting heroes are 
travelers with no home so 
leave this section blank.

See pg 76 for more on the 
Demense.

Treasure:
 You start with no trea-

sure, but this is where you 
will track any treasure you 
fi nd.

Gold silver and Iron are 
all tracked in equivalent 
number of Coins.  Gems are 
tracked by their total value 
in Gold coins. Sequins are 
tracked by their total value in 
Gold coins.

(see the money section on 
pg 32 for more info on trea-
sure and money)

Favors
By completing adventures 

and other deeds your hero 
will earn favors from people. 
These are very important in 
the game of LoSS and are far 
more valuable than treasure. You aren’t owed any favors yet 
but this is where you will track them.

See pg 56 for more on favours.

Determine heroes rank
A heroes Rank is a measure of how useful they are in 

combat.
To determine a heroes rank simply fi ll in all the sections 

in the rank table and total them up.
A hero’s rank can calculated by doing the following:

•Start with 1 (this is already written in for you)
•Write in the Attack total from the left hand side of the 
sheet into the Attk section on the rank table. (Don’t forget 

AND YOU’RE DONE! NOW YOUR HERO IS READY TO BRAVE THE WORLD IN A 
LIFE OF HIGH ADVENTURE!



THE TURN

SECTION 6
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Adventure Mode
In adventure mode the heroes are free to do what they 

want without interference from enemies.
This means that each player can do more in their turn.
For instance a hero could walk over to a shelf, see what is 

on it, pick something up and put it in their bag.
If the hero were in combat mode they would probably 

only get halfway to the shelf before their turn was over.
So now you ask, “just how long is a turn , and what can I 

do in my turn”.
A turn is a variable amount of time. It is just long enough 

for everyone to do something on their turn.
So if the fi rst player went to the shelf, looked at it and 

picked something up then that would probably take 2 or 3 
minutes.

So the next player has at least that amount of time to do 
something.

That player decides to start fl ipping through the book on 
the wizard’s desk to see if there is anything interesting. This 
may take 10 minutes time.

So the next hero decides to start knocking on walls look-
ing for a false door or secret passage.

Now it has come back to the fi rst players turn that went 
to the shelf.

He can either decide to wait for the other heroes to fi nish 
what they are doing and then take an action (such as moving 
to the next room where there may be enemies) or he can go 
and do something else in this room.

And here is the important part. If he were to open the 
door and there are enemies behind it, then they would have 
come in before the other heroes had fi nished their actions 
(which have already occurred).

This would be inconvenient for the Demonlord. 

THE TURN
Well now you’ve got your hero and he’s ready to go on an 

adventure.
Assumedly you will have some other friends with heroes, 

as well as someone to take on the role of Demonlord who 
will run the game.

But before we get into specifi c rules of moving, fi ghting, 
and magic, let’s talk about the framework of the game that 
all these things will fi t into.

Don’t worry; we’ll get to how you actually do stuff  soon.
In a game of LoSS the heroes (players) will take turns 

doing things, like moving, searching, fi ghting etc.
If there are enemies on the board then they will get to 

take turns too, usually moving and attacking the heroes.
All of this can get pretty confusing pretty quick so, just 

like in board games, everyone takes turns. On their own turn 
the heroes are able to do a certain amount of things, and on 
the enemies turn they are allowed to do a certain number of 
things.

This seems pretty simple so far right?
In LoSS there are two types of playing style, or Modes.
There is the time when there are no enemies on the board, 

or there may not even be a board on the table at all. This is 
adventure mode. In adventure mode keeping track of exact 
amounts of time, movement or actions is not as important 
as the heroes have as much time as they want with no en-
emies acting against them.

Once an enemy is placed on the board however, the game 
switches to combat mode, where everything is tracked and 
everyone can only do a certain number of things on their 
turn.

Let’s look at the two modes of play in detail.
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Combat Mode
Starting Combat Mode
Combat mode begins the moment an enemy is placed on the 

Demonboard.
Usually this will be when a hero opens a door, revealing 

enemies behind it, or when a hero enters a room with en-
emies in it.

Where does the combat mode turn start?
With the hero initiating combat mode
As soon as the enemy is placed on the board combat mode 

begins. The revealing hero takes a full combat turn (read be-
low for more on the turn). Play then continues to the heroes 
left. If this is another hero then they take a combat turn, 
and so on.

Once the turn comes to the Demonlord they may move 
and attack with the enemies.

The Lair will say if Demonlord moves fi rst
The lair may include instructions that the Demonlord 

moves fi rst when an enemy is revealed, this may be a surprise 
attack or some other special feature of the Lair.

If this happens the revealing hero’s turn ends immedi-
ately and the turn goes to the Demonlord.

The Demonlord takes their turn and play then continues 
to the hero on the Demonlords Left.

The Turn in Combat Made
In Combat Each fi gure takes a full turn.
When a hero is taking their turn they may use all the fi g-

ures they control.
First they take a turn with each of the followers they con-

trol, in whatever order they choose, then take a turn with 
their hero. Every follower on the board is controlled by only 
one of the players (see pg xx for more on followers)

Each fi gure takes a full turn before ending it’s turn and 
moving on to the next fi gure.

