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Chapter 1

Introduction

I came to RuneQuest initially because I wanted to paly some tabletop role playing game (TTRPG), and
have wanted to do so for quite some time.

When Wizards of the Coast (WotC), decided to change their Open Game License (OGL) retroactively1,
I decided that I was going to get myself something that was not connected with the OGL, and stumbled
across Chaosium, and RuneQuest (by Chaosium).

I initially wanted to create a new “system” based on the Basic Roleplaying system, and still have that
in my plans.

I am currently working on getting started to actually play with a friend, and a good part of what this
is meant to do, is document the process that I am going through in terms of playing with my friend.

1.1 Character Creation

I have decided to initially start with creating a character, in the hope that by separating character creation
as a process, it helps with better understanding how the game works, prior to actually starting to play the
game.

Initially when I decided that I wanted to focus on RuneQuest, I felt that it would be easy to just
start with playing some campaign with the pre-built characters, but between reading the campaign and
the quick start guide, it felt that creating a character would end up being a way to start looking, and I
am honestly not keen on using pre-built characters in any case (except maybe for non-player characters
(NPCs)).

So, we will explain how this process is going, and share the character that I build (and the process of
doing so). Then move to looking at what probably ends up extending a one-shot to a two or three session
campaign.

1See licenses in back matter
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Chapter 2

About Characters

Characters can include adventurers, towns people, and “intelligent monsters.”1

The adventurers are human as I understand it, though potentially could be expanded to other types of
creatures, with different way of interpreting the world.

While I am between sessions, I have been listening to an actual play on YouTube, from Chaosium, and
there are Trolls, who I would consider to be characters under this understanding.

Most of what I’m talking about will probably be player characters (PCs), and non-player characters
(NPCs), who might play along with the PCs adventurers.

Initially I want to talk about the creation of characters, as that is the process that I am currently
following.

1This probably needs to be expanded or clarified.
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Chapter 3

Character Creation

This has been a more involved process than I expected, but a big part of why that has been the case, is
because I haven’t done any of this while directing it with other people.

I have created characters in other systems, either on my own, or with someone else leading it as the
game master. That ends up being a different process.

This very much has been a more “methodical” approach, in part because not knowing the process in
any way, it has lead to me having to read it on my own.

3.1 Steps

This brief description is almost directly from RuneQuest Roleplaying in Glorantha(Table 3.1):
Homeland is important in RuneQuest, as it helps to determine a variety of cultural aspects such as

customs, language, and religion. In my playing at this point, I am not restricting, or recommending a
given homeland.

The homelands that exist in the world of RuneQuest are: Sartar, Esrolia, Grazelands, Prax, Lunar
Tarsh, and Old Tarsh.

My character is Old Tarsh.

• Step 1: Homeland. chose your adventurer’s Homeland.
• Step 2: Family History. Develop the family history for your adventurer, and their own history
prior to their life of adventure.

• Step 3: Rune Affinities. Choose your adveturer’s Runes. These quantify your adventurer’s
connection to specific Runes and drive personality and social impulses.

• Step 4: Characteristics. Determine characteristics and secondary attributes.
• Step 5: Occupation. Choose your adventurer’s occupation.
• Step 6: Cult. Choose your adventurer’s cult.
• Step 7: Personal Skill Bonuses. Allocate personal skill bonuses.
• Step 8: Other Information. Give your adventurer a name and determine other information
needed, such as gender, equipment, family heirloom, et cetera.

Table 3.1: Character Creation Steps[1] p. 23
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Chapter 4

Character Information

This may have multiple characters in it, as I create more, but for now I am creating a single character
while I am working with my friend to have them create a character along side me.

I may have the information for their character added, if they desire to share that here.

4.1 First Character

I’m currently calling this, “First Character,” as I have nothing further to say about who this character is.
As I develop the character this may change.

