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​ INTRODUCTION

 


Welcome to
The Battle for Turtle Island: Buffalo
Wars. This rulebook is actually a
two-in-one book. It contains the core rules for the game
The Battle for Turtle Island and it also contains the supplemental rules for
Buffalo Wars. This has
been done because the core rules, although playable, don't offer as
many options as including some actual historical
elements.

Although
The Battle for Turtle Island can be considered an historical RPG, it's also a fantasy RPG,
with the basic premise being what would the "colonization" of
America have been like if magic had been real? In this game, the
Indians have "medicine" and the settlers have "faith." This paired
with the historical reality of the battles between settlers and
Indians gives you the basic premise of the game.

As you read through the
book, you'll find that the core rules and the actual
Buffalo Wars rules have
not been separated. Instead, they are integrated into one whole. As
future supplements documenting other tribes are released, it will
not be difficult to integrate those with the core rules in this
book.

It should be noted that I have chosen to use
the term Indians in this game. The main reason for this is that the
majority of "Native Americans" that I have known over the years
have actually preferred the term Indians, over any other "PC"
terms. And I also chose to use it because it was the term that was
commonly used during this historical time. I apologize to anyone
that this may offend.

The publishers and I would
like to acknowledge that we know we are using a period of time in
which tens of thousands of Indians were killed, and we don't want
anyone to think we are trying to exploit what the Indians went
through during these difficult times. As we are all strong
supporters of Native American rights in this country, we will be
donating 10% of the annual profits from the game to a Native
American charity…and we will continue to do this for however long
people are buying rulebooks and supplements from
The Battle for Turtle Island.

 


 


 


​
THE
BASICS

 


Welcome to the historical
fantasy game of The Battle for Turtle
Island. In this very brief section, we
will give you an overview of what's contained in this book, and
what you'll need (other than a vivid imagination) to play the
game.

We are aware that Turtle Island was not a
name used for the Americas by the plains Indians (the tribes
mentioned in this book), but as we previously mentioned, this is
also the core rulebook for a much larger game…and besides, we
thought it was a really cool name…

 


The Contents of this
Book

This book is broken down into several
chapters, each of which will give you the information you need to
run or play a game.

Attributes (Chapter
One): An in-depth look at each of the
seven attributes, including how they effect combat, character
interaction, and every other aspect of the game.

Indian Nations (Chapter
Two): A look at the Indian nations that
will be used in the Buffalo Wars
campaigns. This chapter gives a bit of historical
information about the various nations, and it also outlines the
bonuses and possible penalties that a character from that nation
would have.

Classes (Chapter
Three): A look at the classes that are
used in the game. Players are able to choose from a variety of
classes that are specific to either the settlers or the
Indians.

Skills (Chapter
Four): This chapter looks at the abilities
that a player can add to their character to make them uniquely
their own.

Goods (Chapter
Five): This chapter looks at the items
that a character can acquire as they make their way through the
game. Included are weapons, protective gear, survival items,
etc.

Spells (Chapter
Six): Here you'll find the spells that are
available to certain character classes. Settlers and Indians have
different spells or spells that operate differently for each group,
with Indians usually having more access to magic.

Gaming Basics (Chapter
Seven): This chapter will give you an
overview of how to play the game, including combat rules, Indian
ceremonies, rewards, etc.

Magic Items (Chapter
Eight): Here you'll find the various items
that a character might find or create that will improve their
chances of survival.

Mass Combat (Chapter
Nine): This chapter gives you some quick
and simple rules that you can use if your characters are engaged in
mass combat, which of course was very common during this
era.

Creatures (Chapter
Ten): This chapter will give you a few
creatures that you might encounter during your game. They range
from the very basic animals that roamed the plains to Indian
spirits that may help or challenge the characters during the course
of the game.

 


What will you need to
play?

The book you hold in your hand, or that
you're reading off of your computer or tablet screen, is the first
thing you’ll need, and other than that, it’s pretty simple. Each
player will need a variety of dice. These dice would be: a four,
six, eight, ten, twelve, and twenty sided…having several of these
would be good. Each player will also need a pencil, a few sheets of
paper, and a vivid imagination.

The Game Master will also need the adventure
that they’ve created to challenge the players with, but most of
that goes back to that vivid imagination.

