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DUSTING OFF THE BOOKS:

DRAGON WARRIORS

By Gary Johnson

There are times when you want to go back to the past and take a second look at game systems you
haven’t used in years. For me, the premiere role-playing game of my high school years was without a
doubt Dragon Warriors. Six paperback books containing a complete fantasy role-playing system and
pseudo-Medieval European setting, written by Dave Morris and Oliver Johnson and published
between 1985 and 1986. The pre-generated scenarios (eleven in total) had a consistently moody and
atmospheric tone that simply was not attained or emulated in other fantasy role-playing games.

My friends and I played Dragon Warriors in preference to 1st edition AD&D and D&D (hey, it was
the 80s!) for much of high school. Eventually I took up AD&D, with its greater detail and numerous
scenarios in White Dwarf, and then came to university and encountered Champions, source of many
happy hours of gaming throughout the 90s. The Dragon Warriors books sat on my bookshelves,
waiting for my attention to return. A one-off game at Briscon one year in the mid-90s was my last
experience of Dragon Warriors, but when I set out to find a game system to use for one-off games at

QUGS this year, it caught my eye.

After an hour or so re-reading the rules, my appreciation for the game setting was rekindled. I was
interested to see how the system runs when played by experienced and practiced gamers (something
that describes neither my friends nor myself back in the 80s). A decision reached, I set out to gather
the game system rules together in one document for my future players (there’s no way I’m lending out
my precious books!). Along the way, a few things stood out that I believe should be altered for play
balance and to match up with common sense. This article presents several suggestions for your
consideration, some brief, some lengthy. As always, your comments are appreciated.

Skills and Abilities
In my opinion, the skills and abilities that increase with Rank should conform to the scale of the five

primary characteristics and the seven derived characteristics whenever possible. That is, the player
should have to roll less than or equal to the score on 1d20, the score should increase by 1 point with
each increase of Rank, and so on. Having some abilities as percentage chances when they increase in
multiples of 5% seems wasteful to me.

Mystic Senses

Premonition and Extra-Sensory Perception (the sixth and seventh senses respectively) are good
examples of abilities that should, in my opinion, be changed to a 1d20 scale. Premonition would
begin at 8 and Extra-Sensory Perception at 2 for a 1st Rank Mystic, and both would increase at +1 per
Rank. Given the limited effects of these abilities on game play, [ don’t see any problem with
increasing the chances of success (quite dramatically in the case of mid- to high-level Mystics using
ESP). Also, why don’t Mystics with exceptional Psychic Talent find it easier to sense danger or
thoughts? Add +1 for Psychic Talent of 13 and up, increasing to +2 at 16.



Chance of a Flawed Magic Item

The published chance for Mystics to produce a flawed item seems to have an error somewhere.
Apparently, an Adept ability is that the Mystic cannot make a flawed item. However, Mystics must be
8th Rank to seek enlightenment and become an Adept, and at 8th Rank there is automatically no
chance of failure! As a way of making this aspect of being an Adept more valuable, consider having a
30% chance +10% per magic bonus of producing a flawed item at 4th Rank, decreasing by 10% for
each Rank above 4th. Thus, an 8th Rank character has a 0%, 10% and 20% chance of creating a
flawed +1, +2 or +3 item respectively. Naturally, a Mystic always knows when a finished item is

flawed.

Assassins to Thieves
Assassins, in my opinion, are grossly powerful when compared to other character classes. Certainly

there’s a place for ninja-clones in any game, but I think they’re ridiculously good at what they do and
unbalance a game too easily. That aside, my major concern is that anyone who wishes to play a thief
in Dragon Warriors must play an Assassin. There’s no Profession in the published material for a
character who wants to break into people’s homes, filch purses, and be dashing and daring without
having the ability to enter trance states that make you a killing machine and without knowing how to
concoct poisons. Thus, I offer the Thief Profession as a replacement for or alternative to the Assassin.

Character Creation Summary

Strength, Reflexes, Intelligence, Psychic Talent and Looks: 3d6 for each. Reflexes must be at
least 9.

Health Points: 1d6+5.

Basic ATTACK 13, DEFENCE 5

Basic MAGICAL DEFENCE 3

Basic EVASION 5

Basic STEALTH 18, PERCEPTION 8

Initially equipped with 1 suit of hardened leather armour, 1 sword OR staff, 1 crossbow, 1
quiver containing 5 quarrels, 1 dagger, 1 lantern, 1 flint & tinder, 1 10m rope, 1 set of lock
picks, 1 backpack, 3d10 Florins.
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Special Abilities

Climbing: Because leaming to climb up to second story windows is part of every Thief’s training,
Thieves subtract half their Rank (rounded down) from the Difficulty Factor of the climb. They also
learn how to fall up to 4m without sustaining injury. A Thief who rolls less than or equal to Reflexes
+ Rank on 2d10 can fall up to 4m without taking any damage. A roll of 20 will always fail. Falling
greater distances will cause the same damage to a Thief as to any other character.

Combat Penalties for Armour: Thieves take -2 to Attack and Defence in chain mail and —4 to Attack
and Defence 1n plate armour.

Picklock: Padlocks are often used in the market towns and ports to secure cash or valuables, but are
rare elsewhere. Other sorts of locks are rare: most doors are barred, not locked. Thus, only a Thief
will know the tricks and techniques for opening a lock.

The published rules for Picklock are both time-consuming and use percentages where a 1d20 scale
would do. Instead, I suggest that a 1* Rank Thief has a Picklock score of 5. This starting score is
modified by +1 for a Reflexes score of 13 or more, increasing to +2 at 16, —1 for Intelligence of 5 or
less and +1 for Intelligence of 16 or more.

The average lock has a Difficulty Factor of 12, and more expensive and complex locks may have a
Difficulty Factor of 20 or more. Attempting to open a lock, whether automatically successful or not,
3



takes one Combat Round. If the Thief does not match the Difficulty Factor of the lock and has to roll
to open it, the GM will firstly roll to see if the Thief is capable of opening the lock.

If the GM has determined that the Thief is capable of picking the lock, a roll of 1 by the Thief will
always succeed, and a roll of 20 will always fail. If the GM rolls greater than the Thief’s Picklock
score or rolls a 20, the Thief cannot succeed at this time, and the GM will tell her so once the Thief
rolls equal to or less than the Picklock score. The Thief can try again after one week has passed or on

gaining a Rank, whichever is sooner.

Lock picks are needed to use the Picklock skill effectively. If the Thief is using tools other than a
proper set of lock picks, the Picklock score is halved (rounding down). It is not possible to pick locks
without an implement of some kind, and it may not be possible to open a complex lock without proper

tools.

Circumstances may reduce the Thief’s chance of success. If the Thief is moving or uses Defence in
combat, the attempt to Picklock will automatically fail.

Example: Johannes, a young Thief from Albion, finds himself on the run from the guards of Baron
Nikolaos of Analika. He finds a group of fishermen returning from the docks, and uses the Disguise
skill to attempt to pass himself off as one of them. As a foreigner, Johannes is unfamiliar with the type
of person he is impersonating: however, fishermen are similar the world over, so the GM sets the
penalty to his Stealth score at —2. Johannes isn't really dressed as a fisherman and hasn’t time to
chance into something more appropriate, so the GM adds a further —2 penalty to his Stealth score.
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