4.1.1 Homeland[1] p. 26

—1

This Character is from Old Tarsh, they are centred on the foothills of Mount Kero Fin, and refuse to
acknowledge the Lunar dynasty of Tarsh.

They remain loyal to the Shaker Priestess. They were once the core of the Kingdom of Tarsh.
The tribes of Old Tarsh have become marginalised, and survive by hunting and raiding.
— Cultural Skills — I have not looked at these yet.
— Full Writeup — Again not looked at.
Cultural Stereotype: Old Tarshites are poor, but proud and fierce.
They view themselves as the rightful rules of Tarsh, and see Lunar Tarshites as temporary usupers.
They are notorious for being both vengeful and indulgent.
Common Cults:2 Maran Gor, Orlant, Ernalda, Odayla.
Suggested Occupations:3 Bandit, Herder, Hunter, Warrior.

4.1.2 Passions

These at this time, are largely determined by the homeland, though some of the passions we’ve determined
have come from going through the family history.

Much of what I have done to this point, has been focused largely on allowing the “dice to determine
the outcomes.” Ie. while I could have decided to create a character that felt like a character which was
designed for me, I have based it largely on the rolls of dice.

Part of my reasons for doing the rolls of dice, rather than trying to create a character to suit me, this
may be a character that I can feel comfortable giving to a player to play, or one which I’ll play as an NPC.

1Most is from this info, but will use my own wording, and expand as character develops.
2not determined cult at this time.
3not determined yet
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4.1. FIRST CHARACTER 7

• Love (family): 60%
• Loyalty (clan): 60%
• Loyalty (Shaker Temple): 60%
• Devotion (????4): 70%
• Hate (Lunar Emprie)5: 60%

Table 4.1: Character Passions

King Tarkalor and his wife the Feathered Horse Queen, went to war with the Lunar Empire to ade the
old Tarshites. They were aided by Praxian and Esrolian mercenaries and volunteers. The Red Emperor
personally lead the Lunar Army and when the armies met at the Battle of Gruzzket Peak, the Lunar Army
swept the field with their vastly superior magicians. Both King Tarkalor and his Queen were killed.
Of special note your parents were born this year.

Table 4.2: Year 1582 History[1] pp. 29-30

4.1.3 Family History

This has two options if you do not wish to go through the entire process from 1561 to 1625. One is to
simply skip the section, the other is to start at 1622, only looking at your own history.

While doing this in person, I started at 1622, but am going to round that out for this character starting
at 1561.

Grandparent’s History

This refers to the “most important grandparent,” and it may potentially be expanded to look at the other
grandparents I would think.

Occupation: Warrior

Year 1561

Grandparents are born.6

Year 1582

—7

Events:
Grandparent was present at the Battle of Grizzly Peak, and was killed by Lunar spirits. Gain Hate

(Lunar Empire)

Year 1597

Events:
Grandparent (second most prominent one?) dies in an accident.

6It seems odd that everyone’s grandparents get born the same year.
7that’s a big skip.

Lunar assassins killed members of the Sartar royal house in the Holy Country, and many got entangled in
the cycles of murder and vengeance.

Table 4.3: Year 1597 History[1] p. 30



8 CHAPTER 4. CHARACTER INFORMATION

The Lunar army invaded the kingdom of Sartar with great success, although at high cost, seizing the sup-
posedly impregnable capital city by force and extinguishing the Flame of Sartar that united the legendary
kingdom.

Table 4.4: Year 1602 History[1] p. 31

After the Boldhome Campaign, the Lunar Empire dominated Dragon Pass. Old rivalries reignited, and
the Lunar authorities encouraged the tribes to kill each other off.
1604 is the year of the adventurer’s birth.

Table 4.5: Years 1603-1604 History[1] p. 31

Year 1602

Events:
Participated in Boldhome Campaign, and survived.
Grandparents are, around 41 years old and parents are around 20 years old.

Interim Years 1603-1604

Events:
Uneventful, things progress as per usual.