During their turn each fi gure can do all of the following, 
in any order the controlling player wishes.

Move (see pg 43 for more on movement)
Attack (see pg 49 for more on combat)
Something other than attacking (Sota) (see pg 45 for more 

on Sota)
They may do these in any order and may make partial 

moves, like move 2 squares, attack, and move 2 squares.

Ending Combat Mode
Combat mode ends as soon as the last enemy is removed 

from the board. Usually this is due to an attack. So if a hero 
dispatches their enemy and it is the last one on the board, 
play switches to roleplaying mode with the next turn going 
to the next hero clockwise. 

If it was the Demonlord then play continues to the hero 
to the left of the Demonlord.

This is a very important rule because there are a lot of 
valuables up for grabs when the last enemy is killed. The 
heroes may have a system set up for dividing the spoils but 
otherwise it is “fi rst come fi rst serve”.

What if that player had found something in the book, 
now they would not have found it, but would know that it is 
there and what about the secret passage? Again, they would 
not have found it but would know that it is there.

But if the hero decides to do something in the room, 
instead of leaving then there is little chance of something 
happening to spoil everything. Perhaps he decides to listen 
at the door instead, or take another look at the shelf, or rum-
mage around in the fi replace. All of these actions would be 
acceptable.

So it is a useful rule to have in the game that the hero would 
have to wait until his companions are fi nished before moving 
on to the next room.

Now this would seem to limit the fi rst hero who takes 
his turn, and it is somewhat true, but since he is fi rst he also 
gets to be the fi rst one to run into the room and decide what 
he wants to do.

In adventure mode there is no real need to even take 
turns except for fairness.

Everyone should get a chance to do something, and ev-
eryone should have a chance to grab some loot, or do some-
thing interesting like pull the big shiny lever.

Taking turns is also most fair when players disagree about 
what they want to do next.

Perhaps one hero wants to pull the lever while the others 
do not.

On the heroes turn he is free to do whatever he wants and 
can pull the lever if he likes.

Or perhaps there is a lot of shiny treasure in the room. 
The fi rst one in the room is clearly going to get their pick of 
the treasure (it is a good idea to discuss how the treasure will 
be shared before beginning the adventure by the way). So it 
is important to establish who’s turn is next at all times when 
the stakes are high.

There are more details about adventure mode later in this 
book for the Demonlord but for now this gives you a good 
idea of how things work.

For now just remember that turns are only important if 
the heroes are in disagreement about something, or are rac-
ing to get to something before the other heroes.

Who goes fi rst in Adventure Mode?
In games of LoSS the hero to the Demonlords left goes 

fi rst. Play then continues clockwise around the table until 
it comes to the Demonlord’s turn. If the Demonlord has 
something special which happens on their turn then it will 
happen now.

Next the player on the Demonlords left will play and so 
on.

If there is a disagreement about who can do what and 
when the Demonlord will declare that the heroes will need 
to start moving their fi gures according to normal combat 
movement (see pg 44) and will be limited to one action per 
turn just like when in combat.
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is no cost for “turning” a fi gure, and no special rules for at-
tacking a fi gures front rear or sides.

Moving and combat
A character must move next to another fi gure to attack 

it (see combat pg 49 for more information on combat). The 
fi gure may move away from combat as well. This means that 
even if the fi gure is fi ghting another fi gure it may choose to 
move away from that fi gure on it's turn without any sort of 
modifi er or special rules for leaving combat.

When playing Loss movement is important.
Usually it can be guessed or approximated, like when 

travelling from one town to another.
The Demonlord can simply say, "it takes you two days 

and you are there."

Movement in Adventure mode
When in a lair, and in adventure mode, movement is also 

fairly abstract.
The hero need only say, “I’ll go over to the bookcase” and 

puts their fi gure next to the bookcase.
The fi gure should be placed where the hero is, not to 

track how far they can move or who will do something fi rst, 
but to show where they are when enemies are activated.

Movement in Combat mode
When enemies are activated play switches to combat 

mode and movement must be tracked accurately so that 
players and the Demonlord will know who can attack who, 
and when.

Movement in LoSS is very simple.

The movement stat
Every hero and enemy in the game of LoSS has a move-

ment stat.
This is the box marked “Move” on the hero sheet or list-

ing for the enemy. This is how many squares the hero or en-
emy can move on the Demonboard. 

They may move up, down, left or right, or diagonally, as 
shown on the chart to the right.

Heroes and followers may move through squares con-
taining other heroes or other followers. 

They may not stop on a square containing heroes or fol-
lowers.

Heroes and followers may not move through or onto a 
square containing an enemy.

Enemies may move through squares containing other 
enemies but not through squares containing heroes or fol-
lowers.

Heroes and enemies may make partial moves. For exam-
ple if they have a move of 4 they may move 2 squares, attack, 
and move 2 more squares.

