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Introduction

So, what exactly is the point of yet another fantasy-based roleplaying system in a world besieged by them already? Aren’t the d20 and Pathfinder systems already out there? What about this system is going to make you want to use its rules to make a campaign?

Absolutely nothing. Not one word in this book is going to make you want to use it for your campaign.

This isn’t about a system for you, it’s about a system for me. I don’t care what you run – d20, Pathfinder, Rolemaster, GURPS, Vampire, whatever. This system was designed solely around me and what I want in a game I run. I’m selfish that way. So, what on earth possessed me to spend 8+ years writing up a game system that will never be published and only used if I decide to actually run something?

That’s a good question, and the answer is: it sure beats working.

Seriously though, after 20 years of D&D, I decided one day that it just didn’t make sense. Same thing with Rolemaster and all the other level-based games. Namely, the term and idea of the level is what bothered me. It always bothered me in D&D that a 5th level fighter will never be scared of a heavy crossbow aimed at his head. Combat between 2 9th level warriors isn’t a fast, fluid dance of skilled opponents where first blood often means last blood. Instead, it’s more of a back-and-forth affair of tedium. “Hit Points” aren’t even necessarily damage, but a combination of luck, and skill and blah blah blah. I’d had enough. Rolemaster at least gave you the ability to critical and actually kill something in 1 blow if you were incredibly, amazingly lucky, but it made you consult an infinite amount of charts that even this accountant finds to be a little excessive. So I rebelled against the idea of level based systems.
Playing Chaosium’s Call of Cthulhu, a skill-based game, was a breath of fresh air. There were no levels, just a measure of skills with percentages. I liked it. I didn’t need to kill 14 cultists to get to Investigator Level 2. The problem came with longevity. For that game, it didn’t matter what the long-term growth of your character meant. “Long-term growth” and Cthulhu don’t play well together. What the game did give me was a twittering thought in the back of my mind.

Like any sane person, I ignored that twittering thought, because that’s what we sane people do.

One day, though, it all changed. On my first trip to Delaware, at an event called Relaxicon, I played a game called Melanda. I was given a pre-generated character and off I went on the adventure. On my card it listed my skills and attributes and things, but they weren’t numbers. They had descriptors instead. Now, I had played (and loved) TSR’s Marvel game for years and years, but never thought about how it could be used in a fantasy setting (and to give credit where it is due, Melanda was doing it that way well before the Marvel RPG came out). Yet here I was, playing a fantasy game, and my dexterity or agility or whatever was Good. I could get my mind around that. Hey, look, I am an Expert at herbalism. When someone asked, I knew what to say. There was no “I am an accomplished wizard of the Seventh Circle”, which meant nothing other than I still didn’t have enough spells and the hit points of an asthmatic field goat.
Another thing I enjoyed was the mystery of the game. The person across from me was a runemaster. Since I wasn’t, neither I nor my character knew what they could do. That made everything more interesting to me – what is this person going to do? With D&D, everyone who’s played it for a while knows every spell, level, casting cost, and wants to know why in the hell you chose Jump and not Magic Missile when you made your character (and yes, I did that once). After playing Melanda, I had a revelation. I would make my own game. I would take all of these things I loved from all these different games and in true American fashion, rip them off and claim them for my own.

That is what you are reading now, the fenced merchandise from a dozen or more games. I stole rune magic and descriptors from Melanda, I lifted skill lists and difficulty terms from Rolemaster, I stole spells from every single game I could think of, and made the system the best combination of quick play and realism I could – or at least, the combination that best fits my own inclinations as GM. I even stole the artwork. The cornerstone of the game is the check roll – roll a d10 and add it to the relevant skill or attribute, which generally runs from 1 to 20, compared to another roll running along the same lines. High total wins. Ideally, I wanted natural talent/attributes to be a third of any attempt, training another third, and luck to be the final third. If you are a natural, and been training for a long time at whatever it is you do, you tend to make your own luck, or success.
That’s it. That’s what’s here. If you’re reading this, you should probably get outside more. In addition, you have probably agreed to play in a game run by me, and we are using this system, and I’m forcing you to read it. In any case, you’ve played these games before. You know what to do. I don’t need to explain the concept of dice or role-playing or anything like that. Let’s just get started.

The Character
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The heart of any game is the people, both those playing it and those who are representing them in the game world. Every living creature has a set of statistics that compare its relative standing among the rest of the world. For the most part, these are Attributes and Skills.

Attributes

Every creature has Attributes that indicate their relative levels of different things, like strength, intelligence, appearance, and the like. These are the natural gifts that every creature has, and they help determine how successful that creature will be when doing a certain task. Attributes can be affected by race (short races have less Size, for example) as well as by Age Group (an eighty-year-old human isn’t quite as strong as when he was a young man). There are 12 main Attributes, broken down under 3 categories: Physical, Mental, and Social.

Physical

Agility – This is the measure of the person’s physical quickness, hand-eye coordination, and the like. It is also known as dexterity and quickness in other systems.
Size – This attribute measures the creatures relative size and weight. Larger people have some advantages over smaller people, especially in grappling. This attribute is often modified by a creature’s race, but the base value gives a method of comparison among that race. For example, a Hobbit may have a 13 Size naturally, but is modified down to a 7. He is smaller than most creatures, but among his own kind, he is good-sized.

Stamina – This measures the creature’s endurance and fitness. It has a great impact on Fortitude. It is also known as constitution or endurance in some systems.

Strength – This is the measure of a creature’s physical strength. This has great impact on combat and how much a person can lift and carry, as stated in the Strength and Encumbrance section.
Mental

Intelligence – This attribute measures the ability of the creature to learn and process information. It also has ties to memory. It is also known as Memory or Reasoning in other systems.

Intuition – This measures the instinct or “gut reaction” of the creature. It is tied to the notion of common sense and wisdom.

Will Power – This is the measure of the strength of a creature’s will, including the ability to withstand coercion, temptation, and distractions. It is a major component of the secondary attributes of Fortitude and Essence.

Wits – This attribute measures the ability of the creature to take in information and make a quick judgment. Snap decisions and mental reflexes are governed by Wits. If Intelligence is the long-term process of reasoning, then Wits is the short-term process.
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Social

Appearance – This is the measure of how attractive or handsome the creature appears. While some races have a negative Appearance modifier, this only affects how they are viewed by the aesthetic of the norm created by other races. Among their own race, their base value is used to determine relative appearance. It is also referred to as comeliness in other systems.
Charisma – This attribute measures the creature’s social magnetism and ability to get other creatures to willingly follow their lead. Socially adept creatures have more Charisma than social misfits.

Influence – This measures the ability to get others to perform actions that the creature desires. This includes both overt and covert attempts. While Charisma measures the ability to get people to follow a leader, and encourage them to do what they can of their own volition, Influence is the ability to get others to do specific courses of action. It is sometimes called manipulation in other systems.
Presence – This is the measure of a creature’s ability to be noticed and make an impression visually with means other than just appearance. Those people who stop a room by simply entering are considered to have a high Presence, as are those who might be described as “radiant”. This also is a part of the secondary attribute of Essence, as a high Presence indicates a stronger ability to impact and affect the world around oneself.

Secondary Attributes

The following attributes are considered secondary because their value is derived from other attributes.

Essence – This is a measure of the life-force of a creature of a mental and spiritual nature. Essence is used to reshape the world through magic and spells, and certain undead hunger for and feed on this life-force. It is derived from the Stamina, Will Power, and Presence attributes by adding their values and dividing by 2. It is sometimes called mana, power, or energy in other game systems.

Fortitude – This is a measure of the creature’s physical life-force and the ability to withstand physical punishment. It is affected by a creature’s Size, Stamina, and Will Power. It is also referred to as hit points, health, or hits in other systems.
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Other Attributes

The following attributes have scores that fluctuate over time, based on a creature’s actions.

Fame – This is the measure of a creature’s popularity and how far his name and actions have spread throughout the land. Fame can be used to gain access to powerful people, influence townsfolk, and other uses. It is sometimes called popularity in other systems.
Story Points – Story points measure the experiences and importance of a character. Story Points are often called experience, karma, and possibility points in other systems. Generally, only PCs and important NPCs have Story Points. They are used in 2 different ways: they are spent to increase Skills and Attributes by the player, and can also be used to influence the die rolls during the course of a game. 
Spending a Story Point changes the result of a player’s roll to whatever the player wants. If the optional Open-Ended rules are used, changing it to a 10 will not result in an open-ended roll. These Story Points can be spent before or after a roll is made. Generally, Story Points can only be used to affect the player’s own roll. However, if a different player can think of a way to “assist” the rolling player, and spends two Story Points, they may affect the die roll in a similar way.
Example: Jaka is attempting to leap across a wide chasm and needs a 7 or better to make it. She rolls a 4 and is looking at a long fall and a sudden stop against a very hard surface. If she has a Story Point available, she can use to make her roll a 10 and land safe and sound. Unfortunately, she does not. Luckily, Daevan sees the problem coming and quickly doffs his swordsman’s cloak and swings it out towards the bard, hauling her in at the cost of two Story Points.
To increase character values, the following illustrates the costs of increasing Skills and Attributes:
Skills are increased by spending points based on the current points in the skill. Skills may only be increased if the skill has been used or practiced in the intervening time. In order to go from one rank to the next (e.g. Practiced to Competent) it is necessary to receive instruction or teaching from another character (PC or NPC) who has a rank in the skill at least equal to the new rank (i.e. to gain Competent in Tracking, one must be trained or work with someone who is at least Competent in that skill). It costs an additional amount of Story Points to go from one rank to the next. The cost to increase a skill is 1.5 times the current Skill points (not Total Skill) for Child and Young age categories, 2 times the current Skill Points for Adult and Middle-Aged, and triple for Old and higher Age Categories. The age modification is in place to illustrate the ease with which younger individuals can acquire new knowledge, and the difficulty for those “set in their ways” to do the same. The additional cost when going from one Rank to another is determined by the following chart:
	Rank
	

	Practiced
	2

	Competent
	4

	Expert
	8

	Master
	16

	Grand Master
	32


Attributes are increased in the same manner as skills, 1.5 times the current points in the Attribute for Young and younger, double for Adult and Middle-Aged, and triple for Old and older age categories. There is also an additional cost to go from one rank to the next, as illustrated by the following chart:

	Rank
	

	Poor
	2

	Average
	4

	Good
	8

	Superior
	16

	Exceptional
	32


Story points are earned by completing deeds of note. Defeating enemies, helping others, or even just good role-playing are some of the ways story points may be earned.
Attribute Deterioration

Primary attributes can decline over time with age, but they also decrease without use. A strong man shackled to a wall for months will not be the same powerhouse that he was before his forced immobility. A period of time where an attribute is adversely affected will lower the attribute by a point, based on the severity of the adverse situation, as noted below:
	Attributes
	Normal
	Severe
	Extreme

	Agility, Strength, Size: Immobilization without access to exercise
	1 Month
	2 Weeks
	1 Week

	Stamina: Adverse physical conditions w/o adequate food/shelter
	2 Weeks
	1 Week
	1 Day

	Mental: Sensory Deprivation
	2 Months
	1 Month
	1 Week

	Social: Isolation from others
	2 Months
	1 Months
	2 Weeks


Normal immobilization would occur when the character has the ability to move his limbs while restrained, while severe would be limited movement, and extreme indicates an inability to move his limbs at all. Agility and Strength may never fall below 2, while Size can never go below half the starting value.

For Stamina, adverse conditions without adequate protection can occur in a multitude of situations, including extreme cold or heat (arctic or desert climates), dank or damp surrounding (swamp or dungeon), or disease-infested areas. Normal indicates a lack of adequate food, drink, or shelter in an inimical environment. Severe can indicate extreme conditions or a nearly complete lack of food and water. Extreme indicates a situation where there is no food or dink available, or a highly unsafe environment (chained to a cell wall in a dank pit with standing water, for example). Unlike other physical attributes, Stamina can reach 0, and when it does, the character has died of exposure.
Sensory deprivation refers to an inability to access the normal senses for extended periods of time. The character cannot speak to others, read, or otherwise engage in mental pursuits.  Normal could include isolation in a dark cell, while severe may include loud noises in addition to isolation or other active attempts to disrupt normal thought patterns. Extreme can include bouts of forced sleeplessness and other forms of mental torture. Mental abilities cannot fall below 2.

Social isolation describes situations where the character is unable to interact meaningfully with others. Normal situations could include isolated contact (an occasional but regular encounter with one other person for normal periods of time), while severe would include situations where the character may see others but be unable to communicate with them, or those he contacts do not communicate. Extreme situations include complete and total isolation from any and all contact. Social abilities cannot fall below 2.

Attribute points lost to deterioration can be repurchased for ¼ the normal cost to increase Attributes, up to the original value.
Character Creation

Step 1: Concept

The first step when creating a character is to have an idea of what kind of character you would like to play. Since the ERPS has a very flexible creation system, you will very likely end up with what you were envisioning, so it’s a good idea to have an idea of where you’d like to end up.

Example: Diane wants to create a dashing, charming, swashbuckling ne’er-do-well. She wants him to be quick, charismatic, handsome, and quick-witted.

Step 2: Generate Attributes

Option 1: Point Allocation

Start with a value of 8 in each Attribute. Allocate points among any Attributes desired based on the following chart, which categorizes how powerful the characters are when compared to the average population.  

	Game Type
	Att Points
	Max Att

	Weak: Characters at or below average population
	30
	15

	Average: Characters at or slightly above normal population
	42
	20

	Heroic: Characters above normal population
	54
	20

	Super-Heroic: Characters well above normal population
	80+
	None


Often, the Weak and Average game types lend themselves to “real-life” scenarios, including many modern-day game types. The Heroic type lends itself well to most fantasy and other games where the characters are larger than life. The Super-Heroic description speaks for itself, with characters that are truly superhuman. This method ensures that any character has no true glaring flaws (as would be possible with random generation) and that every character generated using this method is fairly balanced. The GM can also lower this (for a campaign with weaker characters) or increase it (for a more powerful group of characters). Once the points are assigned, move to Step 3.
Option 2: Random Generation

Roll 2d10 and add the results together. (Option: If the result is 4 or less, then reroll). Write the number down, and repeat 3 times. This is your first set of Attributes. Repeat the whole process twice more. You should now have 3 sets of 4 numbers, ranging from 2 to 20. One of these sets will be your character’s Physical stats, one set the Mental stats, and another the Social attributes. Simply choose which set of numbers you would like to have in each of the 3 categories, and then assign one number to each Attribute in the set.

This method has more opportunities for higher values than the Point Allocation method, but runs the risk of having one or more abilities very low.

Example: Diane elects to use the Random Generation method, and rolls her dice, getting a 7 and a 4. She writes 11 down on a scrap of paper, and continues with her first set of numbers, getting a 14, 19, and 6. She continues rolling, and her next set is 17, 15, 14, and 11, and the last set is 9, 13, 11, and 7. She wants to be very charming, so her Social set is her top priority. She chooses the 17, 15, 14, and 11 set for her Social skills, putting the 17 in Influence, the 15 in Charisma, 14 in Appearance, and 11 in Presence. She chooses the first set to be her Physical set, giving the 19 to 
Agility, and the last set to Mental, with the 13 in Wits. 

Next, assign 4 points any way you see fit to the Attributes of your choice in each set. Use these points to shore up a weak spot, or to increase an already good ability to great heights, or just to bump each Attribute another point.
	Physical
	 
	Value

	Agility (AG)
	19

	Size (SZ)
	 
	9

	Stamina (SM)
	14

	Strength (ST)
	12

	Mental
	 
	Value

	Intelligence (IG)
	9

	Intuition (IT)
	11

	Will Power (WP)
	7

	Wits (WT)
	 
	17

	Social
	 
	Value

	Appearance (AP)
	15

	Charisma (CH)
	16

	Influence (IF)
	17

	Presence (PR)
	13


Example: Diane looks at her character’s weaknesses and strengths, and decides that Size 6 is just too small (wiry is one thing, frail is another). She adds 3 points to it to bring it to 9, which is Average. Her remaining point goes into Strength. She increases her Wits to a Superior 17, and leaves her Poor Will Power as is, since her character is just not going to be able to resist certain things. She adds 2 to her Presence stat, and one each to her Charisma and Appearance. Her modified stats appear to the right.
Step 3: Choose a race and culture

From the list of available races, choose a race that fits your idea, or one that complements your attributes, or whatever manner you prefer. All races have a stat modifier, so don’t forget to apply that modifier to your Attributes. Also note the Skill Modifiers under the Race section of the Skills sheet. Some races have Skills not listed in the regular groupings: simply write that skill at the bottom under the “Other Skills” heading, and your GM will help you decide which Attributes are appropriate for that skill. Also note any special abilities that your race possesses under the “Special” section of the Character Sheet. Any race that is not a Common Human has racial skill point requirements that must be spent, unless overruled by a GM. This indicates that growing up in that culture has guided the character’s development to a degree. Any leftover points are considered Free and can be used for any skill.
Example: Diane decides that her character is going to be an average human, since she likes the flexible skill possibilities and the Wits bonus. She changes her Attributes to reflect the 2 Wits and Intuition points she receives.

Step 4: Determine Character’s Starting Age

This step is important when allocating skill points, as the age of the character can affect both Attributes and Skill Points at the start. Decide the starting age of your character, and make any Attribute changes necessary, and also note the Skill Points at Start for your character.
	Age Group
	Attrib Mod
	Skill Points at Start
	Max at Start
	Equiv Human Age

	Child
	-2 ST, -4 SZ, +2 AG
	100
	5
	8-13

	Young
	+2 ST, +2 AP, +2 SM
	150
	8
	14-19

	Adult
	No Mod
	200
	10
	20-40

	Middle Age
	-2 AG, -2 SM
	250
	12
	41-60

	Old
	-4 PHYS, -2 WT, -2 AP
	300
	15
	61-80

	Venerable
	-6 PHYS, -4 WT, -4 AP
	350
	17
	81+


Example: Diane decides to make her character an Adult. There are no Attribute modifiers, and her skill points at start are 200. She can place a maximum of 10 points in a single skill at start.

Step 5: Fill in the Attribute information

Now that your final Attribute scores are chosen, fill in the proper Title, Bonus, and Skill Points associated to that value, and determine your Fortitude, Essence, and Initiative Bonuses.  

