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Joining a band of travellers in the sixteenth century could be 
risky. Travel is slow, strangers untrustworthy, and these are 
turbulent times. Who knows what adventures might be had 
along the way? 
 
This is your chance to find out. Maelstrom is a full role-playing 
game for you and your friends - it's exciting, absorbing and 
tremendous fun! YOU choose the characters, YOU decide their 
missions and YOU play out the adventures. 
 
Everything you need is here: rules, referee's notes, maps, charts 
and a wealth of authentic detail to start you on the adventure of 
a lifetime! 
 
Alexander Scott is a young but experienced gamer and referee. 
He wrote Maelstrom while still at school. 



  



  

Alexander Scott 
  

 
 
 
 
 

Illustrated by Anthony Kerins and Jane Walmsley 
  
  
 

 
 
 
 
 
 
 
 
 
 

 
Puffin Books 

  



  

Puffin Books, Penguin Books Ltd, Harmondsworth, Middlesex, England 
Viking Penguin Inc., 4o West 23rd Street, New York, New York 10010, U.S.A. 

Penguin Books Australia Ltd, Ringwood, Victoria, Australia . 
Penguin Books Canada Limited, 2801 John Street, Markham, Ontario, 

Canada 1,3R 1B4 
Penguin Books (N.Z.) Ltd, 182-190 Wairau Road, Auckland 10, New Zealand 

 
First published 1984 

Reprinted 1986 
 

Copyright © Alexander Scott, 1984 
Illustrations copyright © Anthony Kerins, 1984 

Herbal section illustrations © Jane Walmsley, 1984 
All rights reserved 

 
Filmset in Palatine (Linotron 202) by 

Rowland Phototypesetting Ltd, 
Bury St Edmunds, Suffolk 

Printed and bound in Great Britain by 
Cox & Wyman Ltd, Reading 

 
 
 

This pdf version published 2007 by Arion Games (UK) under 
license from Puffin Books. 

http://www.arion-games.com 
 
 
 
 
 

Except in the United States of America, 
this book is sold subject to the condition 

that it shall not, by way of trade or otherwise, 
be lent, re-sold, hired out, or otherwise circulated 

without the publisher's prior consent in any form of 
binding or cover other than that in which it is 

published and without a similar condition 
including this condition being imposed 

on the subsequent purchaser 



  

CONTENTS 
 
 
 

THANKS    9 
 

INTRODUCTION    11 
Dice    12 
Time    13 

 

PART I: PLAYER'S RULES 
 

1. Character Creation    16 
The Attributes    17 

Creating a Character    20 
Saving Throws    23 

Choosing a Living    24 
Nobles    26 

Professionals    29 
Craftsmen and Artisans    33 

Traders    41 
Labourers    46 

Mercenaries    48 
Rogues    51 
Priests    63 

Travelling Players    73 
Mages    75 

Herbalists    82 
 

2. Game Mechanics    89 
Equipment    89 

Combat    92 
Experience    l00 

  



  

3. How to Play    102 
Setting Up    102 

Starting Play    105 
The Purpose    108 

Player's Dialogue    109 
Background: The Lie of the Land    114 

 
4. The Maelstrom    117 

 
5. A Solo Adventure    120 

 
6. Advanced Rules   168  
Saving Throws    169 
Encumbrance    169 

Livings    172 
Experience    184 

Combat    186 
 

PART II: REFEREE'S RULES 
 

7. Starting Play    200 
Before Play    200 

Play    202 
Designing Adventures    204 

House Rules    206 
 

8. Playing the Game    207 
Apprenticeship    207 

Travel    213 
Haggling    214 
Disease    214 

Dialogue    216 
 

9. Notes on Livings    218  
Nobles    219 

Professionals    222 
Craftsmen and Artisans    226 

Traders    235 
Labourers    240 

  



  

Mercenaries    240 
Rogues    241 
Priests    245 

Travelling Players    246 
Mages    246 

Herbalists    247 
 

10. An Adventure    249 
Introduction    249 

The Road    253 
Southwark    265 
Playing On    273 

 
APPENDIX 1: Herbs 

 
APPENDIX 2: The Supernatural 

 
BIBLIOGRAPHY 

 
  



  



  

THANKS 
 

A lot of people helped me to write this book, and without them 
it would not be what it is. Very special thanks go to Martin 
Hammond, who helped and supported me every step of the 
way, and made things much easier; to Stephen Drew, who set 
me thinking straight and made encouraging noises; Paul 
Quarrie, who kept finding me books and putting up with me; 
my historical adviser, who pointed me firmly in the right 
direction; and Chris Jones, who gave me the key to success. 
Special thanks must also go to Adam, Joseph and Patrik, who 
were the major play-testers and, perhaps more than anyone, 
helped to shape the game — I couldn't have done it without 
you. I must also thank everyone who talked over the game with 
me or helped play-test — James (a sceptical eye), Kaoru, James, 
James, James, Fred (for getting the picture), Alan (for lending me 
books), Sam, Edmund (for being beaten at chess), Mark, Justin 
and everyone else who knew about it or expressed 
encouragement. Last but not least, thanks to my family, who 
kept me going when things got tough. 
  