A fi gure may choose to move only a portion of the their 
move stat. This is fi ne. They will lose any remaining moves 
that they have once they end their turn.

Facing:
Figures have no facing in the game of LoSS. This means 

that a fi gure on the board does not have a front, back, or side. 
The fi gure may be pointed in a certain direction but they 
may see, fi ght, or shoot in any direction they choose. There 

Movement and Armor
The 4 square movement score assumes that your are 

moving deliberately and defensively at all times. It also 
takes into account turning to face enemies or turning to 
face an enemy and backing away while defending your-
self. This is also why the amount of armor you wear has 
no eff ect on your movement. Remember Armor is made 
to be moved in. It is not as heavy as historians would have 
you believe, and if you are moving slowly and defensively 
anyway, it will not further hinder your movement in any 
way.

MOVEMENT
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Diffi  cult Things:
If it is diffi  cult then the hero rolls 2 dice and adds the 

score together. If the score is 7 or higher then they succeed! 
A score of 6 or lower is failure.

The Demonlord may allow heroes to add an applicable 
bonus to the dice roll, such as the body bonus for feats of 
strength.

If other heroes are close to the hero making the attempt 
then they may be able to add applicable bonuses to the die 
roll if the Demonlord deems them able to do so, such as 
many heroes helping to move a boulder.

Very Diffi  cult Things
If the task is very diffi  cult then the hero must roll a 10 or 

higher on 2 dice for success. Stat bonuses may be used.
Impossible Things:
These are things that no regular paerson could ever do. 

Like climb a smooth vertical wall, or lift an impossibly 
heavy boulder, but heroes are not regular people.

Impossible things require a roll of 14 or more on two dice 
to accomplish.

This is clearly impossible to do normally, but heroes 
may have bonuses to their die roll from their stats or special 
skills, making the impossible possible, but only for heroes 
like themselves.

Sota during combat mode 
Combat mode occurs whenever there is an enemy on the 

board.
Diffi  cult, very diffi  cult, and impossible tasks are rolled for 

in the same way as in adventure mode but easy tasks are no 
longer automatically successful. 

Under the pressure of combat easy tasks now require a 
roll of 4 or more on 2 dice to succeed.

When fi ghting off  an enemy simple things become dif-
fi cult, even opening a door and running through can be dif-
fi cult if someone is attacking you.

How long does Sota take?
The player is considered to have 5 seconds of time dur-

ing their turn while in Combat Mode. So whatever your 
hero could do in 5 seconds they can do on their turn. The 

In typical fantasy video games and board games you are 
usually limited to: attacking, moving, or in really high con-
cept games, pulling a lever or listening to someone else spew 
out a bunch of text (usually telling you to pull a lever).

In a tabletop role playing game (yes that’s what we call 
these things) you sit around a table, the Demonlord throws 
the board down and you can indeed, move, attack, and if the 
scenario calls for it, pull a lever.

But the real fun of role playing games is going off  script, 
doing something completely unexpected. Something the 
Demonlord or scenario writer didn’t think of, something 
really cool. That’s where these rules come in.

In other games you may have books full of rules, endless 
tables for eff ects and defenses versus every possible contin-
gency and endless errata and corrections for those rules.

In LoSS we have one set of rules:
Do something other than attacking.
This is for doing anything in LoSS other than attacking, 

like opening a door, jumping over a pit, swinging on a chan-
delier, levering open a chest, and other heroic deeds.

This is further broken down into two modes, doing 
something while in adventure mode and doing something 
while in combat.

Sota during adventure mode
During your turn you can simply tell the Demonlord 

what you would like to do. Anything that would be consid-
ered “Easy” will be automatically successful.

If there is any doubt whether or not you would be suc-
cessful, like lifting something heavy or trying to do some-
thing mechanical like fi x a door, then dice will be required 
to decide.

The Demonlord will decide if something is Easy, Diffi  -
cult, Very Diffi  cult, or Impossible

Deciding Diffi  culty and Eff ects
Easy Things:
In adventure mode heroes are able to do Easy things au-

tomatically with no dice roll, these are things like opening a 
door, picking something up or reading a book.

A special Note for the Demonlord on deciding diffi  culty
When deciding the diffi  culty of actions and what their eff ects are be as fair as possible. Don’t decide that something 

would be very diffi  cult just so that you can beat the heroes, they will not want to play with you for long.
Also, when deciding what the eff ects of Sota actions are, be as fair as possible. 
Remember your job as Demonlord is to be the referee, not to be another player. Make sure that your scenarios are run 

fair and clean and if a player comes up with something cool to beat the scenario then let them do it. Your job is not to beat 
them but to play the scenario fairly.

DOING SOMETHING OTHER 
THAN ATTACKING (SOTA)
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SOTA exception:
The Demonlord can undo any SOTA the players do by 

making the same die roll.
Sometimes the heroes will do SOTA that will clearly be 

more eff ective than it should be.
For example: a simple rope stretched across a hallway back 

and forth several times, making a kind of net or fence. It would 
be a Sota roll of 7 for a hero to set this rope up. If the hero were 
to try to move through this it would be a Sota roll of 7 to climb 
through the ropes, but the Demonlords minions cannot do Sota 
and so would be stymied by this simple rope, unable to make a 
Sota roll to get past it.