Example: Diane fills out her Attribute section of her Character Sheet, and it now looks like this:
	Physical
	 
	Value
	Title
	Bonus
	Skill Pt
	Fortitude:
	15

	Agility (AG)
	19
	Superior
	2
	4
	   (SM+SZ+WP) / 2

	Size (SZ)
	 
	9
	Average
	0
	2
	

	Stamina (SM)
	14
	Good
	1
	3
	Essence:
	17

	Strength (ST)
	12
	Average
	0
	2
	   (SM+PR+WP) / 2

	Mental
	 
	Value
	Title
	Bonus
	Skill Pt
	

	Intelligence (IG)
	9
	Average
	0
	2
	Initiative:
	4

	Intuition (IT)
	13
	Good
	1
	3
	 (AG Bon + Wt Bon)

	Will Power (WP)
	7
	Poor
	-1
	1

	Wits (WT)
	 
	19
	Superior
	2
	4

	Social
	 
	Value
	Title
	Bonus
	Skill Pt

	Appearance (AP)
	15
	Good
	1
	3

	Charisma (CH)
	16
	Good
	1
	3

	Influence (IF)
	17
	Superior
	2
	4

	Presence (PR)
	13
	Good
	1
	3


Step 6: Allocate Skill Points

Next, allocate the Skill Points according to your characters race and age, as found in the Races section. The points are assigned per category and may be assigned to any skill in that category according to the chart below. 
	Skill Points
	Cost

	1-4
	1

	5-8
9-10
	2

3


Thus, in order to achieve rank 10 in a skill when creating the character, it would cost a total of 18 skill points.

Additionally, each race has free points which may be used to increase any skill. Points may be taken from a category and used elsewhere on a 2-for-1 basis (thus, a Wild Elf may elect to use 2 Artistic points to raise Ambush by 1 point). Common humans have the advantage of all points being considered free.

Example: Diane begins to make her character, and starts to allocate her 200 points among the various skills. She immediately puts 10 points into Bluff, Seduction, Streetwise, and Diplomacy.  She has spent 72 points, and she has 128 left to spend. Her Influence Skill area now appears thusly:

	Influence
	 
	Attrib
	At Bn
	Race
	Skill
	Total

	Bluff
	 
	IF/CH
	5
	
	10
	15

	Diplomacy
	
	IF/CH
	5
	
	10
	15

	Intimidation
	
	PR/CH
	4
	
	 
	4

	Seduction
	
	AP/PR
	4
	
	10
	14

	Streetwise
	 
	IT/WT
	5
	
	10
	15


Step 7: Choose Your Equipment

Your character is allowed to have any reasonable gear appropriate to the character’s age, all of non-magical variety. This could include a mount of any type. Things that would not be allowable would be a large ship, fleet of wagons, large castle, etc. Any gear that can comfortably be carried by your character and mount are allowed, subject to the maximum value by age group as shown in the chart. This maximum value is the highest amount any single item can cost (i.e. it is not the maximum amount of money that could be spent in total for all items). The chart also indicates the amount of coins a person that age group begins with. Note this on your Equipment sheet, and enter the stats for any weapons and armor carried. Your GM may allow other special, magical, or well-made gear as he desires.
	Age Group
	Max Item Value
	Starting Coins

	Child
	1 sp
	1-10 tp, 1-2 cp

	Young
	50 sp
	2-20 cp, 2-20 bp, 1-10 sp

	Adult
	500 sp
	3-30 bp, 4-40 sp

	Middle-Age
	1000 sp
	4-40 bp, 12-120 sp

	Old
	Unlimited
	4-40 bp, 20-200 sp

	Venerable
	Unlimited
	4-40 bp, 40-400 sp


Example: Diane decides that her character won’t have much in the way of armor, so chooses a rigid leather tunic, soft leather sleeves and leggings, and no helm, which would only serve to muss her character’s hair. She notes down a rapier, 2 dirks, and 6 throwing daggers (to be secreted in various areas), as well as 2 sets of fine clothes, traveling clothes, a wide-brimmed hat (with plume), light riding horse, 2 saddlebags, 3 large pouches and one small pouch, various love letters from admirers, pen and ink, and 2 wineskins, none of which exceeds the 500 sp maximum per item limitation. She continues scanning the equipment lists to see if anything else strikes her fancy.

Step 8: Determine Characteristics

Your character now has everything he needs to begin his adventures: Attributes, Skills, and the equipment needed. Now, the character needs a name, height, weight, and other incidentals that round the character out.  A picture to represent the character, a detailed background, and other things help flesh out the character and can help truly bring that character to life.

Example: Diane decides on the name Joquil for her roguish ladies’ man.  He is fairly short (as a SZ 9), standing 5’6”, and weighing 160 lbs. He has black hair, green eyes, and is 22 years old. She begins thinking of a background for her character, and thinks that an orphan raised in a brothel is a good place to start….


Skills

All characters have skills, which measure the combination of talent (attributes), heritage (racial bonuses), and training (skill points) that a character has in any given pursuit. The Skill Description list is not exhaustive; more skills and lore are possible than is chronicled here. If a player would like a skill that is not listed, add it as a secondary skill and the GM will determine the appropriate Attribute modifiers for the skill (such as Agility and Intuition for Tailoring).  Each skill description below gives an overview of the skill, the Opposition value, and may include specific results for Extraordinary or Critical success and failures.
Skill Checks
Skill checks are performed by adding the total Skill value to a d10, which is compared to either a Passive difficulty or an Opposition roll. Passive checks are generally for obstacles not involving another sentient being – a cliff face to be climbed, a trap to Spot, etc. An Opposed check involves another creature attempting to stop or avoid the event. Exceeding the Passive difficulty value or the Opposition roll ensures success (with spectacular results possible for far exceeding the number needed). An Passive check is based on the Difficulty of the attempt (a Hard lock, for instance, has a difficulty number of 14), while for an Opposed check the Attribute of the target of the skill check (the Wits of the guard being Bluffed, for example), the value of which is added to a d10 roll.  

	Difficulty Ratings:

	Simple
	6

	Easy
	
	9

	Average
	13

	Hard
	
	17

	Very Hard
	21

	Extremely Hard
	25

	Absurd
	29


Example: Freka looms over Daevan, using her size and weapons to attempt to Intimidate the rogue, an Opposed check. Her Intimidation score is 14, and she rolls a 9 on her skill check for a total of 23. Daevan’s Will Power (the Opposition skill of Intimidation) is 11, and he rolls a 2 for a total of 13. Daevan is sufficiently intimidated by the Northerner to return the jeweled dagger that he slipped from her belt.
Passive skill checks can succeed automatically if the difficulty of the check is 2 steps below the character’s skill level. For example, the Grey Man, a Master at lockpicking, can automatically pick any lock of Average or lesser difficulty. However, under stressful circumstances (the Grey Man has 4 Shadow Squirrels running up his legs while picking the lock), a roll is required. Combat and opposed skill checks can never automatically succeed.  
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Optional Rule: Open-Ended Rolls

With this option, any roll of 1 or 10 indicates that the roll is open-ended, either high (when a 10 is rolled) or low (when a 1 is rolled). This allows for extremely lucky or unlucky occurrences or one-in-a-million longshots to happen. High open-ended rolls begin when a 10 is rolled and continue until a 10 is not rolled. When the initial 10 is rolled, the die is rolled again and added to 9. As stated, if a 10 is rolled, it once again is rolled and added to the result, until a 10 is not rolled.

Example: Daeven, being a favorite of the Goddess of Luck, finds himself alone against a rampaging Wurm with only a light crossbow. He shoots and rolls a 10 on his attack roll. He rolls again and adds the result to 9, and gets another 10, for a total of 19. He rolls five more times, getting a 10 on every roll, until he finally rolls a 6 on the last roll. He ends up with a 65 on his attack roll, and the bolt pierces the Wurm in the eye and slays it outright.
Low open-ended rolls happen when a 1 is rolled. The dice are re-rolled, and the result is subtracted from 2. If the re-roll is a 10, then the rules for a high open-ended roll take over. Thus, with one roll of 1, 2 rolls of 10, and one roll of 3, the end result is -21 and a terrible bout of ill-luck.
Extraordinary/Critical Success and Failure

Any skill check that is greater than 5 than the Opposition roll is an Extraordinary success, while a roll that succeeds by more than 10 is a Critical success. Any roll that fails by more than 8 is a Critical failure (there is no Extraordinary failure). In many cases, the result of this is up to the GM’s discretion (Daevan is so intimidated that he soils his breeches), while in other cases (such as combat skills) the results of extraordinary success or failure are specified.
Skill Descriptions

Artistic

Acting – Refers to the ability to entertain others with spoken word, whether telling tales, performing in a play, or similar. It can also be used in combination with Bluff to attempt to pass oneself off as another person. Opposed by the difficulty of the performance OR the Intuition of the person being lied to or attempting to penetrate the act. Masters or higher levels of this skill allow the character to use Acting instead of Bluff, Inspire, or Intimidate for those type of checks.
Composition – This skill involves the ability to create new works of art, including music, poetry, plays, and the like. When composing, the artist chooses the “difficulty” of the work – easier works are less noteworthy and easier to perform, while a Hard or Very Hard work might spread far and wide, performed by only the finest of artists. This choice decides the level of the Opposition roll. Master and higher levels may gain a Fame point for producing a Very Hard or higher work.
Dancing – Bonus for moving gracefully in prescribed movements, for the entertainment of others or dancing with a partner. It is sometimes used in combination with Rituals involving ritualistic dance (such as a Rain Dance). Opposed by the difficulty of the dance or Ritual. Those with Master or higher skill gain a +1 to Evasion actions.
Drawing/Painting – This spell is used for creating art with pictures, from charcoal sketches to oil paintings. Like Composition, the artist chooses the difficulty of the work, which becomes the Opposition roll. Master and higher levels may gain a Fame point for producing a Very Hard or higher work.
Instrument – Skill involving the ability to play an instrument well. Instruments include flutes, pipes, reeds, lutes, drums, harps, and others. Separate skill is not required for separate instruments. It is also often involved with Bardic Magic. Opposed by the difficulty of the music. There are different categories of instrument: Percussion, Stringed, Wind, and Brass. For every 2 points put into this skill, the player can choose a category to be experienced in. An Expert or better may earn an automatic 1-10 silver pieces by performing in public for an hour.
Singing – The ability to entertain with song. It is also often used with Bardic Magic. Opposed by the difficulty of the song. An Expert or better may earn an automatic 1-10 silver pieces by performing in public for an hour.

Combat

Armor Use – Skill used to determine how acclimated to the weight and awkwardness of armor a character is. Certain armors require high levels of Armor Use skill, or risk high penalties to the character’s Evasion skill. Master or better practitioners may don their armor in half the time.
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Directed Spells – Bonus to strike a foe with a bolt or similar spell. Generally, Directed Spell attacks may only be Opposed by Shield Blocks or Evasion (although certain magical weapons are able to parry spell attacks).
Disarm – Bonus to disarm an opponent’s weapon. A successful Disarm roll forces the opponent to roll an Agility Check against a difficulty equal to the Disarm skill. If the Agility check fails then the weapon is disarmed and lies at the opponent’s feet. An Extraordinary or better success allows the disarming party to move the weapon up to 10’ away. A Critical success on the initial Disarm check removes the Agility check (automatic disarm). Critical failure means the disarmer must make an Agility check (opposed by his target’s weapon skill) to retain his own weapon.

Evasion – Skill used to avoid blows and dodge attacks. It is commonly used as a defensive action in combat. Heavy armor or weight can reduce a character’s Evasion skill bonus, making it more difficult to Evade attacks.
Grappling – Bonus to perform the Grapple attack. If a successful Grapple attack is made against the target’s Grappling or Size scores (whichever is higher), then the opponent is considered to be in a Partial Hold. A partially held opponent moves at half speed, has a -2 to all actions, and cannot use the Evasion defense option. If the Grapple attempt is an Extraordinary success, then the opponent is considered Held. A held opponent cannot move or attack, but can only attempt to break the hold, unless they are using a Small sized weapon, which they can use to attack the Grappler at -2. After the initial round, the opponent makes either a successful Grapple roll to escape, or suffers the effects the attacker wishes to perform:

Disarm – Another successful Grapple roll will disarm the held opponent.

Hurt – Inflict 2 points of Crushing damage, plus an additional amount equal to the attacker’s Strength bonus. If the attacker has a Bite attack, it may automatically hit and deliver normal damage.
Strangle – Force a Stamina check each round (opposed by Grapple skill); any failure indicates unconsciousness. After five consecutive rounds of being held, the person being strangled suffers a cumulative -2 penalty to the Stamina check each round thereafter.
Mounted Combat – Bonus when attempting to attack from horseback, or from another similar animal. Any attack made from horseback uses either the Mounted Combat skill of the attacker, or their Weapon Skill, whichever is lower. Mounted Combat skill can never be greater than the character’s Riding skill.
Shield Use – Bonus used to block a blow from a weapon. For more information about shields in combat, see the Combat section. This skill is also used for performing a sudden blow with a shield. A successful shield bash inflicts Crushing damage, and also forces the opponent to make a Stamina Check (Average difficulty) or be stunned for a round. Critical success indicates that the target is automatically stunned for d10 rounds.
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Striking – Bonus for attacks made bare handed. If a mailed gauntlet is worn, it adds a +1 bonus to Strike attack damage.
Two-Weapon Combat – Bonus for using 2 weapons at once. The Two-Weapon Combat bonus is used as a limit of the Weapon Skill that can effectively be used. This is calculated by multiplying the weapon bonus and Two-Weapon bonus and dividing by 20.  Thus, Aravan has a 20 Broadsword, 14 Dirk, and a 14 Two-Weapon Combat bonus. His effective bonus with the Broadsword is 14 (20 x 14 = 280, 280/20 = 14) while his Dirk bonus is 10 (14 x 14 = 196, 196/20 = 10). The two-weapon fighter can attack with both weapons, parry with one and attack with the other, or parry with both.
Focus Magic

Generally, Focus Magic checks are opposed by the difficulty of the spell being attempted.

Bardic Magic – Skill used when attempting to perform extraordinary effects with the use of song or instruments. See the Matters of Magic tome for more information.
Dream Magic – Skill used when attempting to use dreams as augurs, communication, or to bring oneself into the Dreamworld. The bonus in Dream Magic is the effective skill percentage that the Dreamer can use in the Dreamworld, and is calculated in a similar manner to Two-Weapon Combat. Thus, a Dreamer with a 14 Dagger skill and 16 Dream Magic has a bonus of 11 (14 x 16 = 224, 224/20 = 11) when in the Dreamworld. See the Matters of Magic and Dreamworld sections for more information.
Rituals – Skill used when attempting to create magical effects by using Rituals. See the Matters of Magic tome for more details.
Runes – Skill used when using the power of Runes for magical effects. See the Matters of Magic section for more details.
Totems – Skill used when generating magical abilities and to create fetishes using the power of the caster’s spirit guide, whether animal or demon. See the Matters of Magic tome for more information.

Influence

Bluff – Bonus for attempting to convince others of falsehoods. Bluffing is Opposed by the listeners’ Wits rank. Thus, Joquil, a Master Bluffer (skill 18), is plying his trade. Rothbain the Slow has Wits of 8; he has no chance to decipher Joquil’s tales (his 8 plus d10 will never beat an 18 plus a d10). Rothbain believes that Joquil is really the cousin of the King, and allows him to slip into the castle gate.
Diplomacy – Skill used when attempting to treat with individuals without causing unintentional insult, usually while seeking aid of some sort. The opposition roll is the difficulty of the particular encounter, which can vary (well-disposed people towards the speaker are Easy, the misogynistic enemies dealing with a female envoy are Extremely Hard). Ardwyn, with her Novice Diplomacy, doesn’t realize the Nomadic People of Saltsea are insulted by eye contact, and her roll of 2 plus her skill of 3 indicates a failed Diplomacy Check. Her listeners are becoming offended, and will not listen to her pleas for aid.
Inspiration – Bonus to convince others to perform an action based on appealing to altruistic motives. Inspire is opposed by the listeners’ Intuition, as the speaker is attempting to influence through emotional appeal rather than overcoming someone’s Will. Sir Barrington, an Expert at Inspiration, attempts to rally the smallfolk of Effol’s Village to stand firm in the face of an attack from the marshmen. His roll of 3 plus his skill of 15 is enough to overcome the Intuition check of the listeners, and with a hearty cheer the villagers heft their farm implements and prepare to face the invaders. Master or higher levels also give those they Inspire a +2 to any single roll they make within 5 minutes.
Intimidation – Bonus to attempt to convince others to perform an action based on fear of the Intimidator. Intimidation is opposed by the target’s Will Power. An example of this skill in action is given under the Skill Checks section. Master or better levels of Intimidation can force an Intimidation check automatically with an opponent they are engaged in melee combat, once per fight.
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Seduction – Skill used when attempting to manipulate an individual emotionally, usually suggestively. Often used when trying to woo someone, or convince someone that the Seducer is in love and just needs this one favor. The Seduction is opposed by the target’s Will Power. Steelleg, a Novice Seducer, is trying to convince Jaka that she needs to marry the valiant gnome warrior. His roll of 5 plus his skill of 2 means that Jaka doesn’t even need to bother rolling; her 10 Will Power is more than enough for the bemused bard to withstand Steelleg’s “charms”.

Knowledge
Any Master or better level of a Knowledge skill other than Streetwise may make a Very Hard check to see if they have a book or scrap of information about a subject under their area of expertise.
Alchemy – Skill used for creating potions, poisons, elixirs, mixtures, and other chemical processes. Often used with a scientific or magical skill to create mystical potions. Opposed by the difficulty of the creation.

Geography – Bonus for knowing information about a region, its people, culture, and boundaries. Opposed by the difficulty of the situation (familiar areas are easier, unfamiliar more difficult, alien areas much more difficult).

Herbalism – Bonus for knowledge about herbs, including how to find them, prepare them, and use them for their various effects. It is often combined with Alchemy to create poisons or healing elixirs. Opposed by the rarity of the herb.

History – Skill used to recall historical information or to recall important figures or events in history. Opposed by the difficulty level (based on the obscurity of the information; general information is Easy, the 4th son of the little-known ducal legate Extremely Hard or worse).

