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creature within the horde can spread the damage
among all the affected creatures. The player whose
character is responsible for causing the damage
chooses which individual base creatures take damage.

Player characters can attack more than one member
of a horde with a single melee attack. The player
must declare which members of the horde her char-
acter is attacking, and the horde gains 1 point of
Damage Reduction for each additional base creature
that the PC attacks. However, if the player hits she
may split the damage however she likes among the
members of the horde that she attacked. A PC may
only attack those members of the horde that are
within that character•s threatened area, and the dam-
age that a horde can suffer is limited by the number
of creatures within the area targeted by an attack.

Player characters may also make ranged attacks on
more than one member of a horde. The player
traces a path of attack from the attacking character
to the first and subsequent targets. This is a
straight line for almost all missile weapons, but
unusual weapons may result in a more complicated
path. Damage is figured the same way as with
melee attacks, with the targets gaining 1 point of
Damage Reduction for each additional base crea-

ture attacked and the player able to split damage
however she likes among targeted creatures.

Spellcasters target the base creatures within the
horde, not the horde as a whole. Area effect spells
work normally, as they can affect several base crea-
tures at once. However, the GM makes only one sav-
ing throw or damage roll for all those in the area of
the effect, and all affected creatures suffer (or avoid)
the same effect. It is possible to turn some creatures
within a horde against the rest of the horde with
spells like charm or suggestion. These creatures leave
the horde while under the effect of the spell, and are
dealt with as individuals.

Spellcasters can also use the Multiple Targets quality to
target more than one base creature of a horde with a
spell. AC is increased and damage is split as above.
Other spell effects are duplicated among all the crea-
tures. Rays, magic missiles, and other spells that create
effects similar to missile weapons can be used to target
several foes in a line, just like normal ranged attacks.

Cleave and other feats work normally against single
horde creatures. For example, if a PC kills a member
of a horde, that PC may use Cleave to launch a fol-
low-up attack against other members.
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