Any intelligent human should be able to simply cut the rope 
and walk through, or at the very least to slip through the gaps in 
the rope barrier. But this would be considered something other 
than attacking in the game of Lair, which is not allowed for the 
Demonlords minions.

So, with the Sota exception, the ropes that take a 7 on a 
SOTA roll to set up require a roll of a 7 by one of the Demon-
lords minions to cut. Of course the Demonlords Minions do 
not have the bonuses of the heroes to help them, such as Body or 
mind.

Sota Door Exception
A Demonlord's minion can open any unlocked door lead-

ing to an already explored area with a Sota roll of 4. 
Demonlord minions cannot open doors to unexplored 

areas unless specifi cally stated in the rules of the current 
Lair.

Demonlord may decide it takes more than one turn for an 
action in which case they may have to wait until their next 
turn for their action to have an eff ect.

Something that will take multiple turns to complete can 
be stopped by attacking the hero before the action is com-
plete.

After resolving the combat as normal the hero must be-
gin the action over again.

The special SOTA rules.
Sota cannot be used to attack:
The point of the “other than attacking” rule is that you 

can do something other than attack. It is not meant to be 
used to cause damage to enemies, especially if the Sota roll 
would be easier than making an attack.

So something like throwing a boulder at an enemy is an 
attack, you would make an attack roll, but pushing a boulder 
in front of a doorway to keep people out is not.

Swinging on a chandelier into an enemy is an attack, 
swinging over their head and landing behind them is not.

Sota and the Demonlord:
The Demonlord and his minions may not do Something 

Other Than Attack unless specifi cally described in the sce-
nario.

Why not just give the Demonlord Sota?
 To allow the Demonlord to do Sota would give him far too much power. With this much power the Demonlord would be 

unable to have as much fun with each encounter, trying their best to kill the heroes. He would be relegated to the role of mere 
referee again, no longer able to actively try to best the heroes. So in Lair this power is traded, the all powerful game master gets 
to be a player of sorts.

nnnnn
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If the score is the same then they have a draw, see “A 
draw” for eff ects.

Hero Wins!
The hero has come out on top in the fl urry of blows. To 

see how much he has weakened his enemy the hero rolls 1 
die. The hero adds his Current Damage score (see pg 23 for 
more on Damage) to the dice roll to get the total damage he 
has done.

The enemy then subtracts their Current Defense (see pg 
22 for more on Defense) from this amount of damage as 
their armor has absorbed some of the damage or they have 
dodged some of it.

If the total damage done is now 0 or less due to the en-
emies defense than the hero still does 1 point of damage to 
their enemy. Subtract this amount from the enemies cur-
rent Endurance.

The winning hero also takes 1 point of damage to their 
endurance for being in combat.

Hero Loses!
If the hero loses the enemy gets to score damage on him.  

The enemy rolls 1 die and adds their current DMG score. 
This is how much damage they do.  You now subtract your 
defense from this total and deduct the total from your en-
durance. 

If the amount of damage is 0 or less because of your de-
fense then you still take 1 point of damage to your endur-
ance.

The Enemy however, also takes 1 point of endurance 
damage for being in a combat. Just like the hero, the enemy 
always takes at least 1 point of damage

A Draw:
Both the hero and the enemy take 1 point of endurance 

damage, regardless of current attack or defense scores.
Now that you know the basics let’s look closer at the 

combat scores and what they represent.

Attack:

COMBAT
Here we are! The Combat section. The heart of every 

Fantasy roleplaying game. What’s the point of all this wan-
dering around in a Lair to scoop up treasure if there wasn’t 
anything there to defend it? Without risk there is no adven-
ture and there is nothing riskier than combat with an enemy, 
no matter how strong they are.

In LoSS combat is fairly simple. There are no charts to 
consult at any time to determine if you “hit” your enemy.

In LoSS when you make an attack you roll 2 dice and add 
your Attk score to the total, the enemy rolls two dice and 
adds their Attk score to their total. The one with the highest 
total wins the combat and gets to do damage to their enemy.

But even the winning fi ghter takes a little damage, to rep-
resent getting tired from fi ghting.

Even the greatest warrior can only fi ght so many peasants 
before being overwhelmed by their numbers.

Both fi ghter and attacker may also be wearing armor, 
which absorbs and defl ects damage caused by winning at-
tacks. However armor does not protect them from getting 
tired.

In Lair of Sword and Sorcery damage is caused to the 
endurance score, to represent the enemy wearing down your 
defenses, once you are exhausted (endurance 0) you are not 
able to defend yourself as well and the enemy has a chance to 
get in a crippling or mortal blow.

If a fi ghter with 0 endurance is forced to take any dam-
age, whether by fatigue or the enemy winning the combat, 
they must make a Death roll. To see if they are taken out for 
the remainder of the combat. Their fi nal fate is not decided 
until after the combat and their comrades can check them.