Linguistics – Skill used to learn new dialects and languages, and to determine the number of languages known when a character is created. It is opposed by the Difficulty of the language to learn (related are Easier, complex languages Hard or worse). A Linguistics roll can be made per week when attempting to learn a new language: each successful roll increases the rank of the language one step. Thus, Freka begins to teach Cilandra Old Valdonian. Cilandra succeeds at her Linguistics roll, so in the first week she goes from None to Novice in Old Valdonian. The next week, she again succeeds, and is now Practiced. The third week, she fails her roll, so does not gain any more skill, but could continue trying.
The rank and effect of knowing a language is as follows:

Rank

Description


Novice

Can speak and understand simple phrases.


Practiced
Can speak and understand simple ideas and concepts (5th grade level)


Competent
Can speak and understand ideas and concepts (9th grade level)


Expert

Can speak and understand complex ideas and concepts (college level)


Master

Can speak and understand esoteric ideas and concepts (scholarly level)
The number of languages known at the start of the game is determined by the following chart, and the competency of each is equal to the character’s rank of Linguistics at start. Note that a native speaker’s language is always known at a minimum of Practiced.
	Rank
	Number of Languages

	Novice
	1

	Practiced
	2

	Competent
	3

	Expert
	5

	Master
	8


Metallurgy – Skill used to measure knowledge of metals. It is often used to determine the quality of a metal weapon or armor, or to determine the quality of a type of metal. Generally an Average difficulty opposition, unless the metal is obscure.
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Religion – Skill used to recognize religious symbols and practices. It is often used in conjunction with Devotion Magic by priests and other faith practitioners. Opposed by rarity of the religion (expressed as a Difficulty level). Also can be used to oppose the Bluff attempt of someone to pass themselves off as a person of a particular faith.

Streetwise – Skill used when attempting to gather information from the street (rumors, etc), find specific areas or types of people in a city (brothels, crime lords), or realize that one has entered into a bad section of town. Opposed by the difficulty of the situation; hometowns are Simple; unfamiliar towns are more difficult to determine (Average), while completely unfamiliar surroundings (different culture) can be Hard or worse. Joquil, having grown up in a brothel, knows where to go in the city for a good time; a successful Streetwise roll shows him the way to the nearest one, while another Streetwise roll would make him realize that he just entered into a dangerous gang-filled area. A Master or better level allows for a Very Hard check to be made to determine if the character has a contact in the area.
Tactics – Bonus for activities involving tactics; includes determining a defensible position, playing a game of chess, or orchestrating a siege. The difficulty varies from situation to situation. Master or better levels who have time to plan attack tactics give all friendly participants a +2 to their first attack rolls.
Leechcraft

Diagnosis – Skill used to determine the type of disease, level of injury, or whether someone is afflicted with a poison, among other things. A successful Diagnosis check prior to applying any healing spell or ointment adds 1 point to the overall effect of the attempt. Opposed by the difficulty of the diagnosis (generally Average, unless the symptoms are difficult to detect).

First Aid – Skill used to bind wounds and attempt to heal injuries using healing kits. The amount of Fortitude recovered is equal to 3, plus the modifier of the kit Rank. Thus, a Feeble kit heals 1 point, while a Superior one can heal 5. Only one First Aid application is allowed per injury. The Difficulty is generally Average; Extraordinary success heals an additional point, while a Critical success adds an additional 3 points. Critical failure inflicts 3 points of additional damage.

Treatment – Skill used for long-term healing, or extensive medical procedures. Treatment requires proper facilities be present, with clean water, linens, leeches, herbs, and other supplies. Treatment rolls are made once per week, opposed by the difficulty (Average for general recovery). To heal Fortitude, a number of points equal to the skill in Treatment are returned per week with a successful Treatment check. Thus, Tirmelon, with Expert (15) Treatment, can heal up to 15 Fortitude points in a patient per week. Treatment can also be used to combat disease, with the check being opposed by the rank of the disease. Thus, the Rat Fever, a Good Disease, is Hard to treat. See the Disease section for more information about the treatment of illnesses. Extraordinary success adds an additional 5 points of healing (or halves recovery time from a disease) while Critical success adds an additional 10 points of healing (or quarters recovery time). Critical failure inflicts an additional 3 points of damage over the course of the week.
Magical

It is rare for a Magical skill check to occur, but they can be used to attempt to identify the spell being cast by another. The difficulty of this type of skill check is the difficulty of the spell being attempted by the caster.

Alteration – Skill used when using magical effects to alter the state of an existing thing, such as changing the caster’s shape, shaping a rock into a perfect sphere, or turning water into wine.
Conjuration – Skill used when using magical effects to summon creatures or objects.
Divination – Skill used when attempting to gather information from sources outside of the caster, such as reading tea leaves, decipher the future from dreams, or read another’s mind.
Enchantment – Skill used when imbuing an object or person with a spell or effect, whether a curse, an enchanted sleep, increased attributes, or the like.
Evocation – Skill used to cause effects from nothingness, such as a bolt of fire from a palm, a shimmering hammer of faith, or a mystical steed.
Necromancy – Skill used when working with the bodies of living or dead beings. This is used for both healing and turning the dead to Undead.

Mechanical

Mechanics – Skill used to construct, understand, and fix mechanical objects, such as locks. Opposed by the difficulty of the project.
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Pick Locks - Skill used to open locks using the proper tools. The chance to open is opposed by the quality of the lock.
Traps – Skill used to set and disarm traps. The rank of the Trapper determines the quality of trap he can construct, and how difficult they are to Spot. The skill value of the trapper determines the difficulty of disarming the trap. 
Outdoor

Animal Handling – Skill used when attempting to work with a single animal (multiple animals would require Herding skill), whether training it, soothing it under upsetting circumstances, or the like. Opposed by the Will Power of the animal.

Foraging – Skill used to find edible food and potable water in the wild. A successful Forage roll requires one hour and will find 1 day’s worth of food per rank of Forage. Thus, an Expert Forager could feed 4 people per day, per hour of Foraging. Generally it is an Average difficulty check, although circumstances can vary (foraging on a farm is Simple; foraging in a desert is Extremely Hard).

Hunting – Skill used to successfully gather animals for use as food. The ability to create snares (Mechanical skill Traps), or a ranged weapon of some type, is required to successfully Hunt, and each attempt takes 1 hour. A successful Hunting roll will provide enough food for 2 people per rank of Hunting. Opposed by the scarcity of game (which determines the Difficulty). This skill also covers the skinning, dressing, and other attempts to harvest the anatomical features of the prey.
Navigation – Skill used to successfully orient oneself to know which direction the navigator is traveling, to determine the best route to take, and the like. Opposed by the difficulty of the conditions (clear night might be Easy, while a thunderstorm might make it Very Hard).

Riding – Bonus for moving while atop a horse or similar domesticated animal. Unfamiliar animals will cause a -4 penalty to Riding until a week of riding the animal has passed. Generally this is only opposed when attempting a difficult maneuver (getting a horse to walk is Simple, trot is Easy, gallop is Average, jump an obstacle Hard, and the like)
Perception

Appraisal – Skill used to determine the market value of an item. This is usually used in instances where there is no clear skill that would be used to evaluate an item; for instance, a horse could be evaluated with Riding, a weapon by the appropriate Weapon skill, or the like. This is generally an Average difficulty roll, but may vary with unfamiliar items.

Search – Skill used to find objects or clues in an area with active searching. Opposed by the difficulty of the hidden items, Disguise skill of a disguised foe, or Stalk rating of a hidden foe.

Spot - Skill used to notice things out of the corner of one’s eye, or to notice a Stalker, Disguise or Forgery. Close scrutiny of a Disguise may involve Search, as Spot is the passive observation skill, while Search is the active skill. Thus, Jamethiel, an Expert (15) Stalker, is edging past a palace guard. Her Expert level plus a roll of 5 gives a difficulty of 20 to Spot her. The guard, with a 10 Spot, has to roll a 10 to notice the danger.
Track – Skill used to follow the marks of passing creatures. The time required between Tracking rolls is determined by the Rank of the tracker:

Rank



Time between Checks



Novice



6 rounds



Practiced


10 minutes



Competent


1 hour



Expert



6 hours



Master



1 day



Grand Master


1 week

[image: image32.jpg]


Tracking is also used to glean information from the tracks, such as their age, amount of creatures in the group, etc. The Opposition roll is made based on the difficulty of the situation (old tracks, city streets, etc).
Physical

Acrobatics – Skill used to determine the success of intricate physical maneuvers, such as tumbling, falling with injury, and the like. This is Opposed by the difficulty of the maneuver. If used in combat to dodge blows, this skill can be used as a bonus to the player’s Evasion. An Average check is made (Hard for 2 or more foes) and the amount of success on the roll is added to the player’s Evasion skill.

Example: Vaana’s Acrobatics skill is 15. She announces that she is using her skill to dodge the rain of blows coming at her from an enraged tavern patron. She rolls a 7 on her Acrobatics check, so her skill check of 22 minus the Opposition roll of 5 plus 10 (for the Average difficulty) equals 7, which is added to her Evasion skill.
Climbing – Bonus to attempts to climb trees, mountains, cliffs, pit walls, and the like. The difficulty of the climb will vary from Simple (ladder) to Extremely Hard (sheer cliff with few handholds).
Jumping – Bonus to successfully leap from one point to another. The following chart shows the distance and difficulties involved, based on the jumper’s height:



Distance


Difficulty



Height in feet/2


Simple



Height in feet


Easy



Height in feet +1’

Average



Height in feet +2’

Hard



Height in feet +4’

Very Hard



Height in feet +6’

Extremely Hard



Height in feet +8’+

Absurd

Running – Skill to performing both speed running and distance running. A character can normally run up to 3 times their normal speed, while a successful Running roll would enable movement at 4 times (Average) or 5 times (Very Hard) walking speed. The roll would need to be made every 2 rounds to maintain the speed. Distance running allows the character to move at 3 times walking speed for an hour per successful check (Average difficulty).
Swimming – Skill used to swim across large or swift-moving bodies of water. Any Novice can stay afloat in calm water and not drown, provided that he is wearing no armor. Checks would be made in situations where the character is wearing armor, trying to make headway against a current, or the like. Weight of gear and equipment is the main factor in determining difficulty:



Weight


Difficulty




Less than 5 pounds
Simple




5-10 lbs


Easy




11-20 lbs

Average




21-40 lbs

Hard




41-60 lbs

Very Hard




61-80 lbs

Extremely Hard

Failure indicates that the swimmer has begun to drown, and needs to make another Swim check the next round or begin losing 3 Fortitude per round.

Scientific

Opposition to all Scientific rolls uses a difficulty based on the scarcity of the knowledge. Any Master or better level of a Scientific skill other than Streetwise may make a Very Hard check to see if they have a book or scrap of information about a subject under their area of expertise.
Anatomy – Skill used to know and understand functions of living creatures. It is often used in conjunction with healing, necromancy, and the like.
Astronomy – Skill used to make judgments based on the positions of stars. Used in magic as well as Navigation.
Botany – Skill used to identify and understand the functions of plants. It is often used in conjunction with Herbalism.
Engineering – Skill used to design and understand complex machinery and mechanisms. It is often used in conjunction with Traps and Mechanics to produce more complex mechanisms.
Geology – Skill used to recognize and identify rocks, gems, and other minerals. It is often used in conjunction with Mining.
Meteorology – Skill used to study, analyze, and predict the weather. It includes both the scientific study and the intuitive feelings that most animals have when certain weather conditions are imminent.
Necrology – Skill used in understanding death, the preservation of tissue, funereal practices, and decay. It is used by races that preserve their dead through mummification and Necromancers as well.
Pyromancy – Skill used in the study of fire and its applications. It is often used with Alchemy and Evocation to create magical or potent effects.
Zoology – Skill used in the study, identification, and understanding of animal species.  

Spirit Magic

Devotion – Measure of the devotion and faith that an individual has in their deity. It is used in Faith magic to produce extraordinary effects through the grace of the spirit to whom the individual is devoted to. Prayers are more likely to be answered when coming from the devout.
Harmony – A measure of how connected to the forces of Nature an individual is, including plants, animals, weather, etc. It is used by Nature devotees to power their abilities. Devotion is to a singular spirit; Harmony is the degree of connectedness to all of Nature.
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Subterfuge

Ambush – The skill used to make a precise attack when the target is unaware of the attacker, and is Opposed by the target’s Spot skill. Success indicates a bonus to the attack roll equal to the amount of success on the Ambush roll, and the hit location is chosen by the ambusher. Any Ambush must be preceded by a successful Stalking roll, and any failed Ambush roll means that the attack is resolved normally. An Extraordinary success means the ambusher can ignore any damage reduction from armor. A Critical success means an automatic critical is dealt by the attack (regardless of actual results of the attack roll) as well. A Critical failure means an immediate Weapon check must be made or the weapon is broken and useless.

Example:  Daevan has successfully snuck up on the tower guard who is wearing chain armor. He rolls his 14 Ambush skill (getting a 4) against the target’s 10 Spot skill (with a result of 6). He attacks with a +2 to his roll and chooses the Hit location. Had he rolled a 9, he would achieve an Extraordinary success, attacked at +7, and ignored his target’s armor damage reduction.
Disguise – Skill used to disguise someone to appear as someone that they are not. Attempting to impersonate a specific individual cuts the chance of success in half. The rank of Disguise determines the difficulty of spotting a disguise. Thus, Glymm is attempting to pass himself off as a member of the Royal Gnomish Navy. He is a Practiced (7) Disguiser, and can only make Poor disguises. His disguises are relatively easy to spot.
Forgery – Skill used to create forged documents, money, signatures, orders, and the like. Forging something like a painting would require both Forgery and Painting skill. Generally, a forger needs to have access to originals to base his forgeries off of, or else he will automatically fail. The attempt is only opposed when an attempt to Spot the forgery is made. The roll becomes the difficulty of spotting the forgery.

Sleight of Hand – Bonus for producing feats of trickery and misdirection. Picking pockets, simple “magic” tricks, palming gems, and the like fall under this skill. The rank in Sleight determines the difficulty of Spotting the attempt. For example, Gnute tries to slip Valekyri’s dagger from her boot to get the shiny rock from the hilt. Gnute is an Expert (15) at Sleight of Hand, so Val has to roll pretty well against her 8 Spot to notice the theft.
Stalking – Bonus for staying hidden, while moving or standing still. All Stalking movement rates are half normal. The Stalk skill check determines the difficulty of Spotting the hidden person.

Weapon Skills

All Weapon Skills are used extensively in combat, and the skill rating is the wielder’s bonus to attack on a given blow. In addition, weapon skills are broken down into particular types (e.g. Slashing, Thrusting, Two-Handed). When using a weapon, the character has the option of using the average of the weapon skill for that type, if his skill in the weapon he is using is lower than this average. This is due to the fact that while a character may not have trained with a particular weapon, the similarities between this and other weapons in the group gives him an advantage over someone who has never used a weapon of that type. For example, Joquil is an Expert with the rapier, and his average weapon skill in Thrusting weapons is 10. His rapier breaks, and Joquil scoops up a smallsword. While he has never trained with this particular weapon, the similarities are such that he can use smallsword with his average skill (10) instead of the smallsword bonus (8). See the Combat section for details about weapon skills and how they are used in combat.
Skill Deterioration

Skills are learned and grown from repetition and practice, as the mind and body adapt to new information and situations and experience builds the depth of ability. Unfortunately, time is the enemy of knowledge, and a lack of practice takes its toll on the abilities of everyone. Even worse, the most skilled are those most prey to a slipping in their ability, as the constant practice that built their skill to the highest levels means that, once the repetition is removed, theirs is the fastest to fall.
The following chart illustrates the amount of time that practice must occur to be considered “regular”, as well as the amount of time without regular practice that triggers a point loss.

	Skill Rank
	Regular Practice
	Deterioration

	Grand Master
	Daily
	2 Weeks

	Master
	Every other day
	1 Month

	Expert
	Twice Weekly
	2 Months

	Competent
	Weekly
	6 Months

	Practiced
	Monthly
	1 Year


Novice ranks do not deteriorate. When a character undergoes a period of time without regular practice equal to the deterioration point, a point in that skill is lost.  
Example: Joquil is imprisoned after a rather unlucky string of adventures. Chained to a wall and isolated, he is unable to practice nearly all of his skills for 3 months. Those skills that he was a Master in have lost a maximum of 3 points (possibly putting him into a lower category). His Expert skills have all dropped by a point.

Skill points lost to deterioration can be repurchased at ¼ the normal cost, since it is easier to reacquire knowledge lost than it is to learn something anew.
Races

Far below ground, a rhythmic tapping of metal on metal echoes through a stone chamber, and the red-hot metal bar shines its light in the thick-haired face of a dwarven master smith.  Far to the north, a long-limbed hunter slips from behind an outcropping of stone and readies his spear, thick arms rippling with muscle as a snow leopard sniffs suspiciously at the wind. Deep in the vast, overgrown forest, a slender girl climbs into an ancient oak, quick and lithe, to spend the day chatting with the birds, their calls ringing in her pointed ears. High in the mountains, the rainbow plumage of a winged figure flashes like the gold bracelet decorating her arm as her talons grip a narrow shelf of stone.  Hidden in a vast black tower, a slim chalk-white man focuses his purple eyes onto an ancient book filled with strange and sinister characters.

There are many sentient races in the world, inhabiting every climate, struggling to survive in a hostile world. Some races are far-flung, yet so separated by distance and culture that there is little resemblance between members of the same race. Others huddle in tight enclaves, hardly daring to allow intruders know of their existence. Many races and cultures are presented here, and can serve as the basis for other races that your imagination may wish to realize.
Dwarf
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Th’ first thin’ ta understand, boy, is that yer people are a race a’ builders, of workmen, crafters, ye see. Our Lord God created us wit’ ‘is hands, an’ we bin workin’ jest like ‘im ever since. When a Dwarf is born, th’ first thing his da puts in ‘is hands is a hammer. Warlike, th’ fairies call us marchin’ ‘bout in steel wit’ an axe an’ braided beard. Pah!  Axes’re made fer the fellin’ a’ trees, boy, aye, an’ a hammer is made to bend steel ta yer will. Armor keeps a spare ember from burnin’, and tha braided beard is ta keep it outta harm’s way. When yer grandfathers was attacked, they fought wit’ the tools in their hands, their hammers an’ their axes. Same’ll be good enough for ye as well – but damned if we haven’ improved on ole Grandda’s tools.