  



  

 



INTRODUCTION 

 11 

INTRODUCTION 
 

Maelstrom is a role-playing game. Role-playing gives people a 
chance to explore other worlds, or 'milieux', with characters of 
their own creation. In a role-playing game you can try to do 
anything you want - fight the Incas, travel to other planets or 
merely make your fortune; the only limit is your imagination. 
Whether or not you succeed in your attempt is a different 
matter: you will certainly need all your cunning and 
inspi¬ration. If you fail, on the other hand, it does not matter: 
you can always play again, and you can be satisfied that your 
character did his (or her) best. 
The 'character' is central to the idea of role-playing. A charac¬ter 
is an imaginary person of your creation who represents you in 
the game. The character may be almost anything - a sorcerer, a 
priest, a mercenary, a noble or anything else that fits into the 
game. The character has his own personality and abilities, and 
these need not be the same as your own. You take the role of this 
character while you are playing, and the character is completely 
under your control. A character is of little use, however, without 
a 'milieu', the world in which he exists. In this book, the milieu is 
the sixteenth century, the age of the Tudors and the exploration 
of the world, though Maelstrom would Work equally well in 
Samurai Japan, Roman Britain or the far-distant future, to name 
just three alternatives.   
When you play Maelstrom you will normally play with a number 
of other people. Maelstrom can be played solo (in fact, a solo 
adventure is given later on in this book), but the game is best 
appreciated when it is played in a group. If you have any of the 
Fighting Fantasy Gamebooks, you will already know how solo 
adventures are played (if you do not, take a peek at the solo 
adventure on pp. 120-67). You are given a number of choices as 
to   what  you  can  do,  and  then  you turn to the paragraph that 
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corresponds to your choice. The new paragraph tells you what 
effects your actions have had and gives you a new . set of 
choices. 
In a role-playing game, the situation is different. Any number of 
people can play together (in practice this is usually limited to 
five or six); there must be at least two people, though: a 'player' 
and a 'referee'. Each player has his or her own character and can 
act independently from the other players. In a solo adventure, 
you are the player and the book tells you what is happening. In 
a role-playing game a special person must do this job, known as 
the 'referee'. The referee describes to the players what they (or 
rather their characters — the distinction is often blurred) can see. 
The players tell the referee what their characters do, and the 
referee decides the outcome of these actions. The characters do 
not have a limited set of options; they may try to do anything 
they want, unlike a solo adventure where the choices must be 
limited. Also, the characters do not need to keep to a set 
sequence of events: anything can happen, and there are infinite 
possible outcomes. 
It is often a matter of chance whether a character manages to do 
something. For instance, a character (let's call him Horatio) is 
being chased by a tribe of cannibals. Horatio knows that there is 
a deep chasm near by, with a log across it. He reaches the other 
side of the chasm, and decides to dislodge the log, to stop the 
cannibals crossing after him. Looking back, he sees that they are 
already beginning to cross. Will he succeed? It depends on how 
fast he works: success is a matter of luck. This is where dice 
come in. The referee gives Horatio a chance of success (one in 
six, perhaps) and Horatio's player rolls a die to see whether 
Horatio succeeds. We will have to leave Horatio in his plight for 
the moment; we will return to him later. 
 

Dice 
You will need two types of die to play Maelstrom: a six-sided die  
and a ten-sided  die.  Most  people  have six-sided dice lying 
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around somewhere, often attached to other games, and if you do 
not, you can find some in almost any shop that sells games of all 
sorts. Ten-sided dice are more difficult to get. You will have to 
find a hobby shop that sells polyhedral dice. If you are unable to 
find a ten-sided die, or do not want to wait for it before you start 
play, a pack of cards can be used to simulate one. Remove all the 
court cards from a normal deck and shuffle the remain¬der. 
Each time you want to throw a ten-sided die, deal out a card 
from the reduced pack. This is your result. To preserve 
randomness, you should shuffle after every three or four cards. 
Apart from this, all that you will need for Maelstrom is a pencil, 
some paper and this book. 
At many places in the rules you are required to throw a 
percentage, a number from one to one hundred. This is done by 
throwing a ten-sided die twice, taking one number for each digit 
of the result (10 counts as 0). 01 to 09 are regarded as one to nine, 
and 00 is regarded as one hundred. 
 

Time 
There are two sorts of time in Maelstrom: 'real time' and 'game 
time'. 'Real time' refers to the time that you spend doing 
something in the real world. 'Game time' refers to the time that 
passes in the imaginary world where the characters exist. In one 
session, for instance, you might play for several hours of real 
time. In the session, however, you might get through several 
months of game time – a character might get wounded, for 
instance, and spend some time recovering. 
If you have not met the concept of these two sorts of time before, 
it may seem a little confusing. Game time does not pass at a 
constant rate. For instance, a group of characters visit a tavern 
and start talking to a merchant. The referee would take the part 
of the merchant, and game time would be assumed to run 
alongside real time. Thus, if the referee had decided that, three 
minutes after the characters entered, a group of rogues would 
enter, he could time it on his watch. The characters  
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become involved in a fight with the rogues. Combat takes a 
relatively long time to determine. Although it can be very 
exciting, it will take several minutes to cover each round of 
fighting (a round is a short segment of a fight, about five 
seconds, in which a character has time to do one thing - this is 
discussed later). The real time taken playing through a few 
minutes of game time is very great. If the characters were then 
wounded, it would take several months of game time for them 
to recover. This would be jumped; the referee would say, 'OK, 
you spend three months in bed, recovering from your wounds,' 
and the three months of game time would be dealt with in 
several seconds of real time. 
Throughout this book, things are referred to as taking time. This 
is almost always game time. If, for instance, it says that a 
character spends seven years learning to become a craftsman, 
then that time is jumped, though it should be recorded as 
having passed. When it says that a round of combat takes five 
seconds, this refers to game time. 
 
You are now ready to enter the world of Maelstrom. Good luck! 
  
 