And that’s combat in a nutshell!
Read on for all the details and special rules for combat in 

the game of LoSS.

Hand to Hand Combat
Time to attack
If the hero is on a square next to an enemy, whether in 

front of them, behind them, diagonal to them or to the side 
the Hero may attack the enemy. In lair of sword and sor-
cery the fi gures are not considered to have a “front” or back 
and are used only to mark the hero’s place on the board. The 
hero is able to turn in any direction at any time. See the dia-
gram to the right for where the hero may attack.

The Attack Roll
To make an attack the hero rolls 2 dice and adds the total 

to their Current Attack power (see pg 22 for more on Attk) 
on their character sheet.

The enemy then rolls 2 dice and adds the total to their 
attack score.

If the Hero’s score is higher he wins, see “Hero Wins!” 
for eff ects.

If the Hero’s score is lower he loses, see “Hero loses” for 
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Endurance:
A hero’s endurance refers to their ability to last in com-

bat before being overcome by their enemy.  It is a combina-
tion of physical endurance such as the ability to run, swing 
a weapon, and block others attacks without becoming too 
tired to continue fi ghting.

It is also the Heroes ability to withstand knocks and 
bruises, small stabs and slashes and other physical injuries 
which can incapacitate a fi ghter without necessarily killing 
them. Taking a blow to a shield, while still less painful than 
having your ribs crushed, still hurts. The Heroes ability to 
ignore and withstand these minor injuries is key to continu-
ing a drawn out fi ght.

The starting endurance for all Heroes is 8. A normal man 
has 4 endurance for comparison.

This is because Heroes also have a great deal of luck on 
their side, a blow which should have hit, misses by an inch 
and the Hero is safe.

As we saw in the Character creation section a hero’s en-
durance is 8, plus their vitality bonus, plus any applicable 
Veteran skills.

The attack section is your heroes fi ghting ability. It is 
how hard they can swing a weapon to batter down enemy 
defenses, their skill with a weapon to both attack and parry 
or block an opponent’s attack with their weapon.

As we saw in character creation, the Attk score is made 
up of the combined bonuses for Your Body score and any 
applicable veteran skills.

The Attk score is added to the dice roll  in combat when 
attacking.

Negative attack score:
A negative Attk score is subtracted from the dice roll 

when attacking in combat.

Damage:
The world of Kartharka is brutal and hard. A single blow 

from your enemy can easily kill you.  Medicine is crude and 
any serious injury will soon lead to death even if you are not 
killed immediately on the battlefi eld.

You will want to depend on your ability with your weapon 
to keep an enemy from getting a blow in, and wear plenty of 
armor to keep those blows from causing damage when they 
land.

Note that all regular weapons in the LoSS game cause 
the same damage (1d6). The damage caused by your weapon 
is more than enough to kill most men and animals without 
adding more bonuses.

If you are fi ghting much larger animals or highly trained 
fi ghters the only thing that will save you is being extremely 
good with a weapon.

However certain weapons, such as steel or magical weap-
ons may give you a bonus to Damage.

Certain Veteran skills will also give a bonus to damage 
caused in Combat.

This is represented by a DMG bonus and should be writ-
ten in the current DMG box on your hero record sheet.

Whenever rolling for Damage in combat add this amount 
to the total score.

Negative damage score
Negative damage scores are very rare in LoSS but just in 

case one should turn up use the following rules.
A negative score in damage is applied to any damage roll 

the hero makes.
For Example: 
If a hero has a -2 damage stat, whenever they roll damage 

they subtract 2 from the roll. So if they roll a 4 they only cause 2 
damage. If they roll a 1 then the enemy still takes the minimum 
1 endurance damage for being in combat.

Special Damage Rule
You always cause at least 1 point of damage 
when in combat.
You will always take at least 1 point of damage 
when in combat, unless another rule overrides 
this ( primarily missile weapons: see pg 52 and 
long weapons: see pg 54).
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You subtract your 4 points of defense from the 6 points of 
damage leaving 2 points of damage, which you take off  your 
current Endurance.

Or for example you take 6 points of damage and have 6 
points of defense.

You subtract the 6 points of defense from the 6 points of 
damage, leaving 0 damage. But remember you still always take 
1 point of damage (see pg 50) so subtract 1 point of damage from 
your current Endurance.

Negative defense score.
A negative defense score is rare but possible if the hero 

took a weakness in quickness. Use the following rules for 
negative defense scores.

The negative defense score is added (instead of subtract-
ed) to any damage rolled against them in hand to hand fi ght-
ing or missile combat.

For example:
If the enemy caused 2 points of damage, and the hero has a 

-2 defense, then the enemy actually caused 4 points of damage 
to the hero.

This does not aff ect the minimum 1 point of endurance 
damage they receive for being in combat, even when winning. 
That is still just a 1 as it only represents the tiring of the hero.

But if the enemy wins the combat, and only rolls a 1 on their 
damage die, then the hero in the above example would take 3 
points of damage.