Year 1605

Events:
Another normal year. Nothing of note has happened.

Parent’s History

Occupation: Bandit (16%), Hunter(10%), Herder(43%), Bandit(57%), Warrior(19%)8just some ideas as to
what it might be, life events may change this.)

Year 1608

This was a normal year, nothing really of note happened.

8(

Amajor thrust by the Lunar army to invade the Holy Country, striking heavily populated Esrolia. Counter-
ing with magical strength, the god-king Belintar stopped the Lunars by inflicting a decisive and humiliating
defeat.

Table 4.6: Year 1605 History[1] p. 32
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The Lunar Empire invaded Prax. The Lunar army hopped from oasis to oasis but was raided and harried
until it accepted peach before being allowed to enter the Paps. Despite propaganda, this was a nomad
victory.

Table 4.7: Year 1608 History[1] p. 33
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Appendix C

Licenses

C.1 Creative Commons (CC)

C.1.1 Attribution (BY)

C.1.2 Share-Alike (SA)

C.2 Open Game License (OGL)

The Open Game License (OGL), is the license which Dungeons & Dragons (D&D) from 3rd edition onwards
(sort of), has been licensed under.

Initially released in 2000, for content which uses the System Reference Document (SRD), as the basis
of content to be played with other D&D content.

In June 2008, Wizards of the Coast (WotC), release D&D 4th Edition, under the Game System License
(GSL), which is incompatible with the OGL, but it remained in use.

In January 2016, WotC, released D&D 5th Edition, returning to the OGL.
Between August 2022, and January 2023, there was debate as to whether the previous (OGL1.0a)

version would be allowed to be used, as WotC engaged in various releases/reporting suggesting they would
be disallowing it, and possibly even retroactively relicensing content under it to a new license.

In response to this, Paizo created the Open RPG Creative License (ORC), to help prevent any company
(including themselves or derivatives of themselves), making decisions such as this.

Some versions of RuneQuest have been licensed under OGL, and current versions are licensed under
ORC.

C.3 Open RPG Creative License (ORC)
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Appendix D

License Texts

D.1 Creative Commons

D.1.1 Attribution-ShareAlike 4.0 International

• Location: Canonical URL https://creativecommons.org/licenses/by-sa/4.0/

Attribution-ShareAlike 4.0 International Deed

You are free to:

• Share — copy and redistribute the material in any medium or format for any purpose, even com-
mercially.

• Adapt — remix, transform, and build upon the material for any purpose, even commercially.

• The licensor cannot revoke these freedoms as long as you follow the license terms.

Under the following terms:

• Attribution — You must give appropriate credit, provide a link to the license, and indicate if changes
were made. You may do so in any reasonable manner, but not in any way that suggests the licensor
endorses you or your use.

• ShareAlike — If you remix, transform, or build upon the material, you must distribute your contri-
butions under the same license as the original.

• No additional restrictions — You may not apply legal terms or technological measures that legally
restrict others from doing anything the license permits.

Notices:

• You do not have to comply with the license for elements of the material in the public domain or
where your use is permitted by an applicable exception or limitation .

• No warranties are given. The license may not give you all of the permissions necessary for your
intended use. For example, other rights such as publicity, privacy, or moral rights may limit how you
use the material.

Notice

22
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• This deed highlights only some of the key features and terms of the actual license. It is not a license
and has no legal value. You should carefully review all of the terms and conditions of the actual
license before using the licensed material.

• Creative Commons is not a law firm and does not provide legal services. Distributing, displaying,
or linking to this deed or the license that it summarizes does not create a lawyer-client or any other
relationship.

• Creative Commons is the nonprofit behind the open licenses and other legal tools that allow creators
to share their work. Our legal tools are free to use.