Some (including the dwarves) call this the oldest humanoid race of the world, dwelling deep in the mountains and hilly areas that they love. Gruff and dour for the most part, dwarves are an isolated race, tending to keep all others at arm (or axe) length, for they tend towards suspicion and paranoia. Stories tell of dwarven cities and nations that stretched for miles below ground, thriving in trade with other races, mingling and sharing the joys of their fine crafts with all they met. As the years passed, however, the dwarven cities were overrun by foul creatures from the Deeps, the nations shattered by wave upon wave of foemen, and the dwarven heart became hardened to any not of dwarf-kind, as betrayals and supposed betrayals left the scattered dwarven enclaves suspicious of all. Slow to reproduce, dwarven numbers have dwindled, and continue to dwindle, leaving the race with an almost pervasive view of pessimism and doom. The strength of the dwarven character, however, means that, instead of being overcome by despair, the dwarf will never fail to rise to a challenge, and keeps the legendary courage of the dwarven people a reality.  
Dwarves average between 4 and 5 feet in height, with thick muscular frames, broad shoulders, and long arms. They are often stout (or downright fat), as they love a good meal and adore strong drink. Dwarven hair tends to be thick and plentiful, giving rise to the common image of thick beards and elaborate braiding. Their clothing tends toward the functional, although it can sometimes be quite colorful; many dwarves, however, stick to the earth hues. Dwarves are master crafters, surpassed by only the greatest of the high elves, and mining metals and gems is among their most esteemed occupations. They are fond of gold and gems, and will trade silver or platinum to other races to gather more of the gold they covet. After so many wars, the dwarves have evolved into a very martial society, and craft the finest weapons and armor. Most dwarves organize in clans, with a chief, although nearly all of them pay homage to a nearby king (who tends to be a leader in charge of many clans). Most clans hold the beard to be the main symbol of dwarven pride and virility, and certain crimes, such as cowardice, treason, and stealing, are punishable by exile and burning of the beard, preventing its regrowth and serving as a permanent sign of a despicable criminal. Dwarven coloring tends to vary, although brown and red hair with ruddy skin and dark skin is the most common appearance. They are strong, and their stamina is unrivaled, but their suspicious natures tend to hurt them with dealing with other races. They are resistant to changes of temperature, as well as poisons and disease, and can see even in total darkness up to 20’. They are long-lived, reaching adulthood at 50 and remaining hale until 300 or more. Dwarves are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 ST
	Darkvision
	Geology 1
	Metallurgy 1

	+4 SM
	+2 to Poison and Disease Checks
	Caving 1
	Smithing 1

	-2 IN
	2 DR to Cold and Fire Damage
	Battle Axe 1
	Runes 1

	-2 CH
	
	War Hammer 1
	Armor Use 1



[image: image2.emf]Skill Point Allocations Per Age Category - Dwarf

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 0 10 0 0 3 2 0 7 3

Young 0 15 0 0 5 3 0 10 5

Adult 0 20 0 0 7 3 0 13 7

Middle-Aged 0 25 0 0 8 5 0 17 8

Old 0 30 0 0 10 5 0 20 10

Venerable 0 35 0 0 12 7 0 23 12

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 5 5 5 0 0 17 40 3 100

Young 7 8 7 0 0 25 60 5 150

Adult 10 10 10 0 0 33 80 7 200

Middle-Aged 12 12 13 0 0 42 100 8 250

Old 15 15 15 0 0 50 120 10 300

Venerable 17 17 18 0 0 58 140 12 350


Elf, Dark
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It is a hard world, youngling. Your forebears of generations ago were driven underground by the hatred and jealousy of their own kin. You are hated and feared by all those who dwell upon the earth as well as below. You are hated by your cousins outside of the Family. You are hated by those in the Family who rank below you, as they may use your death as a means to increase their own fortune. You are hated by those above you in the Family, as your dagger and ambition may be the instruments of their own downfall. Your only weapon against this hate is your own. Nurture your hatred like a blade: hone it, sharpen, care for it, and conceal it. As much as they hate you, there will be those that will need to trust you. And there you will find your opportunities. Serve the Family, honor your Mother, and trust in your hatred.
The origins of the Dark Elves are shrouded in mystery, but most accounts and legends point to a split among the High Elves at an early point in their existence. The accounts vary according to the source: the High Elven point of view indicates the discovery of horrific and depraved acts among a group of their people, followed by exile and enmity, while the stories among the Dark Elves indicate jealousy among the High Elves for the abilities and wisdom of the First Matriarch and her children, causing them to drive out their more talented brethren. This act, regardless of the true motivations, helped cause the xenocidal tendencies of the Dark Elves. It also helped shape them into an arrogant, crafty, power-hungry, and sadistic people.  

As a group, they tend to be well-learned and practiced in the arcane arts, and some groups of them also become fanatically religious, worshipping powerful demons who grant their faithful even greater power. They tend to be slender and lithe, not as strong as their High Elven brethren, but as agile as their sylvan cousins. Their skin is nearly always a dark hue ranging from blue to purple to jet black, although their have been reported rare cases of albinism. They have great skill in crafting elaborate arms and armor, as well as intricate stonework, all with a strange and vaguely disturbing look. Often, however, they turn to the enslaved members of other races to perform the labor necessary to craft their goods. Much of their clothing tends to be flowing, often showing a great deal of their dark skin. They are a physically beautiful race, with only their eyes betraying the cruel and depraved thoughts within. Their society is ruled by Families, with the eldest surviving female of the Family ruling as Matriarch. The females in their society tend to hold more power and respect than their male counterparts. As a race, they war frequently, whether against other races or among the Families as they grapple for ever-greater power and influence. Betrayal and treason among the Families are also common, making the life of a Dark Elf one fraught with constant danger. There are rare instances of select members of their race rejecting their traditions and values and joining the “good” races, just as there are depraved and wicked High Elves in the world.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+4 AG
	Lowlight Vision
	Caving 1
	Enchantment 1

	+2 SM
	+4 to Disease Checks
	Necromancy 1
	Smithing 1

	+2 PR
	No need to sleep
	Evocation 1
	Runes 1

	+4 AP
	No Aging penalties
	Stalk 1
	

	-4 WP
	½ skill point gain
	
	

	
	2 DR to Cold damage
	
	



[image: image3.emf]Skill Point Allocations Per Age Category - Dark Elf

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 5 7 0 3 8 3 0 0 5

Young 8 10 0 5 13 5 0 0 7

Adult 10 13 0 7 17 7 0 0 10

Middle-Aged 12 17 0 8 22 8 0 0 12

Old 15 20 0 10 25 10 0 0 15

Venerable 17 23 0 12 30 12 0 0 17

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 7 3 8 0 0 13 37 0 100

Young 10 5 12 0 0 20 55 0 150

Adult 13 7 17 0 0 27 73 0 200

Middle-Aged 17 8 22 0 0 33 92 0 250

Old 20 10 25 0 0 40 110 0 300

Venerable 23 12 30 0 0 47 128 0 350


Elf, High
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We are an ancient people, my child, long in years and wisdom. Blessed are we, for we came first, born in the earliest moments of the world’s creation from the unfettered delight of the gods themselves. The blessing comes at a price, a fearful one. Jealousy smolders in the hearts of those not like us, those gods who did not participate in our creation, the men who wither and die in the span of scant years, the brutes whose evil has corrupted their forms into the vilest of shapes – all of these beings envy us, and desire to bring us low for it. We must be vigilant, not only to stave off the depredations of the wicked, but also to shepherd the younger races, to keep them free from harm, to give to them the wisdom of the gods that we have heard from their own lips. One day, when our light dims, and the seas crash over our lands, and the stars darken, all that we will have is the legacy we have graced onto others.

The noblest of the Elf races, the high elves claim to be the oldest living race, created by the divine creatures in the beginning of the world. Immortal, beautiful, and powerful, it could be argued that, if the high elves are not the oldest race, they are certainly the favorites of the gods, combining great strength with wisdom and beauty. This often creates a naivety among the race, and often leads to their downfall; they are corruptible, mainly because they never believe that they could be corrupted. Their boundless curiosity and desire to learn everything can lead them into dark places that they never escape from. Those who start from the greatest of heights have the farthest to fall.

High Elves tend to be pale of skin, with jet black or bright blonde hair and light-colored eyes. They tend to be tall, ranging from 5 ½’ to 6 ½’ in height, and slender, despite their strength. Like the Dwarves, they once had mighty kingdoms throughout the lands, but have seen their nations overthrown over the course of millennia and tend to group in smaller communities, usually headed by the wisest or most powerful and influential member, although they do put great stock in those members of the former ruling Houses, and they tend to lead the enclaves they live in. Their clothes tend to be flowing and crafted of the highest quality materials available, and they love all manner of jewelry, especially silver. Like all Elves, they are immortal, killed only in combat or mischance, and do not appear to age past adulthood nor grow enfeebled with age, and they also do not sleep in the way other races do; rather, they drift in a reverie of past memories, reliving moments of their lives. Their immortality, however, can cause them to learn at a slower pace than other races, as they are rarely in a hurry. They have excellent senses and can see twice the distance of human races, as well as up to 50’ in the dimmest of starlight. They, however, cannot see in total darkness, such as underground or in a building. The High Elves are a very magical race, and create many enchanted objects, from the simplest of trinkets to the mightiest of weapons.  Elves are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 ST
	Lowlight Vision
	Alteration 1
	Enchantment 1

	+2 SM
	+4 to Disease Checks
	Astronomy 1
	Smithing 1

	+2 PR
	No need to sleep
	History 1
	Runes 1

	+4 AP
	No Aging penalties
	Divination 1
	

	-2 WP
	½ skill point gain
	
	

	
	2 DR to Cold damage
	
	



[image: image4.emf]Skill Point Allocations Per Age Category - High Elf

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 5 7 0 3 8 3 0 0 5

Young 8 10 0 5 13 5 0 0 7

Adult 10 13 0 7 17 7 0 0 10

Middle-Aged 12 17 0 8 22 8 0 0 12

Old 15 20 0 10 25 10 0 0 15

Venerable 17 23 0 12 30 12 0 0 17

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 7 3 8 0 0 13 37 0 100

Young 10 5 12 0 0 20 55 0 150

Adult 13 7 17 0 0 27 73 0 200

Middle-Aged 17 8 22 0 0 33 92 0 250

Old 20 10 25 0 0 40 110 0 300

Venerable 23 12 30 0 0 47 128 0 350


Elf, Sylvan

Softly now, child. Hear that sound, the faint rustle of leaves? It may be the wind, or it could be the stealthy step of a raider, come to steal our women and children and food. You will quickly learn the sounds of these woods, for they are your home, and they love you. Others will come, though, seeking the same bounty that has sheltered us for epochs. The last sound they will hear is the whistle of your arrow, and they will think it the wind, for the woods do not love them, and they don’t know her secrets. Hidden ways, hidden watchers, hidden attacks – these are your means of survival. At home, though, under the stars, when the woods sigh to us in her secret rhythm, we will sing, and we shall dance, and with joy will we greet the new dawn.
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Wilder than their High Elf kinsmen, the Sylvan Elves live in the forests of the world in loose bands. They are less driven than their kinsmen, and tend to prefer frolicking and singing to crafting or other activities. They tend to be joyous and carefree with their friends, but can turn grim and implacable when confronting strangers or threatening folk. Lovers of wine, song, and trees, they tend to live very rustically and stay very in tune with nature. Some claim that the Sylvan Elves were the first race of Elves, and a split developed between those more inclined to social structure and grand deeds (the High Elves) and those more in tune with the primal forests and shunned social structure of any sort (the Wild Elves).

Sylvan elves tend to be shorter than their High Elf brethren, averaging between 5 and 6 feet, and are slender and lithe. Their hair tends toward browns and reds, with light-colored eyes, and their skin is ruddier than the pale High Elves. They favor the greens and browns that match the colors of the forests they love, and have the keen senses of all Elvenfolk. Their skill with the bow is unparalleled among all races, and their musical gifts are second to none. Elves are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+4 AG
	Lowlight Vision
	Foraging 1
	All Bows 2

	+2 IT
	No need to sleep
	Singing 1
	Dancing 1

	+2 AP
	No Aging penalties
	Instrument 1
	Track 1

	-2 SZ
	½ skill point gain
	Harmony 1
	



[image: image5.emf]Skill Point Allocations Per Age Category - Sylvan Elf

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 8 5 0 2 5 3 0 2 10

Young 13 7 0 3 7 5 0 3 15

Adult 17 10 0 3 10 7 0 3 20

Middle-Aged 22 12 0 5 12 8 0 5 25

Old 25 15 0 5 15 10 0 5 30

Venerable 30 17 0 7 17 12 0 7 35

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 10 7 2 0 5 10 31 0 100

Young 15 10 2 0 8 15 47 0 150

Adult 20 13 3 0 10 20 64 0 200

Middle-Aged 25 17 3 0 13 25 78 0 250

Old 30 20 5 0 15 30 95 0 300

Venerable 35 23 5 0 18 35 109 0 350


Elf, Wild

You will learn quickly, or you will die. Our Mother, she of the wind and trees and animals, is under assault every day, from blade of Dwarf to fire of Orc.  We, her Children, share the same fate as she. The animals of the forest will flee at the sight of danger. You will not. We alone stand against the forces raping our Mother. Our Mother provides us the bounty of her bosom, and she will feed us, clothe us, shelter us, and love us. In return, you will defend her, from all who invade her, subjugate her, exploit her. You will lay down your life for her, and when you die, your bones will fertilize the ground for new growth. Learn quickly, and serve our Mother well.
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Those Elves that felt driven closer and closer to the primal and feral aspects of nature became known as the Wild Elves. Even less organized than their Sylvan counterparts, Wild Elves combine the deadliness of the suspicious Sylvan Elf with the xenophobia of the Dwarf. Hardier than their Sylvan kin, they tend to live more rugged and dangerous lives. These are the rarest of Elves, living deep within secluded forests. It is usually only when their homeland is destroyed that they wander the wide earth, looking for a new home that suits their primal nature. They are quiet and grim, even among their own people, and are quick to anger. A Wild Elf thinks nothing of attacking in the face of hopeless odds, and their courage tends more towards foolhardiness than bravery.

Wild Elves share the size and coloration of the Sylvan Elves, but tend to be more muscular. They often tattoo their bodies with arcane symbols. Wild Elves are stealthy and quiet, making them masters of the ambuscade, and shoot a bow as well as the Sylvan Elf. They live in small family units, in rudimentary dwellings, and their clothing tends towards leathers and little else. Males are often shirtless. Elves are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+4 AG
	Lowlight Vision
	Foraging 1
	All Bows 2

	+2 IT
	No need to sleep
	Hunting 1
	Ambush 1

	+2 ST
	No Aging penalties
	Stalking 1
	Track 1

	-2 IF
	½ skill point gain
	Harmony 1
	

	-2 CH
	
	
	



[image: image6.emf]Skill Point Allocations Per Age Category - Wild Elf

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 8 7 0 0 3 3 0 0 13

Young 13 10 0 0 5 5 0 0 18

Adult 17 13 0 0 7 7 0 0 25

Middle-Aged 22 17 0 0 8 8 0 0 32

Old 25 20 0 0 10 10 0 0 38

Venerable 30 23 0 0 12 12 0 0 43

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 10 7 2 0 5 13 28 0 100

Young 15 10 2 0 8 20 43 0 150

Adult 20 13 3 0 10 27 58 0 200

Middle-Aged 25 17 3 0 12 33 73 0 250

Old 30 20 5 0 15 40 87 0 300

Venerable 35 23 5 0 18 47 102 0 350


Eluthian
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Breathe in the vapors, my child, and see the wonders of your people. Look down from this tower on this world that is yours. Smile at the broad, bowed backs of the laborers as they toil, the lesser races of the world who were created to serve us. Close your eyes and hear the sounds of the Great Symphony, the screaming and wailing of those who have displeased us, and have been given over to the Conductor to create Art where there was once only rebellion. Study the incantations in your book, the words that bind the demons of your fathers to your will, and learn which ones you must serve to in turn rule this realm. Keep your eye out for the blade in the dark, from a jealous rival or suspicious friend.  

Often called the Demonkin by other races, the Eluthian are a race somewhat similar to Elves. They live in advanced and decadent societies, where slaves of all races satisfy the whim of the sorcerously inclined Eluthian. They tend towards the bizarre, in dress, architecture, and behavior, and view themselves as the true Master Race, destined to rule over the entire world. They are not an evil race, per se, although their attitudes towards the outside world tend to make them appear evil in nature to other races. Insanity is common among them, and they are hated and feared by most races that come in contact with them, as it is rarely peaceful in nature. Many of the Eluthian people have a patron demon, from whom they receive aid in exchange for the desires of the demon, often involving the souls of sentient beings. All magical Eluthian use their racial demon contacts for knowledge, advice, and power.  