Resting
A hero can regain their endurance by resting.
Resting in their Demesne:
 If they have returned from the Lair and are in their own 

Demesne (see pg 76 for demesne) then a single night’s sleep 
will restore all their lost endurance.

Resting on the road or while travelling:
If they are still on the road and travelling they must rest 

for an entire day to restore all of their lost Endurance.
Resting while in a Lair (see pg 86 for more on lairs):
At any time when there are no enemies on the board after 

a combat the group of heroes can attempt to rest.
Depending on the scenario they are playing they may be 

interrupted by an enemy coming in, or may be ambushed by 
the enemy suddenly.

If the Demonlord says that they have successfully rested 
(because the Lair instructions do not tell them otherwise) 
then they may regain half of any endurance they have lost 
(round up). No matter how long they rest the amount re-
gained will not increase.

The longer you sit in an enemy’s stronghold, doing noth-
ing, the worse the tension gets, and jangled nerves do noth-
ing for your combat prowess.

For example: a hero has an endurance of 10. In fi ghting they 
have gone down to 2 endurance.

Resting would allow them to regain 4 of the 8 endurance 
they have lost bringing them up to 6.

What happens when you get to 0 Endurance?
A hero or enemy is considered able to defend themselves 

until they are down to 0 Endurance. Any attack on the ene-
my after they reach 0 endurance, whether successful or not, 
has a chance of striking a mortal blow.

When attacking someone with 0 endurance roll for at-
tack like any other combat. The 0 endurance fi ghter may get 
a lucky strike in before dying, causing extra damage to the 
attacker.

Instead of the 0 endurance person taking damage how-
ever, they roll 1 die and consult the chart below.

The Death Roll
1-3 they have been struck down and are unable to fi ght for 
the rest of the battle. Lay their fi gure down fl at to signify 
this.
4-6 they have managed to avoid any serious blows through 
a frantic swinging of their weapon. They continue to move 
and fi ght in combat as usual (still at 0 endurance).

Once the current battle is over, when either the heroes 
are all dead or fl ed, or the enemies are all dead or fl ed, you 
may check on those who have been dealt a mortal blow.  If 
they belong to the Demonlord they can be considered dead, 
either they are dead already or the heroes put them to the 
sword after.  

If it is a hero they must now roll a die to determine their 
fate.

The Fate Roll
1 or 2 the hero has died, either immediately or soon after 
the mortal blow.
3 or 4 the hero is severely injured but will recover with 
time. Their role in the current scenario is over but if the 
any of the heroes succeed or at least are able to fl ee safely, 
they are able to bring the injured hero back with them to 
be nursed back to health.
5 or 6 The hero has been dealt a stunning blow but comes 
to shortly after. They still have 0 endurance but are able 
to rest and move on like the other heroes (see pg 51 for Rest-
ing). 

Defense
The Defense section is all the things which protect you 

from being injured in combat, your ability to dodge a lethal 
blow, protective armor and learned skills in combat.

As we saw in Character creation your Defense score is 
a combination of your Quickness stat bonus, Your armor 
worn, and any applicable Veteran skills.

(see pg 37 for armor; see pg 38 for steel armor)
Whenever you take damage to your Endurance while 

in Combat, you fi rst subtract your defense score from the 
damage.  Your defense has absorbed or avoided some of the 
damage.

For example:
You take 6 points of damage but you have 4 points of defense.
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they roll damage as well.

This means that if Both fi ghters are wearing armor the 
one with the higher endurance or higher Damage score is 
probably going to win Since each fi ghter takes and receives 1 
point of damage every time they attack.

Fist versus weapon:
If you are using your fi sts and your opponent has a weap-

on the same rules apply.
The fi ghter using their fi sts rolls damage as normal if 

fi ghting an unarmored opponent.
If the opponent is armored they only cause 1 point of 

damage if they win the combat.
If the fi ghter using their fi sts loses the combat they do 

not cause the minimum 1 point of damage.
They are easily able to hold you at bay with their weapon 

without tiring themselves too much.
Also when they attack you, if they win the combat they 

cause normal damage but do not 
take the 1 point of minimum 
damage.

If they lose the combat they 
still take the minimum 1 point of 
damage.

Missile Weapons
The Kartharkan bow is a vi-

cious weapon capable of penetrat-
ing wood and armor.

A hero with a bow may fi re it as 
their attack during their turn. If 
they decide to do so place a small 
marker next to them to show that 
they are holding a bow instead of 
a weapon and/or shield.

If they are attacked before 
their next turn they will have to 
fi ght using the barehanded rules 
as a bow is hardly a good weapon 
to defend yourself with.

Line of sight:
To fi re your bow on your turn 

you fi rst pick a target. The target may be any number of 
squares away. The target must be visible to your hero. This 
means that you can trace a line from the hero to the enemy 
with no intervening walls, closed doors, pillars, or other 
things that would block the hero’s line of sight.

The Hero may fi re through a square occupied by a friend 
but not through a square occupied by an enemy.