D.1.2 Attribution-ShareAlike 4.0 International Legal Code

Attribution-ShareAlike 4.0 International

• By exercising the Licensed Rights (defined below), You accept and agree to be bound by the terms
and conditions of this Creative Commons Attribution-ShareAlike 4.0 International Public License
(“Public License”). To the extent this Public License may be interpreted as a contract, You are
granted the Licensed Rights in consideration of Your acceptance of these terms and conditions, and
the Licensor grants You such rights in consideration of benefits the Licensor receives from making
the Licensed Material available under these terms and conditions.

Section 1 – Definitions.

1. Adapted Material — means material subject to Copyright and Similar Rights that is derived from
or based upon the Licensed Material and in which the Licensed Material is translated, altered,
arranged, transformed, or otherwise modified in a manner requiring permission under the Copyright
and Similar Rights held by the Licensor. For purposes of this Public License, where the Licensed
Material is a musical work, performance, or sound recording, Adapted Material is always produced
where the Licensed Material is synched in timed relation with a moving image.

2. Adapter’s License — means the license You apply to Your Copyright and Similar Rights in Your
contributions to Adapted Material in accordance with the terms and conditions of this Public License.

3. BY-SA Compatible License — means a license listed at creativecommons.org/compatiblelicenses ,
approved by Creative Commons as essentially the equivalent of this Public License.

4. Copyright and Similar Rights — means copyright and/or similar rights closely related to copyright
including, without limitation, performance, broadcast, sound recording, and Sui Generis Database
Rights, without regard to how the rights are labeled or categorized. For purposes of this Public
License, the rights specified in Section 2(b)(1)-(2) are not Copyright and Similar Rights.

5. Effective Technological Measures — means those measures that, in the absence of proper authority,
may not be circumvented under laws fulfilling obligations under Article 11 of the WIPO Copyright
Treaty adopted on December 20, 1996, and/or similar international agreements.

6. Exceptions and Limitations — means fair use, fair dealing, and/or any other exception or limitation
to Copyright and Similar Rights that applies to Your use of the Licensed Material.

7. License Elements — means the license attributes listed in the name of a Creative Commons Public
License. The License Elements of this Public License are Attribution and ShareAlike.

8. Licensed Material — means the artistic or literary work, database, or other material to which the
Licensor applied this Public License.
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9. Licensed Rights — means the rights granted to You subject to the terms and conditions of this Public
License, which are limited to all Copyright and Similar Rights that apply to Your use of the Licensed
Material and that the Licensor has authority to license.

10. Licensor — means the individual(s) or entity(ies) granting rights under this Public License.

11. Share — means to provide material to the public by any means or process that requires permission
under the Licensed Rights, such as reproduction, public display, public performance, distribution,
dissemination, communication, or importation, and to make material available to the public including
in ways that members of the public may access the material from a place and at a time individually
chosen by them.

12. Sui Generis Database Rights — means rights other than copyright resulting from Directive 96/9/EC
of the European Parliament and of the Council of 11 March 1996 on the legal protection of databases,
as amended and/or succeeded, as well as other essentially equivalent rights anywhere in the world.

13. You — means the individual or entity exercising the Licensed Rights under this Public License. Your
has a corresponding meaning.

Section 2 — Scope.

1. License grant.

(a) Subject to the terms and conditions of this Public License, the Licensor hereby grants You
a worldwide, royalty-free, non-sublicensable, non-exclusive, irrevocable license to exercise the
Licensed Rights in the Licensed Material to:

i. reproduce and Share the Licensed Material, in whole or in part; and

ii. produce, reproduce, and Share Adapted Material.

(b) Exceptions and Limitations. For the avoidance of doubt, where Exceptions and Limitations
apply to Your use, this Public License does not apply, and You do not need to comply with its
terms and conditions.

(c) Term . The term of this Public License is specified in Section 6(a) .