Tall, and thinner than even the slender Elvenfolk, the Eluthian have pale to chalk-white skin, and usually white or jet-black hair. Their eyes tend to be blue, violet, pink, or vivid green. They tend to favor flowing robes, often decorated with stitching which depicts bizarre or perverse scenes. They are adept at all forms of magic, and no race can match their necromantic skill, as they have studied extensively (and with great pleasure) the anatomy of every race they encounter. Immortal like the Elves, they often imbibe hallucinogenic drugs and potions to aid them in their rituals and magicks. This has led them to be frailer and physically weaker, but their driving, relentless will makes up for any physical infirmity. The Eluthian are a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 WP
	-2 to Poison Checks
	All Magical 1
	Necrology 1

	+2 IT
	+2 to Magic Checks
	Runes 1
	Demonology 1

	+2 PR
	No Aging penalties
	Alchemy 1
	

	+2 IG
	
	
	

	-2 ST
	
	
	

	-2 SZ
	
	
	

	-2 SM
	
	
	



[image: image7.emf]Skill Point Allocations Per Age Category - Eluthian

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 0 3 7 3 10 2 10 0 2

Young 0 5 10 5 15 2 15 0 3

Adult 0 7 13 7 20 3 20 0 3

Middle-Aged 0 8 17 8 25 3 25 0 5

Old 0 10 20 10 30 5 30 0 5

Venerable 0 12 23 12 35 7 35 0 5

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 3 0 13 0 0 10 35 2 100

Young 5 0 18 0 0 15 53 3 150

Adult 7 0 25 0 0 20 72 3 200

Middle-Aged 8 0 32 0 0 25 90 3 250

Old 10 0 38 0 0 30 107 5 300

Venerable 12 0 43 0 0 35 125 7 350


Human, Barbarian
Hear me now, child, so’s that ye may know better of the life that waits fer ye outside these walls. Keep on yer guard, fer Winter is a fickle bitch and her icy fingers’ll clutch fer yer heart every day o’ yer life. Ye’ll work hard, ye’ll laugh hard, an’ ye’ll fight, aye, with yer neighbors and yer friends, and ye’ll drink wit’ ‘em afterwards, those that survived, anyway. Ye’ll be called ta war, or ta raid, an’ ye’ll grab yer spear an’ axe an’ follow th’ lead a’ yer chief, whether that be ta strike ‘nother [image: image40.jpg]


clan, er march against th’ thrice-cursed Orcs a’ tha hills, or onta a ship ta’ strike th’ harbors o’ the rich. Ye’ll earn yer scars an’ yer status, and ye’ll seize the gold an’ riches of others an’ make ‘em yers. At night, by the fire, ye’ll hear the wolf howlin’, or the bear grumblin’, and ye’ll know that in yer heart is a little bit of all of ‘em – includin’ Winter, ahh, that fickle bitch.

The barbarian tribes of humans live in the cold regions of the world. Their legends and myths state that they were the original humans to walk the earth, and that all other cultures came about from tribes that drifted too far into warm climates and became soft and effete. Warlike, strong, quick to anger and to laugh, the barbarian tribes consider all other races and cultures inferior, and their gods demand toil and spoil for any rewards in heaven or earth. They are often adventurers and wanderers, seeking far lands ripe with riches and plunder. They share the Dwarven fondness for strong drink and large meals, but do not have the discipline of the Dwarves, and tend toward wild actions and short lives.

Barbarians are the largest human culture, averaging 6 to 7 feet in height, with powerful bodies that tend to fatness during advanced age. Their skin ranges from pale to ruddy, their hair ranging from black to light blonde (with red being common), and light or dark eyes. Scarring and tattooing are considered both attractive and powerful magic. They are a tribal people, tending to band under warchiefs, although they often do have kings who band several clans together for a short while. They favor furs as clothing, befitting their region, and are often armed and armored.  Individual prowess and deeds are the mainstay of the barbaric social structure. They love jewelry of all sorts, provided it was seized in battle or crafted by hand, instead of purchased; the ways of merchants are the ways of the decadent and soft. The women of the race are just as fierce and boastful as the males, and are not weaker than their male counterparts.  They often become seers, and lead the people through the warchief figurehead.  Barbarians rarely live past the age of 50. All humans are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+4 SZ
	2 DR to Cold Damage
	Foraging 1
	Totems 1

	+4 ST
	
	Divination 1
	Running 1

	+2 SM
	
	Climbing 1
	Swimming 1

	-2 WT
	
	
	

	-2 IG
	
	
	

	-2 IF
	
	
	



[image: image8.emf]Skill Point Allocations Per Age Category - Human, Barbarian

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 3 12 0 2 3 2 0 0 10

Young 5 18 0 3 5 2 0 0 15

Adult 7 25 0 3 7 3 0 0 20

Middle-Aged 8 32 0 5 8 3 0 0 25

Old 10 38 0 5 10 5 0 0 30

Venerable 12 43 0 7 12 5 0 0 35

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 7 7 2 0 3 17 33 0 100

Young 10 10 3 0 5 25 48 0 150

Adult 13 13 3 0 7 33 65 0 200

Middle-Aged 17 17 3 0 8 42 82 0 250

Old 20 20 5 0 10 50 97 0 300

Venerable 23 23 7 0 12 58 113 0 350


Human, Common
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Well, child, what will you? Will you till the fields, working long and honest hours, sleeping secure in the knowledge that you have fed your family this day from the fruits of your own hard labors? Will you dwell in the city, bringing goods to those who desire them, or craft them by your own hand? Will you gird a sword and defend the walls of your king, or guard the merchant train and see the wide corners of the world? Will you read long into the night, studying ancient texts and unlocking the mysteries of the past? Will you rule, or serve, or sing, or hunt, or build? Well, child, what will you?

The common human is found in nearly every place in the world, and make up the bulk of human society. Although they tend towards simpler lives, they have a variety of cultures and beliefs, and rarely conform to any particular stereotype. They tend to be quick-witted and instinctive peoples, using their minds to make up for a lack of physical prowess. The common man is capable of nearly any endeavor, and is highly adaptable. They range from short to tall, although the average is between 5 to 6 feet, and their skin runs from pale to dark jet. They range from homely to breathtaking in appearance. Most city and country dwellers are of the common human stock. They can live upwards of 80 years or more of life. All humans are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses

	+2 WT
	None
	None, but all skill points are Free for 

	+2 IT
	
	Allocation purposes


Human, High
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It is a long road we have traveled, child, and a difficult and glorious one. In the first days of the world, we learned from the Elves, and we have used that knowledge to better the lives of all those who were not fortunate enough to hear the lessons firsthand. We have ruled, long and well, and many secrets we have learned. Our lives are long, our wisdom is keen, and our swords are sharp. Watch the road carefully, child, so that you may not step off the path as others have done, and so brought us ruin. Our fathers lived longer than we do now; our noble houses disappear and heirs are lost and not replaced. We are not what we once were, child, but that does not mean we have lost all power, or all hope.

The High Humans are a culture descended from men who were heavily influenced by High Elves. They were considered blessed by the gods with great strength, presence, and enlightenment, and have often ruled cities and nations of common humans. Considered to be the noblest of human cultures, the High Men tend to revere order, justice, and mercy. Much like the High Elves they emulated, the High Men are also prey to corrupting influences, so that once-mighty nations fell into decay and destruction as their rulers fell from grace. They tend to be proud and noble people, and they can be gripped by despair and feelings of doom, as their numbers and power dwindle with every passing year as their blood becomes more and more mixed with the common human. Their exposure to the High Elf culture left them devoted to the gods.

High humans tend to be tall, averaging 5 ½’ to 7’ in height, with broad shoulders and frames. Their coloration tends to be pale, with blond and black hair being most common. Light eyes are the norm. Their clothing tends to be austere and non-colorful, with grey, white, and black being favorites, although the quality and material are usually of the highest caliber. They tend greatly to their lineage and bloodlines, and are often organized into noble houses. They prefer architecture similar to that of High Elves, with large sweeping stone palaces that are both beautiful and strong. They are long-lived, remaining vigorous until 200 years or more, and can live up to 300 years. All humans are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 SZ
	+2 to Poison and Disease Checks
	Riding 1
	History 1

	+2 ST
	
	Mounted Combat 1
	Heraldry 1

	+2 PR
	
	Herbalism 1
	Tactics 1

	+2 CH
	
	Devotion 1
	

	-2 WP
	
	
	

	-2 IT
	
	
	



[image: image9.emf]Skill Point Allocations Per Age Category - Human, High

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 5 10 0 3 7 5 0 0 5

Young 8 15 0 5 10 7 0 0 8

Adult 10 20 0 7 13 10 0 0 10

Middle-Aged 12 25 0 8 17 13 0 0 13

Old 15 30 0 10 20 15 0 0 15

Venerable 17 35 0 12 23 18 0 0 17

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 7 7 7 0 0 13 32 0 100

Young 10 10 10 0 0 20 47 0 150

Adult 13 13 13 0 0 27 63 0 200

Middle-Aged 17 17 17 0 0 33 78 0 250

Old 20 20 20 0 0 40 95 0 300

Venerable 23 23 23 0 0 47 112 0 350


Human, Horselord

[image: image43.jpg]


Come forward, child, and sing the praises of your fathers! Lift your voice up high, to the rafters of the hall, and sing to the banners of your grandfathers! Sing, and think of the fields and vast herds, of the powerful stallion, the sturdy mare, the quick foal! Sing, and raise your spear to the heavens in challenge and salute! Sing, and give voice to the people of plains, the people of the horse, and know that your ride will be swift and glorious! Sing, and give courage to your brother, and strike fear and doubt in the heart of your enemy! Sing, and ride the horse swiftest and surest! Sing, and give voice of thanks and love to your steed, who bears you well in battle and work!

Dwellers of the vast plains, Horselords range out in the open, leading vast herds of their beloved steeds and companions. Some Horselords are nomadic wanderers, constantly moving their herds from one locale to another, while others build towns and live in rustic splendor. They tend to be suspicious of strangers, but are fierce allies, loyal and true, and never shirk from fighting or feasting. Their towns tend to be of rough-hewn wood, and figures and depictions of horses run through their architecture and clothing. Their deep voices and harsh language belie their general aptitude towards song, and their haunting melodies accompany them through work, war, and play.

Horselords average 5 ½ to 6 feet in height, with complexions ranging from pale to ebon. Their hair and eyes tend to be dark, although blond hair and blue eyes are not uncommon among certain clans. They tend to organize in clans, although they can be united under a king from time to time, especially among those who are not nomadic in nature. Their clothing usually remains functional and leather is common, although they like to wear bright colors in celebration or mourning. Gold and bronze jewelry is favored. They love drink and meals as much as any barbarian, and are as apt to fight, although the horselords tend to have exceptional discipline. They are an active people with hard lives, and tend to live until 60 years of age. All humans are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 ST
	None
	Riding 2
	Singing 1

	+2 IT
	
	Mounted Combat 1 
	Composite Bow 1

	
	
	Animal Handling 1
	Track 1

	
	
	Herding 1
	Lance 1



[image: image10.emf]Skill Point Allocations Per Age Category - Human, Horselord

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 5 10 0 2 3 3 0 0 8

Young 8 15 0 2 5 5 0 0 13

Adult 10 20 0 3 7 7 0 0 17

Middle-Aged 13 25 0 3 8 8 0 0 22

Old 15 30 0 5 10 10 0 0 25

Venerable 17 35 0 7 12 12 0 0 30

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 8 8 2 0 3 13 32 2 100

Young 12 13 2 0 5 20 47 3 150

Adult 17 17 3 0 7 27 63 3 200

Middle-Aged 20 22 3 0 8 33 78 5 250

Old 25 25 5 0 10 40 95 5 300

Venerable 28 30 5 0 12 47 110 7 350


Human, Nomad

[image: image44.jpg]


Ahh, come quick, my child! Do you see her, the one with the pouting lips and soft hands? She will beseech you for a bargain, claiming her husband’s poor health and poorer fortune – but notice the gold bracelets peeping forth from her sleeve. See that man, who is so angry, and calling that man and swindler and thief, and threatening to walk away and take his business elsewhere – but who never actually leaves? To make your way in this world, your wits must be sharp and your eye keen. You will learn to spot those who cannot pay, and those who can. You will learn who can pay a little more, and those who are in need of your charity. You will keep your blade sharp, and your eyes open, because in the desert, the storms come fast, whether it be from the wind or the pounding hooves of the raiders.

The nomadic human culture tends flourish in the desert areas of the world. Accomplished traders, they are charming and deceitful to outsiders, and think little of telling a lie that they feel may advance their situation. Their harsh environment tends to make them wanderers, seeking more hospitable areas throughout the seasons. While they are fierce fighters, they tend to use diplomacy when possible, as a dead man will never be able to purchase goods.  

The nomadic peoples tend to be 5 to 5 ½ feet in height, with dark hair and bronze to black skin. Their eyes range through all colors. Their clothing tends to be loose and light, due to the great heat they live in, and they love colors and jewelry in all forms. Men and women alike use pigments and oils to enhance their appearance and color their lips and eyes. They tend to organize in clans or tribes and are rarely ruled by a central king. They are often guided by dreamers and seers, who tend to be female. They favor curved blades and small bows that can be used from horse or camel back. They tend to live to 60 years of age.  All humans are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 IF
	1 DR to Fire Damage
	Riding 1
	Rituals 1

	+2 CH
	
	Dream Magic 1
	Seduction 1

	
	
	Diplomacy 1
	Bluff 1

	
	
	Appraisal 1
	



[image: image11.emf]Skill Point Allocations Per Age Category - Human, Nomad

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 3 10 0 5 5 3 0 3 7

Young 5 15 0 8 7 5 0 5 10

Adult 7 20 0 10 10 7 0 7 13

Middle-Aged 8 25 0 13 12 8 0 8 17

Old 10 30 0 15 15 10 0 10 20

Venerable 12 35 0 18 17 12 0 12 23

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 7 7 5 0 3 10 32 0 100

Young 10 10 7 0 5 15 48 0 150

Adult 13 13 10 0 7 20 63 0 200

Middle-Aged 17 17 12 0 8 25 80 0 250

Old 20 20 15 0 10 30 95 0 300

Venerable 23 23 17 0 12 35 112 0 350


Human, Plainsman
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Come, child. Sit close and look around you. The vast world around you, the plains stretching to the horizon, this is the world you will know and respect. Your ancestors roamed these plains, and someday your children’s children will live, and hunt, and love, and respect these lands which feed us, clothe us, and shelter us. You are not tied to any place, as the vast plains will support you wherever you may travel within them. The spirits of our ancestors will lead us where the food is plentiful. Respect your elders, for one day their spirits will guide you. Teach your children well, so that one day they too will heed your counsel.
Dwellers of the plains like the Horselords, Plainsmen tend to be more peaceful in general, more in tune with nature, and are often nomadic. Followers of ritual and dreams, the plainsmen tend be individualistic and self-reliant. They will trade with other cultures and races, but tend to be quiet and suspicious when not among their own people. They live very simply, and animal hides and furs are more common than cloth. Some tribes are hunters, following herds of elk, buffalo, or oxen, and other tribes are agrarian in nature, living in the same area for generations before moving on. They organize in loose tribes, led by wise men and women who tend to be the tribal elders. They revere their ancestors as semi-deities and take their own personal honor very seriously, considering lies to be the lowest form of sin.

Plainsman average between 5 and 6 feet in height and tend to be slim in stature. Their skin is generally bronze to black, with dark hair and eyes. They wear skins and live in hide tents. They tend to raids and skirmishes rather than offering outright battle. Individual displays of bravery are the most honored of actions. They tend to live to 60 years or more.  All humans are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 AG
	None
	Totems 1
	Rituals 1

	+2 IT
	
	Dream Magic 1
	Harmony 1

	
	
	Track 1
	Shortbow 1

	
	
	Riding 1
	Spear 1



[image: image12.emf]Skill Point Allocations Per Age Category - Human, Plainsman

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 5 10 0 2 3 5 0 0 10

Young 7 15 0 2 5 8 0 0 15

Adult 10 20 0 3 7 10 0 0 20

Middle-Aged 12 25 0 3 8 13 0 0 25

Old 15 30 0 5 10 15 0 0 30

Venerable 17 35 0 5 12 18 0 0 35

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 7 7 2 0 3 10 37 0 100

Young 10 10 3 0 5 15 55 0 150

Adult 13 13 3 0 7 20 73 0 200

Middle-Aged 17 17 5 0 8 25 92 0 250

Old 20 20 5 0 10 30 110 0 300

Venerable 23 23 7 0 12 35 128 0 350


Minotaur

[image: image46.jpg]


Heed my words, calfling. Until you are strong enough to overcome me, you will obey me swiftly and correctly, or I shall gore you and feed you to your younger siblings. I will test you, beat you, and overpower you, and you will become strong. You will be strong enough to overcome the feeble dwellers of other lands, the lesser races that gather valuables and are too weak to defend them. You will be strong enough to plunder and take what you want from this world. Someday, you will be strong enough to take my place and my harem and my gold, and you will drink from the horns that adorn my head. If you are not strong enough, then you will be cast out or destroyed. Until then, obey and fear me, as others must obey and fear you.
The Minotaurs are a race feared by many other races, for they are fearsome, strong, and brutal. Unlike the Orc, however, the Minotaur does not delight only in inflicting harm, although they spent much of their time raiding and subjugating other races. Like the Eluthian, the Minotaurs believe themselves to be innately superior, and use most other races as slaves. Minotaurs do, however, have some redeeming qualities, such as an innate sense of honor and self-worth. They are brutal, and can be cruel for sheer enjoyment, but they do not make it a body of work as the Orcs do. Minotaurs often decorate their homes with pictograph-style paintings, and will carve and dye elaborate runes and symbols into their horns for decorations. Minotaurs have excellent senses, and never lose their sense of direction. They band together in tribes or clans, ruled by the strongest member, and their society is a strictly male one. Females (“cows”) are kept in harem-like conditions, some treated lavishly, others little better than slaves, depending on the innate cruelty of their male.

Minotaurs are tall and hugely built, often 7 to 8 feet in height. They have the head and cloven hooves of a bull, and the body of a large human. They have strong, curving horns, which they can use effectively to fight with, although they prefer two-handed weapons that they often use in one massive hand. Their fur can be any color, from white to brown to black, and their eyes tend to be black. They are sometimes found on their own, serving as a mate on a ship, as their navigation abilities are second to none, and their ability to quell a rebellious crew and innate honor make them a valuable aid to a ship’s captain. Most races, however, tend to try to kill a minotaur on sight, and they have great difficulties assimilating into other societies. Some wear armor, while others wear a loincloth or nothing. They have hairy bodies, with the lower legs covered with thick hide like a bull. They love to feast and drink, and eat only meat. Minotaurs are a Large race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+4 ST
	Darkvision
	Navigation 3
	Horn 1

	+4 SM
	+2 to Poison and Disease Checks
	Striking 1
	Intimidation 1

	+8 SZ
	Bite attack (strike skill)  1 damage
	Search 1
	Spot 1

	-4 AP
	Horn Attack, 3 damage
	Track 1
	Greataxe 1

	-2 WP
	
	
	

	-2 IG
	
	
	

	-2 IT
	
	
	



[image: image13.emf]Skill Point Allocations Per Age Category - Minotaur

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 0 7 0 0 0 0 0 3 3

Young 0 10 0 0 0 0 0 5 5

Adult 0 13 0 0 0 0 0 7 7

Middle-Aged 0 17 0 0 0 0 0 8 8

Old 0 20 0 0 0 0 0 10 10

Venerable 0 23 0 0 0 0 0 12 12

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 10 7 0 0 3 17 47 3 100

Young 15 10 0 0 5 25 70 5 150

Adult 20 13 0 0 7 33 93 7 200

Middle-Aged 25 17 0 0 8 42 117 8 250

Old 30 20 0 0 10 50 140 10 300

Venerable 35 23 0 0 12 58 163 12 350


Orc, Lesser
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Move aside, maggot, before I crack open your bones and suck out the marrow! Go back to the teat of whatever sow whelped you and hope we return with enough food and plunder to satisfy our lusts, or you’ll become the next prey we hunt!
Universally hated and feared, the Orc’s life begins and ends in a grim struggle for survival when every hand, including those of his own race, is turned against him. Orcs live hard, dangerous lives and take pleasure usually only in fighting and breeding, the only two pursuits that an Orc will pursue with zeal. Fond of torturing others, orcs have earned their violent reputation in a hundred wars and a thousand raids. Left on their own, they will raid and breed, expanding their boundaries as needed; when led by a forceful personality, Orcs become an army, sweeping everything in their path aside in a frenzy of hate, fear and bloodlust. The engine behind the Orc’s cruelty is his hate, for the world, for his people, and ultimately, for himself. The natural hatred is channeled by others to forge the backbone of many an evil warlord’s army. Orcish stamina is a wonder to behold, as they can run for days with minimal rest, but hate sunlight, and will avoid it whenever possible.