Cover:
If the target is behind an obstacle like a barricade, table, 

half wall, bush, or similar cover count this cover as an ad-
ditional shield, as per the combat rules (the enemy gets +2 to 
their attack roll).

Then if they are able to somehow make it through the next 
combat without losing any endurance (hiding works), then they 
would regain 2 of the remaining 4 endurance bringing them 
up to 8.

If they again are able to rest after hiding through another 
combat they would regain 1 of their 2 remaining lost endurance 
points.

If this coward hides through yet another battle then they 
would indeed gain the last remaining endurance point bring-
ing them up to full (technically they would get half a point but 
rounding up brings it to one point).

Fleeing
At any time during the scenario the heroes can choose 

to fl ee back to their homes to lick their wounds.  This will 
usually mean failure in the scenario, leading to the success of 
whatever dire scheme which the enemies were attempting.

This will often have a negative 
eff ect on the lives of the heroes 
and those of the others living in 
the area. But sometimes fl eeing 
is the only way to survive to fi ght 
another day.

To fl ee the scenario the heroes 
can simply head toward the en-
trance which they came in. If they 
are able to leave the Demonboard 
they are considered safe. 

If even one hero is able to leave 
the Demonboard, any struck 
down or severely injured heroes 
are considered to have escaped 
with them.

If someone else is struck down 
or severely injured after this time 
then they will have to wait for the 
next fl eeing hero to take them out 
of the Lair (if there is another 
hero that can fl ee)

Unarmed Combat
Fighting without weapons:
When fi ghting with any weapon in Lair of Sword & Sor-

cery you roll one dice for damage.
Animals and monsters consider their claws or teeth to be 

weapons and also roll one dice for damage.
If for some reason you fi nd your hero to be without a 

weapon of any sort the following rules apply.
Fist to Fist:
If fi ghting an opponent with no weapons (a fi st to fi st 

fi ght) then attack and roll damage as normal. If you oppo-
nent is wearing armor when you try to punch them you do 
not roll a dice for damage, you only cause 1 point plus your 
Current Damage score. Often this will mean that you only 
cause the minimum 1 point of damage. You will also take the 
usual 1 point of endurance damage when attacking.

If the enemy wins the combat the same rules apply when 
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Attack roll with a bow:

Roll to attack as you would with a sword or other weapon 
adding your attack bonus (but not your shield bonus) with 
the enemy rolling as well to avoid the shot (they use their 
attack bonus as well as their shield bonus.

If you win the combat you have hit your target. Roll for 
damage as usual but you do not take the usual minimum 1 
damage for engaging in combat.

Firing a bow is far less tiring then going head to head 
with a fi ghter hand to hand.

If you lose the combat roll then you miss your target. The 
enemy does not take the usual minimum 1 point of damage 
as the arrow did not hit them. The shooter takes no damage.

When rolling to hit for a missile attack with a bow or 
thrown weapon, a tie is considered a miss.

Thrown Weapons
Throwing knives and axes have a shorter range than the 

bow
All of the same rules for bows apply to throwing weapons 

except:
You may only throw them up to 4 squares away (see 

thrown weapon diagram  to the right for how to count range)
You do not have to place a marker next to the hero when 

using a thrown weapon as they still have a weapon in their 
hand.
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LETS PLAY A BOARDGAME!
THE LAIR SKIRMISH GAME.

Let’s put all the roleplaying rules aside for a moment and 
have a little fun playing a boardgame as I present to you the 
Lair skirmish game.

In the skirmish game each player is given a small group 
of warriors.

They then fi ght a battle against each other in a simple 
Lair (any place mapped out on the demonboard is referred 
to as a “Lair).

The purpose of the skirmish game is not only to  have fun 
but to learn the combat rules. In the skirmish game you get 
to move many men around, get to attack with varying ranks 
of heroes, as well as defend yourself from your enemies.

The skirmish game is a great way to learn the rules and 
tactics of Lair of Sword and Sorcery without sacrifi cing 
your precious heroes to do so. 

How to play the skirmish scenario:

1: Setup the lair.
Get out your walls and demonboard and setup the walls 

as they appear on the skirmish map. The map is marked out 
with block walls but you will probably be using the scard 
walls from the super simple Demonboard from this book.e 
2: Gather your forces.

Every player should copy on a sheet of paper (in pencil) 
the list of warriors to the right. This will be referred to as 
your force.

Now each player grabs some miniatures, little plastic 
men, or card counters, whichever you prefer to use.

Decide which ones represent the normal warriors and 
which ones represent each of your heroes. Diff erent colored 
toys help here. Each player should write this on their sheet 
with the stats.(Something like “silver guys with swords” 
above the normal warriors, and “guy with axe” above one 
hero, etc)
3: place your warriors

The fi rst player chooses one of the player areas on the 
map and may place all of his forces anywhere in that area.