It can be helpful to know a little about the
Indian wars that took place on the Great Plains of America, but
this is certainly not a necessity for the players. The Game Master,
however, should probably know at least a little…

 


 


 


​ CHAPTER
ONE

 


Attributes

Your characters’ attributes
are their basic abilities, such as their strength or intelligence.
Almost everything that takes place in the game is affected by your
character’s attributes. Much of your character’s success in
The Battle for Turtle Island will be determined by dice rolls, and almost every one of
those rolls will be affected by one or more of your character’s
attributes.

There are seven basic attributes for each
character. Those attributes are: Intelligence, Common Sense,
Charisma, Strength, Agility, Endurance, and Medicine/Faith. The
standard character will have ability scores that range between 4
and 24, although these basic numbers can be adjusted by magic,
luck, a rise in levels, or several other factors.

The attribute Medicine/Faith is the same
attribute, but the actual attribute that a character will use
depends on whether or not they're a settler or an Indian. Settlers
use Faith, while Indians use Medicine.

 


DETERMINING
ATTRIBUTES

This is a recommended method. Game Masters
should feel free to have players roll up their characters however
they see fit. Usually this will be determined by personal
preference and exactly what a Game Master is going to challenge the
players with.

During character creation, each player rolls
4 six-sided dice ten times. The three lowest combined rolls are
discarded, and the player then places the other 7 rolls into the
abilities as they see fit.

Each character class has a prime attribute,
and players must be aware of that before they assign scores.
Players must also consider whether or not they're going to have
their characters gain levels in multiple classes. If they're going
to do this, it's important that they keep the prime attribute of
the other classes they might want to use under consideration while
they're assigning their rolls.

 


ATTRIBUTE MODIFIERS

Every roll in the game, whether it’s a combat
roll, a skill check, a reaction check, or some other check will
usually be modified based on the character’s attributes. Below is a
table that shows what those modifiers are. These modifiers need to
be noted on the character sheet by each attribute score.
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It should be noted that the table goes past
24. This is because there will be times when a character uses magic
to alter their attributes, and it's important to know what those
attribute modifiers will be. In addition, some creatures will have
attributes that are higher than 24. The progression beyond a score
of 27 should be obvious.

 


ATTRIBUTES

Below are descriptions of
each of the attributes. Please keep in mind that each section
explains what character class the attribute is a primary attribute
for, but that part of the description is specific to the
Buffalo Wars part of the
game. In other game supplements, new classes could use different
primary attributes.

 


INTELLIGENCE

Intelligence is a measure of how well your
character learns. In a lot of ways, this can be thought of as a
character’s book smarts. A character’s Intelligence will determine
how many skills they’re capable of knowing, and it will also modify
their chance of success on some of those skills.

A low Intelligence can lead a character to
make a bad decision because they don’t understand how the world
really works…so a lot of thought should be put into making sure a
character has a high Intelligence score.

Intelligence is the prime attribute for the
Settler "Trapper" class, and for the Indian "Hunter" class.

Intelligence also
determines the number of languages a character can speak. All
characters can speak their native language, although if their
intelligence is below 12, they don't speak it as well as they
should. For each modifier, the character can pick an additional
language. For example, if an Indian Medicine Man has an
Intelligence of 22, they could speak their native language, plus an
additional three languages. The languages that are available
for The Battle for Turtle Island: Buffalo
Wars are listed in Chapter Seven
(Gaming Basics.)

The character's Intelligence modifier is used
whenever a character uses one of the following skills: animal
training, decipher, encryption, fletching, knowledge (all forms),
search, and survival.

 


COMMON SENSE

Common Sense is the measure of how logical
your character is. Another way of thinking of Common Sense is that
it’s a character’s street smarts. Common Sense is what will usually
get your character out of trouble after their intelligence fails
them.

A low Common Sense can lead to a character
making a bad decision because they just don’t know any better. Low
Common Sense means that the character doesn’t understand what
effect their actions can have on the world.

Common Sense is the primary attribute for
both the settler and the Indian "Scout" classes.

The character's Common Sense modifier is used
whenever a character uses one of the following skills: direction
sense, gambling, herbalism, innuendo, listen, negotiation, sense
motive, spot, tracking, and wilderness lore.

 


CHARISMA

Charisma is the charm and personality of a
character. It's the attribute that's used most when your character
is interacting with other characters. Your character will often
have to try to charm his way out of a situation, or they may need
to try and charm their way into a better trade deal.

The Charisma attribute modifier is the
modifier that's used for reaction checks each time the characters
enter a new encounter.

Charisma is not a primary attribute for any
classes.

The character's Charisma modifier is used
whenever a character uses one of the following skills: diplomacy,
gather information, interrogation, and intimidate.