The lesser Orc is squat, averaging 5 to 5 ½ feet in height, with long arms and powerful bodies. Mostly dark-skinned, ranging from deep green to black, Orcish eyes are mostly black or red. Orcs tend to have long coarse body hair, with coverage ranging from minimal to nearly ape-like. The Orc has a very ape-like skull, with sharp teeth. As a culture, they have little artistic bent; what little there is goes into painting the tribe’s symbol on every available surface. Most wear at least soft leather at all times, even when resting, to help turn the knife-blows that are a daily occurrence among them. Otherwise, clothing is a minimal concern for the thick-skinned Orc, and anything beyond a loincloth is uncommon. When expecting battle, however, they turn to forged metal armor. Their smith-work is ugly but effective, and their warriors tend to have very serviceable equipment. They mostly favor curved swords, suited to their long arms, and serrated knives, suited to their cruel bent. Legends speak of Orcs being Elves that were perverted by ancient evils long ago, and thus the Orc may well be as immortal as Elves, but there is no record of any Orc every living long enough to die of natural causes. Their brutal, cannibalistic lives generally end well short of 40 years. Orcs are a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 ST
	Darkvision
	Smithing 1
	Scimitar 1

	+4 SM
	+4 to Poison and Disease Checks
	Dagger 1
	Stalk 1

	+2 AG
	-4 to actions in sunlight
	Track 1
	Grappling 1

	-4 PR
	Bite attack (strike skill)  1 damage
	Ambush 1
	Running 1

	-4 CH
	DR 1
	
	

	-2 WP
	
	
	

	-2 IG
	
	
	

	-6 AP
	
	
	



[image: image14.emf]Skill Point Allocations Per Age Category - Orc, Lesser

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 0 10 0 3 0 2 0 5 5

Young 0 15 0 5 0 2 0 8 7

Adult 0 20 0 7 0 3 0 10 10

Middle-Aged 0 25 0 8 0 3 0 13 12

Old 0 30 0 10 0 5 0 15 15

Venerable 0 35 0 12 0 5 0 18 17

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 8 8 0 0 5 17 35 2 100

Young 13 13 0 0 8 25 52 2 150

Adult 17 17 0 0 10 33 70 3 200

Middle-Aged 22 22 0 0 13 42 87 3 250

Old 25 25 0 0 15 50 105 5 300

Venerable 30 30 0 0 18 58 122 5 350


Orc, Greater
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Time to forget your mother’s milk, child. Drink instead the blood of your enemies. Grow strong on the man-flesh so that you will develop a hunger for it that will drive you to war. Battle your siblings and rivals, so that only the strongest of you arises to join us on the hunt. Spit on the maggot-orcs and other lesser beings as they fashion our weapons and serve our whims. When you breed, pick the strongest and best to spread your seed. When we are strong enough, the world will be too small to hold us all.
Bred from the race of lesser orcs mixed other races, the greater Orcs take all of the strength and hatred from the lesser orc and add the cunning and stature of the other races. The result is this terrifying race, which has flourished since its beginnings into its own separate and distinct race and culture. The greater Orc delights in holding power over others, and they are the world’s master bullies. Their delight, like their lesser kin, is in fighting and breeding, and the greater Orc is much more adept at both. They are often found ruling tribes of lesser Orcs, enjoying the dominant position to torture and harass their subjects while using them as fodder to fuel their own lust for conquest and death. The greater Orc dislikes sunlight, but does not fear it, and does not share in the Orcish sensitivity to it. They do not smith, they do not create; they lead, they kill, and they breed.

The greater Orc is not squat like his brethren, and stands on average at 6 to 6 ½ feet tall. They are incredibly strong, and their stamina is unmatched. They retain the skin tones of their lesser cousins, but are generally not as hairy. They take the best weapons and armor from all sources, Orcish, Dwarvish, or otherwise, and use them to terrifying effect. Unlike their lesser cousins, the greater Orcs may on occasion don clothes or finery, generally stolen from their enemies and invariably bloodstained. The strongest and most powerful lead them, and the moment that leader falters, the others descend on him and create a new chief from the strongest warrior.

	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+4 ST
	Darkvision
	Mace 1
	Running 1

	+6 SM
	+6 to Poison and Disease Checks
	Grappling 1
	Intimidation 1

	+2 SZ
	Bite attack (strike skill) 1 damage
	Tactics 1
	Gladius 1

	-4 AP
	DR 1
	Whip 1
	Dirk 1

	-2 WP
	
	
	

	-2 IG
	
	
	



[image: image15.emf]Skill Point Allocations Per Age Category - Orc, Greater

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 0 13 0 2 3 0 0 0 5

Young 0 20 0 2 5 0 0 0 8

Adult 0 27 0 3 7 0 0 0 10

Middle-Aged 0 33 0 3 8 0 0 0 13

Old 0 40 0 5 10 0 0 0 15

Venerable 0 47 0 5 12 0 0 0 18

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 5 10 0 0 2 22 38 0 100

Young 7 15 0 0 3 33 57 0 150

Adult 10 20 0 0 3 43 77 0 200

Middle-Aged 12 25 0 0 5 55 95 0 250

Old 15 30 0 0 5 65 115 0 300

Venerable 17 35 0 0 7 77 133 0 350


Tianatha
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Quietly now! Watch carefully as our prey rests. Learn how it moves. Gauge its speed as it runs. Keep a close watch on your kin, so that you may steer our prey towards them. When the time is right, you will strike, swiftly and without mercy. If your prey is weak, then perhaps it will be time for sport, but never underestimate your prey, and always make sure that the game will only end in your favor. The pack depends on you to provide food and vanquish those who mean us harm. And when you become the prey, vanish into the arms of your home, for she will shelter you and protect you – so long as you give her the respect she deserves.
The Tianatha, or Cat People, are a race of bipedal cats that live deep in warm, tropical jungles. Tribal in nature, they are also reclusive, and tend to view even other Tianatha with suspicion. Amazingly agile and fast, the cat people are fierce hunters and warriors, and war is like a game to them. They are not vicious, and do not take pleasure in inflicting pain, but the Tianatha have extreme views of what “sport” consists of, and many races find it to be bloodthirsty and cruel. The Tianatha, however, do have a deep sense of honor, and will show respect to a foe that also proves to be honorable and capable. The cat people make little distinction between the genders, and males and females alike fight with great skill. They are also deeply attuned with nature, being one step closer to the primal world than most races.

The cat people are slight, standing 5 to 5 ½ feet on average, although some large specimens can range to 7 feet in height. They resemble cats in every way, including the tail, save that they walk on two legs and have human-like hands. Their fur ranges in all styles of patterns and color, and there are both long- and short-haired variations. Their eyes tend to be green. They generally wear little clothing. They are considered a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+6 AG
	Lowlight vision
	Running 1
	Stalk 1

	+2 IT
	Bite attack 1 damage
	Ambush 1
	Harmony 1

	+2 WT
	Claws do 1 strike damage
	Track 1
	Spot 1

	-2 SZ
	
	Foraging 1
	Striking 1



[image: image16.emf]Skill Point Allocations Per Age Category - Tianatha

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 3 7 0 3 5 2 0 0 10

Young 5 10 0 5 8 2 0 0 15

Adult 7 13 0 7 10 3 0 0 20

Middle-Aged 8 17 0 8 13 3 0 0 25

Old 10 20 0 10 15 5 0 0 30

Venerable 12 23 0 12 18 5 0 0 35

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 10 7 3 0 5 10 35 0 100

Young 15 10 5 0 8 15 52 0 150

Adult 20 13 7 0 10 20 70 0 200

Middle-Aged 25 17 8 0 13 25 87 0 250

Old 30 20 10 0 15 30 105 0 300

Venerable 35 23 12 0 18 35 122 0 350
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Trueborn

Hush, child. Open your ears and close your eyes. The sounds you hear are the stirrings of the Mother of us all, your homeland. Remember her laws, for they are your commandments, and the priestesses will help keep your feet on the path. It may be that your life carries you into their sisterhood – such an honor is possible. Or perhaps instead you will take up the bow and cudgel and defend your Mother and your people. There will be no shame instead if you pick up a craft and provide for your people in a different manner. You are made to soar, but beware the outsiders, the unbelievers, those who would hurt and ravage our Mother. Treat them as they would treat Her.

The Trueborn are a race, possibly descended from Sylvan Elves, that has a cultural affinity with birds of all types. They dwell deep within primal forests, like Wild Elves and have elaborate societies headed by priestesses. The Trueborn are deeply committed to the harmony of nature, and are fierce defenders of the wild. They are much like Sylvan Elves in demeanor, and place great store in ceremony. They also have many strict taboos within their society, such as an inability to carry any metal on their person. Due to this, the Trueborn have become quite adept at fashioning wood and stone weaponry. Their culture revolves around the worship of nature through iconic representations of birds, especially the hawk, their patron bird.  

Trueborn tend be shorter than their distant elven kindred, averaging 5 to 5 ½ feet in height with a slender build. Some conjecture that the Trueborn’s bones are hollow, although this is not the case. The majority of the race has sandy to dark brown hair, although it is not uncommon for members of the race to have feathers in the place of body hair. They possess the abilities of sight of the Elven folk. All of the Trueborn have the ability to assume a bird’s form, with most taking the aspect of the hawk, although ravens are not unheard of. The Trueborn favor simple clothing of green and brown. Their society is led by the priests and priestesses of nature, followed by the defending rangers who protect the race, with all others being equal below these callings. They live long lives, often surpassing 400 years or more.  They are a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 AG
	Lowlight vision
	Totems 1
	Rituals 1

	+2 IT
	Assume bird form
	Dream Magic 1
	Harmony 1

	+2 PR
	Cannot carry metal
	Track 1
	Herbalism 1

	+2 WP
	
	Foraging 1
	

	-2 SZ
	
	
	



[image: image17.emf]Skill Point Allocations Per Age Category - Trueborn

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 3 7 0 3 7 3 0 0 10

Young 5 10 0 5 10 5 0 0 15

Adult 7 13 0 7 13 7 0 0 20

Middle-Aged 8 17 0 8 17 8 0 0 25

Old 10 20 0 10 20 10 0 0 30

Venerable 12 23 0 12 23 12 0 0 35

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 10 5 7 0 3 10 32 0 100

Young 15 8 10 0 5 15 47 0 150

Adult 20 10 13 0 7 20 63 0 200

Middle-Aged 25 13 17 0 8 25 78 0 250

Old 30 15 20 0 10 30 95 0 300

Venerable 35 18 23 0 12 35 110 0 350


Wee Folk, Gnome
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Hand me that, would you? Ah blast it all, wrong size. The other one! Ahh, perfect. Who are you again? Oh yes, child, forgive me, the smoke in here is a bit thick. Once I get this coal-feeder working right it should clear up some. Watch your head! Hmmm, the pressure must have blown that plate clear off. Kindly fetch it for me. Good, good. There we are. Watch carefully, here, as I tighten these bolts. Can’t tighten ‘em all the way one at a time, no no. Each one a little bit and you’ll have it. A little magic’ll make this sheet fit, don’t you worry. What’s that? What am I building? What are you, blind? It’s a… umm, that is, it uhh… well, it has an automatic coal-feeder, see, and the smoke comes from here, and err… quit pestering me and hand me that wrench.

It is generally accepted by all races (save the Gnomes, Kinder, and Hobbits) that the Wee Folk all share common ancestry and have merely developed along different cultural lines. The Gnomes often live underground, like their Dwarven neighbors, although they tend to prefer hilly regions to the mountains. The Gnomes share the wee folk’s innate curiosity, which for the Gnomish people tends towards the field of innovation, whether in magical or mechanical endeavors. Gnomes are consummate tinkerers, always seeking to improve every facet of everything through their innovative natures. They are a generally orderly society, except that individuals value their privacy and independence to a great degree, as they feel that solitude gives them the opportunity to fine-tune their latest idea. Gnomes are very welcoming of strangers, as it affords them the opportunity to find new ideas, as well as a ready supply of test subjects for their latest experiments.

Like all Wee Folk, Gnomes are short, ranging from 3 to 4 feet in height. They have light frames, but the males are inclined to be a bit paunchy. This may have to do as much with a general lack of exercise than a racial inclination, however. Their coloration varies among the spectrum. They favor bright colors and clothing that is functional, utilitarian, full of pockets, and able to withstand the rigors of constant wear, even through sleep. Their hair tends to thin on top early in life, and white hair is common among gnomes over 50 years of age, making the entire race appear old and wizened. They are not fond of overt displays of wealth, except in books or gadgets. They are long-lived, often surpassing the age of 350 years. All Wee Folk are Small races.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 AG
	Lowlight vision
	Pick Locks 1
	Traps 1

	+2 WT
	2 DR to Fire Damage
	Mechanics 1
	Appraisal 1

	+4 IG
	
	Engineering 1
	Alteration 1

	-6 SZ
	
	Conjuration 1
	Alchemy 1



[image: image18.emf]Skill Point Allocations Per Age Category - Wee Folk, Gnome

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 0 7 0 3 10 0 7 10 2

Young 0 10 0 5 15 0 10 15 2

Adult 0 13 0 7 20 0 13 20 3

Middle-Aged 0 17 0 8 25 0 17 25 3

Old 0 20 0 10 30 0 20 30 5

Venerable 0 23 0 12 35 0 23 35 5

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 5 2 10 0 0 7 38 0 100

Young 8 2 15 0 0 10 58 0 150

Adult 10 3 20 0 0 13 77 0 200

Middle-Aged 13 3 25 0 0 17 97 0 250

Old 15 5 30 0 0 20 115 0 300

Venerable 18 5 35 0 0 23 135 0 350


Wee Folk, Hobbit

What’s that? A story?  All right, but mind ye fetch that mug and plate o’ cheese, and keep ‘em filled, for a tale can be thirsty work. I suppose you’ll want to be hearin’ of tales from Outside, outside the Borders so to speak, of dragons and warriors and that nonsense? Bah, better to keep Inside and slay a nice fat capon with silverware, let alone tryin’ to walk around wearin’ ironmongery and who knows what else. It’ll be a quick story, since ye have chores in the mornin’, and I gots to rest me sore back before another day o’ plantin’. All right, here we are, then. Long ago, on the Outsdide, there were….
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Hobbits are a quiet, peaceful people who much prefer to keep to themselves and live simple lives full of merriment and food. They are suspicious of strangers, but try to remain polite whenever possible. They live very orderly lives, but rarely have any overt form of government; they may have a thane who is responsible for a certain area, but for the most part the society is self-policing. They prefer pastoral areas, with rolling hills, clean rivers, and arable land, and occasionally dwell underground in hollowed-out hillsides, although they usually dwell aboveground. They are hugely fond of eating and drinking, and a Hobbit-run inn tends to boast the finest of victuals and hospitality. They do, however, have amazing resources of will, and are difficult to dissuade from accomplishing even the most difficult of tasks.

Hobbits are small, generally 3 to 3 ½ feet in height, and tend to be paunchy, although this is as much a lifestyle choice as a racial predisposition. They typically go shoeless, for they have thick-soled feet covered with a thick mat of hair. They tend to have dark hair, with blonde being very uncommon, with a range of eye colors. Their skin is often ruddy. They favor colorful clothing, and often wear multiple layers even if not “receiving company”, with waistcoats, vests, shirts, undershirts, and the like common. They are very nimble and can be very quiet and unobtrusive when needed. They have longer life spans than humans, usually living to 100 years old. All Wee Folk are Small races.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 AG
	+4 to Poison and Magic Checks
	Cooking 1
	Small Object 1

	+2 WT
	
	Botany 1
	Spot 1

	+4 WP
	
	Meteorology 1
	Stalking 1

	-6 SZ
	
	Sleight of Hand 1
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Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 3 5 0 5 7 2 0 3 7

Young 5 8 0 7 10 2 0 5 10

Adult 7 10 0 10 13 3 0 7 13

Middle-Aged 8 13 0 12 17 3 0 8 17

Old 10 15 0 15 20 5 0 10 20

Venerable 12 18 0 17 23 5 0 12 23

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 8 2 5 0 3 7 43 0 100

Young 13 2 8 0 5 10 65 0 150

Adult 17 3 10 0 7 13 87 0 200

Middle-Aged 22 3 13 0 8 17 108 0 250

Old 25 5 15 0 10 20 130 0 300

Venerable 30 5 18 0 12 23 152 0 350


Wee Folk, Kinder

Wow! Did you see that? I never seen anyone get hit that hard! Ooooh! Look at that! There’s a pouch on that table! Someone must have left it! I’d better grab it before it gets stolen. I think maybe that fellow who just went through the door headfirst must have dropped that. Remind me to give it to him next time I – hey! Look out there! I’ve never seen a cart that big! Look at the size of the horses pulling it! We could stand underneath one and it would never know! Good thing to remember too, since it won’t see us. Hey, where’d this pouch come from? I just found it in my bag. Let’s go in that corner and see what’s in it! We have to hurry, though – we have another town to get to!
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The race of Kinder resembles that of a mixture of Gnome and Hobbit. Whereas the Hobbit loves to stay at home, warm and comfortable, Kinder tend to wander in an attempt to satiate their boundless curiosity. Whereas the Gnome allows his curiosity to take him to new ideas and innovations, the Kinder is often more interested in acquiring objects that arouse their curiosity – and often pay no attention to them once they are acquired, since something else has doubtlessly come along to draw their curious eyes. The Kinder are found of walking and seeing new sights and things they have never seen. Most races consider them shameless thieves, which is not strictly true, as Kinder have enough honor to know that others’ possessions are important to those people, and so hesitate to steal if an object appears owned. The downfall of the Kinder, however, is their curiosity can often overcome their intellect.