The second players chooses one of the areas and does the 
same

And so on...
4: See who goes first

 Everyone rolls two dice, (re-rolling ties) to see who goes 
fi rst, play continues in a clockwise direction around the table.
5: On your turn:

Your turn will proceed in the order below.
Move: Move all of your warriors that you wish to move 

up to their full move (4 spaces).
Attack: If any of your fi gures are in a square that is touch-

ing a square an enemy is in, they may  attack.
6: Combat

The attacker rolls 2 dice and adds their attack score. The 
defender rolls 2 dice and adds their attack score.

The person in the combat who has the highest score wins.
The winner rolls 1 d6. The total number is how much 

damage is caused to the enemies endurance. The winner also 

takes 1 point of endurance damage because they are getting 
tired.

It is tricky to keep track of each of the normal warriors 
endurance so you can use a die next to them to represent 
their endurance if you like. Simply adjust the die every time 
they lose endurance.

Keep track of your heroes' endurance on a scrap of paper.
Defense:
When anyone takes damage they subtract their Defense 

from the damage caused and apply that amount instead. 
Their defense has absorbed some of the damage.

Note that if your defense causes the amount to be 0 then 
you will still take 1 point of damage.

When you are done the combat for all of your warriors 
then your turn is done. It is now the next players turn.

Death Roll: When someone is reduced to 0 endurance 
they have become too exhausted to defend themselves prop-
erly and must make a death roll every time they take damage.

Roll a single die and consult the chart
1-3: Struck down, take the fi gure off  the board
4-6: Continue to fi ght. Still has endurance 0 and still 

must make death rolls whenever taking damage.
7: How to win.

This skirmish is a simple brawl so the game continues un-
til only one player has warriors still on the table.
8: Special rules for this skirmish

In the skirmish game there is no resting. Since there are 
always enemies on the board.

No one may do "Something other than attacking” (Sota).
Enjoy!

9: Force List
10 x Normal Warriors
Defense Attack Endurance Damage
      1            0             4                    0

1 x  rank6 Hero
Defense Attack Endurance Damage
      1            2               8                  0

1  x rank6 Hero
Defense Attack Endurance Damage
      2            1               8                  0

1  x rank 13
Defense Attack Endurance Damage
      4          2           10             2

All warriors are armed with swords and are wearing ar-
mour.
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THE SUPER SIMPLE DEMONBOARD

To play LoSS you absolutely need a playing 
surface of some kind. If you already have a bat-
tlemat of some sort with a one inch grid on it then 
you're all set. 

But if you don't here's the easiest way to get 
started.
SUPPLIES

First you will need a couple of things. 
Scissors
A pen, marker, or pencil of some sort to make 

lines.
A ruler
A large sheet of white bristol board, or poster 

board or whatever it is called in your part of the 
world. It's thin cardboardy and super cheap at 
your local dollar store or pound shop (standard 
size is 22x28, that is the size you need)

A large sheet of coloured bristol board, the co-
lour is not important as long as it is a dark colour 
of some sort, as long as it is not black. It will be 
hard to see your lines on a black sheet.
THE DEMONBOARD

First take your white sheet and fold it in half. 
Be careful and fold it exactly in half.

Now fold it in half again, being careful again to 
fold it exactly. Now you should have something 
similar to fi g 2.

Using the ruler, mark off  one inch increments 
all along each edge of the board. See fi g 3.

Now use the ruler to connect the marks, you 
shuld be left with a grid of one inch squares all 
along one quarter of the board. See fi g 4.

Now continue on to the next quarter and do the 
same for each quarter of the board. (If you have 
a really long ruler you don't need to fold it into 
quarters fi rst but very long rulers are harder to 
come by.) 

Now you should have a full sheet of board with 
a one inch grid on it. See fi g 5. Congratulations, 
you have your fi rst Demonboard!

It may not look like much but it will work per-
fectly fi ne.
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WALLS
Now we need to make something that you can 

use as the walls in your Lairs.
There are a few ways to do this and some of 

them look just fantastic but I'm sure you just want 
to get started and try out your fi st game of Lair of 
Sword and Sorcery.

To make your walls grab your colored sheet of 
bristol board. 

Next make a one inch grid on the board in ex-
actly the same way as you did with the white board.

When you are done you will have something 
that looks like fi g 6.

Now cut the board into one inch strips, right 
along the lines. When your are done you will have 
a big stack of one inch strips like fi g 7.

Now you have to turn these into walls. Cut them 
out into sections measuring diff erent lengths. I 
use a mix of 7 to 1 inch walls in my demonboards. 
How many of each you cut is up to you, But if you 
need longer walls later you can put two of them 
together, and if you need shorter ones you can al-
ways cut them down. When you are done you will 
have piles of walls like fi g 8.

Now take all your walls and organize them into 
bags to make them easier to use.

And that's it you're all done. 
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Other things you can do is draw little doors on 
some of the 1 inch squares, to represent doors. see 
fi g 9. 

Or you can use some of the one inch squares to 
represent the heroes and enemies until you can 
fi nd some fi gures that work for you. See fi g 10.

You can also cut thinner walls if you like, they 
can be handy for lairs with cramped quarters. See 
fi g 11.
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