 


STRENGTH

Strength is a character’s physical prowess.
It affects their ability to lift and carry objects, the success and
damage of their physical attacks, and is a modifier for several
skills.

For every point of Strength, the character
can carry 10 pounds of weight.

In combat, the Strength
bonus is added to any attack and damage dice rolled by a character
when they’re using a handheld weapon. It would not apply to a bow,
but if the character were using a club, hatchet, or some other
non-projectile weapon, they would add their Strength bonus to their
attack dice roll. (More information about combat will be given
in Chapter 7: Gaming
Basics.)

Strength is the primary attribute for the
Indian "Warrior" class.

The character's Strength modifier is used
whenever a character uses one of the following skills: climb, hand
to hand combat, jump, swim, and some weapons skills.

 


AGILITY

Agility is the measure of a character’s
reflexes. Agility modifies a character’s defense dice, some of
their attack dice, and it also affects their initiative. Agility is
also a modifier for several skills.

In a combat, a character
adds their Agility bonus to any defense dice rolls they might make.
In addition, a character also adds their Agility modifier to any
attacks that are done at a distance, such as with bow and arrows,
rifles, pistols, and other such weapons. (More information about
combat will be given in Chapter 7: Gaming
Basics.)

Agility is the primary attribute for the
settler "Cavalry" soldier class.

The character's Agility modifier is used
whenever a character uses one of the following skills: balance,
dance, hide, move silently, riding, rope use, stealth, survival,
and some weapons skills.

 


ENDURANCE

Endurance is a measure of a character’s
stamina and their ability to sustain damage. Endurance is used to
modify a character’s health, and is also used to modify one
character skill.

Each time a character advances in levels,
they make a dice roll (the actual die rolled is determined by their
class) to determine how many health points they can add. They also
add their Endurance bonus to the die roll each time they gain a
level. Please keep in mind that no matter how bad a character’s
Endurance penalty might be, they always gain at least one health
point each time they gain a level.

Endurance is not a primary attribute for any
classes.

The Endurance modifier is only used to modify
the concentration skill, but given that an Endurance bonus will
increase your character’s overall health, it’s easy to see how
important a high Endurance attribute is.

 


MEDICINE/FAITH

Medicine is the power that Indian Medicine
Men use to cast their spells. Faith is the power that settler
Priests use to cast their spells. Medicine and Faith can also be
used by non-spell casters to increase their luck. For the most
part, Medicine and Faith are the same thing, but they have
different names depending on which side of the war you're on.

Every spell in the game
uses a different amount of Medicine or Faith, and the spell caster
uses their Medicine or Faith attribute score to determine how many
spells they can cast. This will be completely described in Chapter
Three (Classes).

Non-spell casters can use their
Medicine/Faith to improve their luck. They can choose to use five
Medicine/Faith points before they make a dice roll. They then add a
+1 luck bonus to the roll. The character's Medicine/Faith score is
then temporarily reduced by five points, and these points are not
regained until the next morning. So, a character with 15 attribute
points in Medicine/Faith could use their luck bonus three times, or
they could choose to use all 15 points to get a +3 bonus, or they
could get a +2 bonus by using ten points, and then get another +1
bonus on a later roll as they use their final five points. Again,
once the points are used, they can not be regained until sunrise,
and the player must state that they're using their Faith/Medicine
attribute to modify a dice roll before they actually roll the
dice.

Medicine/Faith is the primary attribute for
the settler "Priest" class and the Indian "Medicine Man" class.

The Medicine/Faith skill is used to modify
the defense and story telling skills, but given what Medicine/Faith
can do for a character, players should consider this as an
important attribute.

 


Raising Attribute
Scores

At
5th level, and every five levels after that, a character may
raise any one attribute score by one point. It’s assumed that as
characters gain experience, they will get better at what they do.
The one exception to this is that a character can not raise their
Faith/Medicine score. This attribute goes up with every level as is
detailed in the next section of this chapter.

Characters can also have their attributes
increased with the use of spells. This is normally only a temporary
increase, but there could be ways to make it permanent.

Finally, characters can find magical items
throughout the course of the game that will allow them to increase
their attributes. Again, this will normally be a temporary
increase, or the increase will only last while the character is
carrying the magical item.

 


 


Faith/Medicine
Increases

When a non-Medicine Man or non-Priest gains a
new level, they add one more point of Faith/Medicine. When a
Medicine Man or Priest gains a new level, they add five more points
of Faith/Medicine.