(d) Media and formats; technical modifications allowed. The Licensor authorizes You to exercise
the Licensed Rights in all media and formats whether now known or hereafter created, and
to make technical modifications necessary to do so. The Licensor waives and/or agrees not to
assert any right or authority to forbid You from making technical modifications necessary to
exercise the Licensed Rights, including technical modifications necessary to circumvent Effective
Technological Measures. For purposes of this Public License, simply making modifications
authorized by this Section 2(a)(4) never produces Adapted Material.

(e) Downstream recipients.

i. Offer from the Licensor — Licensed Material. Every recipient of the Licensed Material
automatically receives an offer from the Licensor to exercise the Licensed Rights under the
terms and conditions of this Public License.

ii. Additional offer from the Licensor — Adapted Material. Every recipient of Adapted Ma-
terial from You automatically receives an offer from the Licensor to exercise the Licensed
Rights in the Adapted Material under the conditions of the Adapter’s License You apply.

iii. No downstream restrictions. You may not offer or impose any additional or different terms
or conditions on, or apply any Effective Technological Measures to, the Licensed Material if
doing so restricts exercise of the Licensed Rights by any recipient of the Licensed Material.
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(f) No endorsement. Nothing in this Public License constitutes or may be construed as permission
to assert or imply that You are, or that Your use of the Licensed Material is, connected with, or
sponsored, endorsed, or granted official status by, the Licensor or others designated to receive
attribution as provided in Section 3(a)(1)(A)(i).

2. Other rights.

(a) Moral rights, such as the right of integrity, are not licensed under this Public License, nor are
publicity, privacy, and/or other similar personality rights; however, to the extent possible, the
Licensor waives and/or agrees not to assert any such rights held by the Licensor to the limited
extent necessary to allow You to exercise the Licensed Rights, but not otherwise.

(b) Patent and trademark rights are not licensed under this Public License.

(c) To the extent possible, the Licensor waives any right to collect royalties from You for the exercise
of the Licensed Rights, whether directly or through a collecting society under any voluntary or
waivable statutory or compulsory licensing scheme. In all other cases the Licensor expressly
reserves any right to collect such royalties.

Section 3 — License Conditions.
Your exercise of the Licensed Rights is expressly made subject to the following conditions.

1. Attribution.

(a) If You Share the Licensed Material (including in modified form), You must:

i. retain the following if it is supplied by the Licensor with the Licensed Material:

A. identification of the creator(s) of the Licensed Material and any others designated to
receive attribution, in any reasonable manner requested by the Licensor (including by
pseudonym if designated);

B. a copyright notice;

C. a notice that refers to this Public License;

D. a notice that refers to the disclaimer of warranties;

E. a URI or hyperlink to the Licensed Material to the extent reasonably practicable;

ii. indicate if You modified the Licensed Material and retain an indication of any previous
modifications; and

iii. indicate the Licensed Material is licensed under this Public License, and include the text
of, or the URI or hyperlink to, this Public License.

(b) You may satisfy the conditions in Section 3(a)(1) in any reasonable manner based on the
medium, means, and context in which You Share the Licensed Material. For example, it may be
reasonable to satisfy the conditions by providing a URI or hyperlink to a resource that includes
the required information.

(c) If requested by the Licensor, You must remove any of the information required by Section
3(a)(1)(A) to the extent reasonably practicable.

2. ShareAlike.

In addition to the conditions in Section 3(a), if You Share Adapted Material You produce, the
following conditions also apply.

(a) The Adapter’s License You apply must be a Creative Commons license with the same License
Elements, this version or later, or a BY-SA Compatible License.
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(b) You must include the text of, or the URI or hyperlink to, the Adapter’s License You apply. You
may satisfy this condition in any reasonable manner based on the medium, means, and context
in which You Share Adapted Material.

(c) You may not offer or impose any additional or different terms or conditions on, or apply any
Effective Technological Measures to, Adapted Material that restrict exercise of the rights granted
under the Adapter’s License You apply.