Kinder are generally 3 to 3 ½ feet in height, without the stoutness of their wee kinsmen, possibly due to their active lifestyle. Their ears are generally pointed, and hair, skin, and eye colors range all along the spectrum. They favor clothing with many pockets, like the gnomes, to hold their various trinkets and possessions. They gather in loose clans, much like the Hobbits, but are less self-policed. They are short-lived compared to their Hobbit kin, living until 80 years. All Wee Folk are Small races.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+4 AG
	None
	Harmony 1
	Zoology 1

	+2 WT
	
	Stalking 1
	Totems 1

	+2 IT
	
	Evasion 1
	Spot 1

	-6 SZ
	
	Search 1
	

	-2 WP
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Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 5 7 0 7 7 0 0 7 5

Young 8 10 0 10 10 0 0 10 7

Adult 10 13 0 13 13 0 0 13 10

Middle-Aged 13 17 0 17 17 0 0 17 12

Old 15 20 0 20 20 0 0 20 15

Venerable 18 23 0 23 23 0 0 23 17

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 8 3 5 0 7 10 30 0 100

Young 13 5 7 0 10 15 45 0 150

Adult 17 7 10 0 13 20 60 0 200

Middle-Aged 22 8 12 0 17 25 75 0 250

Old 25 10 15 0 20 30 90 0 300

Venerable 30 12 17 0 23 35 105 0 350


Zrandi

Talons sharp, eyes sharper. Remember that. We might be above the world here, but it doesn’t mean the world has forgotten us. Better to fling them to their deaths while they climb than fight them in the nest. Always look for enemies and prey, and keep them in that order. When you earn your first Marking, then you’ll be allowed to fly on your own. When you are ready to soar and to strike, we’ll know. Until then, chick, stay close to the men and the nest.
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Many scholars suggest that the Zrandi and Trueborn are related distantly, although the Trueborn deny it and the winged Zrandi don’t seem to care. A race as aloof and distant as the mountains they live in, the Zrandi live in small clan enclaves and rarely come across strangers. The females rule the clans, and also tend to do most of the hunting, leaving the males to care for the young and perform most domestic activities, although some do become warriors. The Zrandi respect those who display skill equal or surpassing their own in the areas they hold important: fighting, flying, and jewelcrafting. They are fierce and proud, and defend their mountain homes with relentless zeal. The Zrandi do trade extensively for gold, as they make exquisite jewelry and wear more gold than clothing. The Zrandi are not populous, as they tend to have high mortality rates in their children, and many of the females have little desire to bear children, as it would take time from their hunting and warring.

The Zrandi are tall, 6 to 7 feet in height, and sport rainbow plumage instead of hair. In addition, they have wings growing from their back, which they use to fly around their homeland peaks. They tend to have bronze skin, and are found of tattoos. They are deadly ambushers, flying high above the heads of interlopers and swooping down with javelins and spears. Their legs end in large taloned birds’ feet, which they use to grip the rocky ledges of their homes. Zrandi tend to have short lives, due to the harsh climate, and rarely live beyond 50. They are a Medium race.
	Attrib Bonuses
	Abilities
	Skill Bonuses
	

	+2 AG
	Flight at 30’ per round
	Spear 1
	Zoology 1

	+2 PR
	4 DR to Cold Damage
	Hunting 1
	Goldsmithing 1

	+2 SM
	Strike attacks do 1 Edged Damage
	Composite Bow 1
	Spot 1

	-2 SZ
	
	Tattooing 1
	



[image: image21.emf]Skill Point Allocations Per Age Category - Zrandi

Age Category Art Comb Foc Mag Infl Know Leech Magic Mech Out

Child 7 10 0 2 5 2 0 0 10

Young 10 15 0 2 7 3 0 0 15

Adult 13 20 0 3 10 3 0 0 20

Middle-Aged 17 25 0 3 13 5 0 0 25

Old 20 30 0 5 15 5 0 0 30

Venerable 23 35 0 5 17 7 0 0 35

Age Category Perc Phys Sci Spir Mag Subter Weap Free Race Total

Child 10 7 5 0 3 10 30 0 100

Young 15 10 8 0 5 15 45 0 150

Adult 20 13 10 0 7 20 60 0 200

Middle-Aged 25 17 12 0 8 25 75 0 250

Old 30 20 15 0 10 30 90 0 300

Venerable 35 23 18 0 12 35 105 0 350


Combat

Ahh, combat. The sweet dance of opponents engaged in an ever-flowing rhythm of attack and counterattack, parry and riposte. The brutal clash of mortal enemies, each striving unto death to fell the other, with no regard to their own defense or wounds. The quiet thrust in the back as friend betrays friend, the price of blood bought with the lure of gold. All of these elements and scenarios fall under the auspices of Combat, and this section will describe the rules and rolls necessary to chart the epic struggles and tavern brawls that await you.

Terms

The first thing to be familiar with is the terms that will be used in this section. They are as follows:

Attack Roll – Roll made to see if the attacker hits his target this round. 

Damage Reduction (DR) - All armor and shields have a Damage Reduction value, usually broken down by damage type as Crushing/Slashing/Piercing (shields are not). The DR value is the amount of damage subtracted from the damage done by a blow in combat. As an example, chain sleeves have a DR of 5/6/5. It deducts 5 points from damage done by Crushing and Piercing weapons, and 6 points from Slashing weapons. A small wood shield deflects 7 points of any damage type.

Fortitude – A character is considered exhausted and nearly unconscious at 0 Fortitude. Successful attacks take away from a character’s Fortitude, and once the score reaches 0 the character is incapacitated. A score below zero greater than the character’s SM score indicates that the character is dead.

Initiative – Roll which decides the order in which the combatants will proceed in the given round. All characters have a modifier to their Initiative roll based on AG and WT. Highest Initiative score in the round goes first, followed by the second highest, etc. If 2 characters are tied with Initiative scores, then their actions are considered to be simultaneous.

Quality – All items have a Quality level, on the same scale as Character Attributes. Most items are Average in Quality, although Poor to Superior items are found throughout the land. The modifier associated to the item affects its attack and defense rolls (weapon) or DR (armor). A Poor (-1) Broadsword reduces its wielder’s skill by 1, while a Superior one adds 2. Poor chain sleeves have a DR of 4/5/4.

Strength (Equipment) – All equipment has a Strength rating attached to it. This is used for Armor Checks, where an item may be broken. The difficulty of the check is equal to the attack roll that forced it, and failure indicates that the item has its Quality reduced by one level.

Stun – A character who is stunned may take no defensive actions and is additionally +2 to be hit. He can take no action while stunned. A Stun Check is made by rolling Stamina opposed by the attack roll that forced the Stun Check.
Weapon Skill – Skill level the character in combat has in the weapon he is currently wielding. This will affect the character’s chance to hit, parry effectively, withstand disarm attempts, and other combat events.
The Combat Round
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The Combat Round is 5 seconds long, and enables everyone involved in the combat to make one action. A character can attack, charge, run, change weapons, or perform similar actions once in a given round. The round begins with the action of the person with the highest Initiative roll, and ends with the action of the lowest Initiative holder. The simplest action that can be made in a combat round is an Attack. See the Time section for more detail about rounds.
An Attack consists of the attacker and defender rolling a ten-sided die. The attacker adds his weapon skill to the die roll. The defender has 4 options to add to his defense roll: his weapon skill (Parry), Evasion (Dodge), Strike skill (Unarmed Block), or Shield Use (Shield Block). The defense roll is automatic, and does not count as a declared action. Stunned characters may not defend against attacks. The defender’s roll is subtracted from the attacker’s roll. If the result is 0 or less, then the attack has been blocked, parried, etc. If the attacker’s roll is one or more, than a hit is inflicted, and the Difference between the rolls is added to the base damage of the weapon.

The Hit Location d100 roll determines where the blow landed. The damage from the blow is then compared to the armor worn on that body location, and adjusted accordingly. 

Example: Joquil is wearing no armor, or clothing at all, except for the visored helm still perched on his head. Kael’s Hit Location roll is a 7, which is a blow to the head. The visored helm soaks up 7 points of Edged damage, and Joquil escapes the irate Lord unscathed by vaulting through the open window.

Once a character has made his attack, the person with the next highest Initiative roll makes his attack. When all characters have made their attacks, the next round begins.

Special Rules – Extraordinary/Critical Success/Failure

When an attack roll is 5 or more points greater than the defense roll, an Extraordinary success is achieved. The effect of this varies based on the defense selected:

Shield:  A Shield Strength check is made, with failure indicating the shield is broken and useless.

Parry:  A Weapon Check is made, with failure indicating the weapon is broken and useless.

Evasion/Unarmed Combat:  An Armor Check is made, with failure indicating the quality is degraded one level. If no armor is worn, then a Stun Check must be made.
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When an attack rolls succeeds by 10 or more, a Critical Success is achieved. The attacker rolls a d10. On a 1-6 a Critical Hit result takes place, and the Critical table (found at the end of the Combat section) is consulted. On a 7-9, the Deadly column of the Critical Hit table is checked. On a 10, the Mortal column of the Critical Hit section is checked. This is in addition to the results for an Extraordinary Success.

When an attack roll fails by 8 or more, a Critical Failure has occurred. The attacker must make a Weapon Check against his own weapon skill, or his weapon is broken. An unarmed attacker loses 2 Fortitude. The GM can also take the opportunity to visit misfortune on such an occurrence.
Special Rules – Shields

Shields absorb damage, just like armor on a body location does, and it absorbs its value in damage whenever a successful Shield Use roll is made in defense. Therefore, if a character is attacked for 8 points of damage, wears a large wooden shield, and successfully makes a Shield Use roll, 7 points are absorbed by the shield and 1 pass through. Any Armor Check made by a character using a shield is made against the shield before armor can be damaged.  

Making more than one Shield Use roll per round to block multiple attacks results in a cumulative penalty of -2 to each additional Shield Use roll. Thus, the first attack can be blocked at normal skill, the second attack at -2, the third at -4, and so on.

Optional Rule – Shields

As an option, triple the Strength of the shield can be used as the amount of damage it can soak before being rendered useless. This helps illustrate the punishment and damage inflicted on the shield, and it must be repaired in order for it to regain its full effectiveness.

Special Rules – Parrying
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A character may parry any successful attack at his normal skill with the held weapon if the size of his weapon is the same or larger than the weapon he is attacked with. Thus, a defender with a rapier (size Small) can parry an attack from a gladius or dagger (also Small weapons) at his normal Rapier skill. A defender may parry a weapon one size larger than his at a -2 penalty to his weapon skill.  A weapon two sizes larger than the defender’s weapon (such as a dagger against a greatsword) cannot be parried. When two weapons are used for parrying, however, it allows the parrying character to consider his larger weapon as one size greater, and the larger weapon’s skill is used for the skill check. Thus, if a rapier and dagger are used to parry, it is considered a medium weapon.
Multiple attacks in a single round cannot be parried unless the Full Defense action is selected, as described below.

Special Rules – Evasion

A character may Evade an attack altogether with a successful Evasion roll. The Evasion roll is modified by the Evasion Penalty of any armor the character is wearing. Thus, a character in full plate (helm, breastplate, greaves, sleeves, etc) has a total Evasion Penalty of 6.

The defender may Evade multiple attacks in any single round only if the Full Defense option is selected.

Special Rules – Unarmed Combat

Unarmed defenders may elect to use their Striking skill to block any armed or unarmed attack made against them. Normally, this action may only be used if the defender is bare-handed; however, certain training may allow the character to use the Block defense while armed.

Example: Aerich, the Lyorn Warrior, has been trained since childhood to use special armored vambraces to deflect blows even when he fights with a sword. Aerich may elect to parry with his weapon or block with the vambraces in any given round.

Unarmed defenders may block multiple attacks in a single round at a cumulative -1 penalty for each additional attack. Therefore, the first attack is blocked at the normal skill level, the second at -1, third at -2, and so on.

Special Rule – Multiple Defenses

A character may elect to block multiple attacks in a single round with different defense types. Each additional defense attempt is made at a cumulative -2. Thus, a character can elect to Parry one attack with his weapon, dodge another blow with Evasion, and block a third attack with a shield, with the dodge at -2 and the shield block at -4.

Other Attack Round Options

Attacks are not the only action that can be made in a round. Other options exist, including spells, opening a pack, unsheathing a new weapon, and others. Many of the combat oriented actions are stated below:

Full Defense – This action is used when the character is dedicating himself to full defense. The defending character rolls against his weapon skill for parrying or Evasion for dodging, and if he succeeds, then one attack is blocked or evaded. The Full Defense action allows a Parry or Evasion roll to be made for each attack against the character, with a -1 cumulative modifier to each attempt beyond the first. Thus, 8 skill with a dagger has a normal modifier to block the first blow, a 7 skill for the second, 6 for the third, and so on.  

Disarm – A Disarm attempt allows the Disarmer to attempt to knock the opponent’s weapon from their grasp. A roll is made against the character’s Disarm skill opposed by the defender’s Weapon skill, and if successful, the opponent must make an immediate Weapon skill check to see if he retains control. If he fails, the weapon is on the ground, and he must either retrieve it or draw a new weapon with his next action.
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Charge – A Charge involves the attacker attacking from a running start, adding his momentum to the force of his blow. He must be able to run at least 10 feet before the attack is made, and the attack itself is +1 to hit and +2 to damage. However, if the opponent is using a Pole Arm weapon, then the opponent makes an attack before the charging attacker’s blow lands, at +1 to hit and +2 damage. The charging attacker also receives no Evasion Modifier while Charging and cannot attempt to Parry (armed or unarmed). Shield Blocking, however, may still be used as a defense.

Attack Weapon or Shield – This allows the attacker to force an immediate Armor Check on a shield or and Weapon Breakage check on a weapon. The attacker must make a regular Weapon Skill roll to connect with the weapon or shield, and if successful, then the targeted item must make a Weapon Strength check. The opposing roll for the weapon check is the Strength of the attacking weapon. Failure results in the breaking of the weapon or shield, which is now useless.

Attack Location – This allows the attacker to choose what location of the defender’s body he wishes to strike, ignoring the Hit Location roll. This is helpful for attacking the weak spot of an opponent (for example, one without a helm). The attack roll is made at a -2 penalty, but, if successful, automatically strikes the location.

Shield Bash – A character with a shield can make a Shield Bash attack instead of a normal attack, using the Shield Use skill as the attack bonus. A successful Shield Bash inflicts 1 points of damage, modified normally, and the opponent is forced to make an immediate Stamina Check. A failure indicates that the opponent is stunned for a round.

Flurry of Blows – An attacker can elect to attack all-out, trading accuracy of blows for more opportunities to strike. The attacker doubles his melee attacks per round, but halves his chance to hit with each, and suffers an additional -2. Therefore, Broxx, desperate to land a blow to finish his opponent, trades his normal 13 skill in mace for 2 chances at 5 instead. The attacker cannot take a defensive action, but the defender is usually at a penalty for defending against multiple attacks in a round (see Special Rules for Shields, Parrying, etc).

Fatigue – Any creature in combat may fight a number of rounds equal to double its Stamina rating without penalty. After this, the character suffers a -1 penalty to actions from fatigue. After another number of rounds equal to the character’s Stamina, a -2 penalty is applied, followed by a -4 penalty after another increment of rounds, then -8, and finally collapse from exhaustion. The character must spend an equal number of rounds not engaged in combat to remove the penalties, on a round for round basis. Certain creatures (such as the Undead) are immune to fatigue.
Example: Freka (Stamina 16) and Alatiera (Stamina 10) are engaged in combat with a horde of zombies. After 20 rounds of combat, Alatiera begins to suffer from fatigue and is at -1 to all actions. At 32 rounds, Freka incurs the same penalty. At 30 rounds, Alatiera is at -2, and at 40 rounds, she is exhausted, operating at -4. At 48 rounds, Freka is at -2. At 50 rounds, Alatiera is too exhausted to fight anymore; Freka holds them off for 12 more rounds. Alatiera is now considered to be at 38 rounds of combat (50 rounds-12 rounds of rest), and has a penalty of -2 again.

Sample Combat

Freka, the powerful northerner, and Beorl, the dour Dwarf, are facing off against Tybon, a strong but stupid southerner. Freka, using a greataxe (skill 13) gets the highest initiative roll; Tybon is next, followed by Beorl. Freka and Beorl are 20 feet away from the swarthy eunuch, and Freka elects to Charge. She runs 20 feet, and since Tybon does not have a pole arm, makes her attack at +1. She rolls a 7, giving her a 20 to her attack. He elects to Parry with his 12 Scimitar skill and rolls a 6. Unfortunately, since the greataxe is a Large weapon, and the scimitar is only a Medium weapon, his Parry attempt is at -2. His total is 16 (12+6-2). Freka’s attack is 4 better than Tybon’s defense. Her axe does its standard 8 points, plus 4 from the attack, plus 2 from the Charge, for 14 points. Freka then rolls her hit location, which turns out to be the left leg. Tybon is wearing soft leather leggings, which prevent 3 points of damage. Tybon takes 11 points of damage, which subtracting from his 23 Fortitude leaves him with 12 points of Fortitude and many regrets about insulting drunken barbarians. He gets to make his own attack, however, and attacks Freka, who has no defense skill this round due to her Charge, meaning she can roll for defense but cannot modify the roll. His 12 skill with the scimitar added to his roll of 4 gives him 16, while Freka’s 8 defense roll (with no skill modifier) gives a differential of 8. The hit location roll is a 62, the chest, which means that it strikes Freka’s chain shirt. The damage is 4 from the weapon, 8 from the attack, -6 from Freka’s armor, for a total of 6 points, leaving Freka with 21 Fortitude. Beorl now takes his turn, moves forward (but not Charging) and attacks with his warhammer. His skill is 11. His 2 roll, however, is countered by Tybon’s 9 Evasion roll, and he fails to inflict damage. Round one is over.