It's important to note that the actual
modifier that a character gets from the Faith/Medicine attribute
can never exceed six, except in regards to the storytelling skill.
Thus even if a character has 40 points in Faith/Medicine, they can
only use a +6 modifier for any other rolls that require a
Faith/Medicine modifier, like the defense skill. Even without the
additional modifiers, it should be obvious that a high
Faith/Medicine score can give the character a lot of additional
benefits.

 


 


 


​ CHAPTER
TWO

 


Indian Nations

Although there were a number of Plains Indian
nations, we've chosen to focus on just the better known ones, as
using all of the nations would cause this book to swell to a huge
size.

The nations we're using
in The Battle for Turtle Island: Buffalo
Wars are: Apache, Arapahoe, Cheyenne,
Comanche, Kiowa, and Sioux. If a game master or player wanted to
use another nation, like maybe the Crow or the Pawnee, or another,
they can certainly do so. Please feel free to use these listings as
a guideline for whatever nation you want to use.

It's important to note that a book of this
nature can not bring a complete history of any of the Indian
Nations, and we have simplified many things in these descriptions.
Most of the Indian "nations" were actually several different
groupings of similar people. For example, the first group listed
below is the Apache, but the Apache were actually several related,
but distinct groups like the Chiricahua, the Mescalero, the Lipan,
and several others. In this book, we have to generalize to make it
easier to play.

 


Apache: The Apache were a nomadic group living on the southern
plains. Their range of influence covered what is today Arizona, New
Mexico, and western Texas.

The Apache often had an uneasy truce with the
United States and with Mexico. At times they would trade
extensively with their neighbors, but there would be other times,
usually after something had been done to them, that the Apache
would raid and terrorize their neighbors. The Apache were often
brutal with their captives, and settlers usually knew that if their
loved ones were captured by the Apache, they would probably never
be seen again.

It's important to note that while many people
view the Apache as being one of the most brutal Indian nations;
their culture is about much more than warfare and slaughter. They
are a very spiritual people who worship gods that are the
personification of natural forces. They also have very strong
family ties, and are master artists, especially when it comes to
their basket weaving. Like many Indian nations in the Americas, and
in this game, the Apache have a very strong culture. The main
problem they face is that their culture is so different from what
white settlers brought to America, and so different from what white
culture views as acceptable that most people feel that conflict was
inevitable.

The Apache speak a language called Southern
Athabascan (or Apachean). All Apache characters will speak this
language. They will also be able to speak a number of languages
based on their Intelligence bonus.

In the late
19th century, the Apache fought the last war against the United
States. With the surrender of Geronimo, the Indian Wars officially
ended…but the question of this game is, does that necessarily have
to be true?

All Apache characters start out with one
point in each of the following skills: dance, direction sense,
riding, search, stealth, survival, weapons skill (player's choice),
and wilderness lore.

Apache were masters at the
surprise attack, and as a result, all Apache characters receive a
+1 bonus on all of their initiative rolls. Characters who start out
as anything other than a Medicine Man gain a +1 attack bonus. Those
characters who do start out as Medicine Men receive a +1 bonus to their
Medicine attribute.

 


Arapaho:
Although it's often spelled Arapahoe, we're using
this spelling.

The Arapaho lived on the plains of what is
now Colorado and Wyoming, spending their time migrating and
following herds from the plains to the foothills of the Rocky
Mountains.

The Arapaho were divided into two groups, the
Northern and the Southern. The Northern Arapaho tended to ally
themselves with the Northern Cheyenne and the Sioux, while the
Southern Arapaho tended to ally themselves with the Southern
Cheyenne, the Comanche, and the Kiowa. For purposes of this game,
no distinctions are being made between the two groups.

The Arapaho freely traded with the white
settlers for a long period of time. It wasn't until the failure of
the Fort Laramie Treaty that they felt forced to resort to violence
against the settlers that were taking over their land, even though
the protection of their land had been promised to them by the
United States government.

Arapaho culture centered around the family
and their spiritual celebrations. They hunted herd animals
extensively, and would often use dogs as beasts of burden, although
the introduction of the horse changed this. The Sun Dance at the
Summer Solstice was one of the primary Arapaho celebrations, and
they would gather in large groups to celebrate.

The Arapaho speak a language that is based
off of Algonquin, but has developed into its own language…Arapaho.
All Arapaho characters will speak this language. They will also be
able to speak a number of languages based on their Intelligence
bonus.

The Arapaho fought many battles with the US
Cavalry. They, along with the Cheyenne, were at the massacre of
Sand Creek, and they also fought at
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