Section 4 – Sui Generis Database Rights.
Where the Licensed Rights include Sui Generis Database Rights that apply to Your use of the Licensed

Material:

1. for the avoidance of doubt, Section 2(a)(1) grants You the right to extract, reuse, reproduce, and
Share all or a substantial portion of the contents of the database;

2. if You include all or a substantial portion of the database contents in a database in which You have
Sui Generis Database Rights, then the database in which You have Sui Generis Database Rights (but
not its individual contents) is Adapted Material, including for purposes of Section 3(b) ; and

3. You must comply with the conditions in Section 3(a) if You Share all or a substantial portion of the
contents of the database.

For the avoidance of doubt, this Section 4 supplements and does not replace Your obligations under
this Public License where the Licensed Rights include other Copyright and Similar Rights.

Section 5 — Disclaimer of Warranties and Limitation of Liability.

1. Unless otherwise separately undertaken by the Licensor, to the extent possible, the Licensor offers the
Licensed Material as-is and as-available, and makes no representations or warranties of any kind con-
cerning the Licensed Material, whether express, implied, statutory, or other. This includes, without
limitation, warranties of title, merchantability, fitness for a particular purpose, non-infringement, ab-
sence of latent or other defects, accuracy, or the presence or absence of errors, whether or not known
or discoverable. Where disclaimers of warranties are not allowed in full or in part, this disclaimer
may not apply to You.

2. To the extent possible, in no event will the Licensor be liable to You on any legal theory (including,
without limitation, negligence) or otherwise for any direct, special, indirect, incidental, consequential,
punitive, exemplary, or other losses, costs, expenses, or damages arising out of this Public License or
use of the Licensed Material, even if the Licensor has been advised of the possibility of such losses,
costs, expenses, or damages. Where a limitation of liability is not allowed in full or in part, this
limitation may not apply to You.

3. The disclaimer of warranties and limitation of liability provided above shall be interpreted in a
manner that, to the extent possible, most closely approximates an absolute disclaimer and waiver of
all liability.

Section 6 — Term and Termination.

1. This Public License applies for the term of the Copyright and Similar Rights licensed here. However,
if You fail to comply with this Public License, then Your rights under this Public License terminate
automatically.

2. Where Your right to use the Licensed Material has terminated under Section 6(a), it reinstates:
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(a) automatically as of the date the violation is cured, provided it is cured within 30 days of Your
discovery of the violation; or

(b) upon express reinstatement by the Licensor.

For the avoidance of doubt, this Section 6(b) does not affect any right the Licensor may have to seek
remedies for Your violations of this Public License.

3. For the avoidance of doubt, the Licensor may also offer the Licensed Material under separate terms
or conditions or stop distributing the Licensed Material at any time; however, doing so will not
terminate this Public License.

4. Sections 1, 5, 6, 7, and 8 survive termination of this Public License.

Section 7 – Other Terms and Conditions.

1. The Licensor shall not be bound by any additional or different terms or conditions communicated
by You unless expressly agreed.

2. Any arrangements, understandings, or agreements regarding the Licensed Material not stated herein
are separate from and independent of the terms and conditions of this Public License.

Section 8 – Interpretation.

1. For the avoidance of doubt, this Public License does not, and shall not be interpreted to, reduce,
limit, restrict, or impose conditions on any use of the Licensed Material that could lawfully be made
without permission under this Public License.

2. To the extent possible, if any provision of this Public License is deemed unenforceable, it shall be
automatically reformed to the minimum extent necessary to make it enforceable. If the provision
cannot be reformed, it shall be severed from this Public License without affecting the enforceability
of the remaining terms and conditions.

3. No term or condition of this Public License will be waived and no failure to comply consented to
unless expressly agreed to by the Licensor.

4. Nothing in this Public License constitutes or may be interpreted as a limitation upon, or waiver of,
any privileges and immunities that apply to the Licensor or You, including from the legal processes
of any jurisdiction or authority.
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