Tybon wins the initiative this turn, and elects to use Full Defense while pleading for his life. Beorl, who is second, now gets to attack. Tybon again rolls a 9, compared to Beorl’s 4, and parries the dwarf’s blow. Freka steps forward to finish the eunuch off, and his second defense roll is a 5; normally, this is added to his weapon skill of 12, but since this is his second Parry of the round, his skill is checked at -1, for a total of 16. Freka rolls a 4. This gives her 17; one better than Tybon, so she does 9 points of damage (8 weapon, +1 from attack) to Tybon’s left arm. The soft leather sleeves absorb another 3 points, for 6 points. Tybon is left with just 6 Fortitude and a morose outlook. Round two is over.

Beorl wins the initiative this turn, and Tybon again is going to attempt to use Full Defense and plead. Beorl, however, decides to attack Tybon’s scimitar, figuring to damage it and get it out of the way. Beorl rolls a 7, added to his 11 skill, and Tybon rolls a 3 added to his own 11 skill – not enough. He is forced to make an immediate Weapon Check on his sword. The scimitar’s Strength is 13, and as he rolls a 1 he sees his hopes beginning to shatter along with his sword, which is now broken in two (since Beorl’s warhammer is Strength 15). Tybon now changes his action, throwing his sword hilt aside and pleading for mercy. What Freka may consider mercy for a fat, sweating eunuch is what he is about to discover.

Missile Combat

	Range Table:
	 Pen

	RF x 1
	0

	RF x 2 
	-2

	RF x 3
	-5

	RF x 4
	-7

	RF x 5
	-10


Firing a missile weapon or throwing a weapon has some special rules involved that melee combat does not. The most important factors for missile and thrown weapons are their Range Factor and Rate of Fire. The Range Factor of a weapon indicates its base range, and the penalties associated for firing the weapon at a longer range is indicated on the Range Factor Table.  Therefore, a longbow with a Range Factor of 120 fires at its base attack bonus up to 120 feet, is at -2 up to 240 feet, at -5 up to 360 feet, and so on.
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The Rate of Fire for a missile or thrown weapon determines how often it may be fired per round. Thus, a shortbow has a ROF of 1; it may be fired every round without penalty. On the other hand, a light crossbow has a ROF of ½.  This weapon can be fired every other round. Usually, lighter thrown weapons can also be used at a faster rate than larger, heavier ones.

Special Rules for Missile Weapons

Defense Against Missile Attacks – Only Shield Blocks and Evasion are able to defend against missile attacks. However, the GM may allow an unarmed character with Expert levels of martial arts to use Strike skill at -2, which may be used to defend against missile attacks in the same way Striking may be used to block melee blows.

Firing into a Melee – An attacker firing a missile weapon or throwing a weapon at a target that is engaged with an ally suffers a -4 to their attack roll, as they have to take care not to strike their comrade. If desired, the attacker can forsake this penalty, and instead have a 50% chance to strike either of the opponents, or an even percentage among targets if more than 2 characters are involved in the melee. Thus, if Ardwyn decides to fire her bow at Tybon while Beorl and Freka engage him, she can shoot at a -4 at Tybon alone, or at her base chance, with a 33% chance to strike any of the three available targets.

Aiming Carefully – Any character spending an entire round aiming may attack the next round at +2. This applies only to missile weapons.

Reloading – A character reloading a missile weapon (crossbow, sling, etc) and under attack has no defensive actions. The time normally spent avoiding blows in now being concentrated elsewhere.

Loss of Fortitude and Essence

Fortitude represents a character’s physical state, and Essence reflects their mental state. When combat, spellcasting, creature abilities, and other effects reduce either of the stats to 0, the character is Exhausted. In game terms, they are on the verge of unconsciousness. They can move at a walk, take simple actions (no combat or Opposed Checks possible), and speak. Once their Fortitude or Essence go into a negative state, however, they are unconscious. Continued loss through Bleeding or additional attacks will be fatal once the character’s negative Fortitude or Essence value reaches an amount equal to their base Stamina (Fortitude) or Will Power (Essence) value. Additionally, being in a negative state forces the character to make either a Hard Stamina or Will Power check (player’s choice) every round to avoid losing another point. After 10 rounds, this check becomes Extremely Hard, and further increases in difficulty every 10 rounds. Any successful First Aid or Treatment check by another will arrest this loss, even if no kits or or herbs or other treatment is performed. It is assumed as part of this check that the person is being covered, kept warm, etc, as one would treat shock or other ailments.
Bleeding

Certain critical strikes will have results that include the word Bleed and a number. The number indicates the amount of Fortitude loss the character takes each round until the wound is staunched or they die. Thus, if a character has a Bleed 3 result inflicted on them, they take 3 points of Fortitude damage every round starting with the round following the critical wound. Bleeding wounds also stack, so if a character receives a Bleed 1 result, then a Bleed 3 result followed by a Bleed 2 result, they are losing 6 Fortitude per round. A successful Simple First Aid or Medicine check will stop a wound from bleeding. Multiple checks are needed for multiple Bleed results.

Example: Valekyri is in a difficult battle against a group of orcs. She is reduced to 0 Fortitude and has two Bleed results, a Bleed 2 and a Bleed 1, so she is losing 3 points of Fortitude per round. She manages to stagger back from the line as Alric interposes his shield between her and their bloodthirsty enemies. The next round, she takes 3 Fortitude damage from her bleeding wounds and is unconscious. Vaana drops her bow and rushes over. Hastily tearing a piece of cloak to use as a bandage, she succeeds at stopping the larger wound (Bleed 2) with a First Aid check. This First Aid check also prevents Valekyri from needing to make a Stamina or Will Power check normally required when a character falls below zero Essence or Fortitude. The following round, Val loses 1 Fortitude from her Bleed 1 wound and is at -4 Fortitude. A charging orc forces Vaana to parry a heavy overhand blow. As the pair fight, Valekyri continues to bleed at 1 point per round. Her Stamina is 16. If she reaches -16, from bleeding or an additional attack, she will die. Vaana desperately rains blows on her attacker, hoping to get back to save her friend.
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Hit Location Chart

This table is used to determine the location of a successful attack on a target, including melee, missile, and directed spell attacks. The Ambush skill and Attack Location combat rules allow the attacker to ignore the random roll and choose his hit location; see the relevant sections for more details. The Hit Location determines the armor piece that will reduce the damage from the attack, if any is worn.

	Roll
	Location

	01-10
	Head

	11-28
	Left Arm

	29-46
	Right Arm

	47-64
	Chest

	65-82
	Left Leg

	83-100
	Right Leg


Critical Hit Table

[image: image23.emf]Type Location Critical Deadly Mortal

Arm Muscletrauma.Stuncheck,-

6 to attacks if weapon arm, -6 

shield if shield arm

Break arm, arm is useless, 

auto stun.  Month to heal.

Crushupper arm. Artery

collapsed, death in 6 rounds, -

10 actions til then.

Leg Muscletrauma.Stuncheck,

movement halved for 10

rounds.

Breakleg,move10%,auto

stunfor2rounds,monthto

heal.

Crushfemur.Femoralartery

destroyed,deathin5rds,-12

actions til then.

Crush

Chest Knockwindout.Stuncheck,

mayonlyparrynextroundif

not stunned.

Breakribs.Movementhalved,

actions-4,autostun.Month

to heal.

Crushthoraciccavity.Ribs

drivenintolungsandheart.

Opponent dead.

Head Seeingstars,stuncheckif

helm,autostunifnohelm.

All actions at -4 for 2 rds.

Skulldamage.Nohelm,head

iscrushedandpulpy.Helmis

broken and auto stun.

Head is crushed.  Instant and 

immediate death.

Arm Gasharm.Weapondropped

if weapon arm.  Bleed 1.  AC

Choppingblow. Ifchainor

better armor, AC andSC.

Less armor, hand severed,

Bleed 3

Armseveredatelbow,Bleed

5.

Leg Sliceleg.Bleed2,movement

halved.  AC.

Chainorbetter,AC,SC,and

Bleed3. Otherwise,femoral

artery severed, Bleed 5.

Leg severed at knee. 3

painful rounds passuntil

death.

Slash

Chest Deepcut.Bleed1.ACand

SC

Chainorbetter,AC,SC,and

Bleed 3. Otherwise, belly

opened,gutsexposed,death

in 6 rds, -10 til then.

Opened from crotch to

nipple. Deathin2rounds,

no actions til then.

Head Hardchop. Nohelm,auto

stunand-4frombloodin

eyes. Helm, AC and SC.

Fierceblow. Nohelm,quite

dead.Helmisdestroyed,auto

stun, -6 actions for 10 rounds.

Headcleanlyseveredfrom

the neck.

Arm Truestrike.SC,WCtoseeif

weapondroppedforweapon

arm. Bleed 2

Clean penetration. Arm is

useless and all dropped.

Bleed 3 and auto stun.

Perfectstriketoartery.Bleed

5, arm useless til then. 

Leg Lancingstrike.Movehalved,

Bleed 2, SC.

Legcollapsesfromkneestrike.

Moveat10%,actions-6,auto

stun, Bleed 3.

Perfect strike to groin.

Painfuldeathin6rounds

and no actions possible.

Pierce

Chest Lungpunctured. -4actions

untilhealed(1month),SC,

Bleed 2.

Gutpenetratedalltheway.

Autostun,Bleed4.-8toall

actions til healed (1 month).

Strikeheart. Perfectskewer

and instant death.

Head Nohelm,4Fortnextrd,auto

stun.  Helm, SC and Bleed 2.

No helm, strike through

temple,instantdeath.Helm,

oneeyeblinded(-6 toall

actions), auto stun.

Strike through eye of

attacker'schoice. Deathis

swift and relatively painless.


Equipment and Money
Some players are inspired by interacting with the memorable NPCs that make up a game world, helping to build the tapestry of interaction and providing an additional layer of depth. Other players are thrilled by the challenge of plunging their characters into mortal combat, executing maneuvers and tactics to outwit and defeat a powerful foe. Still others derive their greatest joy from crafting a character over time, slowly growing from a bit player on the world’s stage to the director of the scenes. Finally, there is the other player.  he one who wants loot. Big fat steaming gobs of glimmering gold. The player that giggles and dreams about dragon hordes, toting out calculators to gleefully distribute treasure on an algorithmic measure of their own invention. This is a section for them.

The following pages contain information regarding the monetary system and various items that players can obtain for their characters. All prices are an average, and are not a hard-and-fast firm price. There will be instances where prices are astronomical for certain goods in certain areas – this is all a function of supply and demand. The GM will charge prices as deemed appropriate for the setting and economic circumstances, and the following prices are a guide only.

Money

The game world uses coins of various metals to denote certain levels of value. Different lands may use different coins, and may further require that travelers in their land use only the coin of the realm to obtain goods. While barter is still common, most purchases over a certain value become cumbersome (125 chickens for a heavy crossbow is difficult for both buyer and seller), and thus the use of coins proliferated. Some large cities also have begun a system of using signed documents to represent larger amounts of coins, although these are relatively uncommon and may only be exchanged at a bank that recognizes its value.
The default method of coinage is based on the silver coin. Gold is somewhat rare, and thus makes a poor standard of currency. Mithril is much rarer, and few such coins are in circulation. The following value for mithril pieces is when the coins are somewhat more common, and can often fetch much more. Some societies may substitute other metals for the lower-value coins; for instance, the tin piece in some societies may be replaced with an iron coin, or the copper could be substituted with a brass bit. The following list indicates the various denominations and their relative value:



Coin


Equivalent

Silver Equivalent



Tin piece (tp)

-


.001 silver pieces



Copper piece (cp)
10 tin pieces

.01 silver pieces



Bronze piece (bp)
10 copper pieces
.1 silver pieces



Silver piece (sp)

10 bronze pieces
-



Gold piece (gp)

10 silver pieces

10 silver pieces


Platinum piece (pp)
10 gold pieces

100 silver pieces



Mithril piece (mp)
10 platinum pieces +
1,000 silver pieces +

Equipment and Goods

The items that may be purchased with coins are given on the charts in this section. Most equipment and items also have a Quality Level. The prices are all for an Average quality item.  Items of higher quality (Good, Superior, etc) generally give a bonus to the related activity (a Good lockpick provides a bonus of 1 to lockpicking), at the GM’s discretion. Conversely, items of lower quality (Feeble, Poor) have penalties associated with their use (a Poor lockpick is at -1 to skill checks). Items can lose quality levels as they become damaged (such as armor that fails an Armor Check), and can be repaired to their original forged level (but not above) for a cost generally equal to 1/10th their normal value. The following chart indicates the standard cost multipliers for Quality Levels:

	Item Quality
	Price Multiplier

	Feeble
	.5 x

	Poor
	.75 x

	Average
	1 x

	Good
	2 x

	Superior
	5 x

	Exceptional
	10 x

	Remarkable
	20 x

	Incredible
	50 x


Item levels above Superior are quite rare and are generally difficult to find. In many cases, a high quality item is forged of a rare metal, is of unusual craftsmanship, or of unusual size (such as a large, perfect gem).

Armor

Armor provides protection to the wearer in exchange for lessened mobility and increased weight. The protection is expressed by the Damage Reduction (DR) value of the armor piece. Each DR value is expressed as 3 numbers separated by slashes; this denotes the protection against Crushing, Slashing, and Thrusting attacks. In addition, each piece has a Strength rating (used for Armor Checks), an Evasion Penalty (the reduction to the Evasion skill of the wearer due to the bulk and/or weight of the armor), and an Armor Use Required rating. This last rating indicates the minimum amount of skill a wearer must have in Armor Use in order to wear the armor piece effectively. If the wearer falls below this value, then the Evasion Penalty is doubled. Higher quality armor may reduce the Evasion penalty associated with the armor or increase the DR of the piece. All costs are in silver pieces.

	Armor Piece
	DR (C/S/T)
	Cost
	Strength
	Weight
	Ev Pen
	AU Req

	Chest Armor
	
	
	
	
	
	

	Heavy Cloth Vest/Robe
	2/2/0
	0.5
	2
	2
	0
	1

	Padded Vest
	3/3/2
	0.5
	4
	3
	0
	1

	Soft Leather Tunic
	4/3/3
	1
	8
	5
	0.5
	1

	Rigid Leather Jerkin
	3/4/3
	5
	10
	6
	1
	5

	Studded Leather Jerkin
	4/4/3
	11
	10
	7
	1
	5

	Hide Vest
	5/4/2
	3
	10
	15
	1.5
	5

	Chain Shirt
	5/6/5
	15
	14
	20
	1
	9

	Splint Mail Tunic
	6/6/5
	17
	12
	30
	1.5
	13

	Banded Tunic
	6/6/6
	18
	14
	25
	2
	13

	Breastplate, Bronze
	5/7/6
	20
	14
	30
	3
	13

	Breastplate, Iron
	6/8/7
	25
	16
	35
	3
	13

	Breastplate, Steel
	7/9/8
	75
	18
	30
	3
	13

	Arm Armor
	
	
	
	
	
	

	Heavy Cloth Sleeves
	2/2/0
	0
	2
	0
	0
	1

	Padded Sleeves
	3/3/2
	0.2
	4
	1
	0
	1

	Soft Leather Sleeves
	4/3/3
	0.5
	8
	2
	0
	1

	Rigid Leather Bracers
	3/4/4
	0.5
	10
	2
	0.5
	5

	Studded Sleeves
	4/4/3
	1
	10
	3
	0.5
	5

	Chain Sleeves
	5/6/5
	2
	14
	7
	1
	9

	Plate Bracers, Bronze
	5/7/6
	5
	14
	10
	1.5
	13

	Plate Bracers, Iron
	6/8/7
	10
	16
	12
	1.5
	13

	Plate Bracers, Steel
	7/9/8
	30
	18
	10
	1.5
	13

	 Leg Armor
	 
	 
	 
	 
	 
	 

	Heavy Cloth Leggings
	2/2/0
	0.2
	2
	1
	0
	1

	Padded Leggings
	3/3/2
	0.2
	4
	1
	0
	1

	Soft Leather Leggings
	4/3/3
	1
	8
	2
	0.5
	1

	Rigid Greaves
	3/4/4
	1
	10
	3
	0.5
	5

	Studded Leggings
	4/4/3
	2
	10
	4
	0.5
	5

	Chain Skirt/Leggings
	5/6/5
	6
	14
	8
	1
	9

	Plate Greaves, Bronze
	5/7/6
	10
	14
	10
	1.5
	13

	Plate Greaves, Iron
	6/8/7
	20
	16
	12
	1.5
	13

	Plate Greaves, Steel
	7/9/8
	60
	18
	10
	1.5
	13

	Head Armor
	
	
	
	
	
	 

	Heavy Cloth Cap/Cover
	1/1/0
	0.5
	2
	0
	0
	 

	Padded Cap
	2/2/1
	1
	4
	0
	0
	 

	Leather Helm
	3/2/2
	2
	8
	1
	0
	 

	Reinforced Leather Helm
	4/3/2
	3
	10
	2
	0
	 

	Chain Coif
	4/5/4
	3
	14
	3
	0
	 

	Plate Helm, Bronze
	4/6/4
	4
	12
	4
	0
	 

	Plate Helm, Iron
	5/7/6
	6
	14
	5
	0
	 

	Plate Helm, Steel
	6/8/6
	18
	16
	4
	0
	 

	Full Helm, Bronze
	5/6/5
	9
	14
	5
	0
	 

	Full Helm, Iron
	6/7/6
	15
	16
	7
	0
	 

	Full Helm, Steel
	7/8/7
	45
	18
	5
	0
	 

	Visored Helm, Iron
	6/7/6
	20
	16
	7
	0
	 

	Visored Helm, Steel
	7/8/7
	60
	18
	5
	0
	 


Shields

Shields are similar to armor pieces, except their Damage Reduction is a single value rather than split between the weapon types. This DR is applied when a successful Shield Use roll is made. Like armor, there is a specific Shield Use value that is required to use the shield effectively; any value below this doubles the Evasion Penalty. As detailed in the Combat section, as an optional rule shields can absorb double their Strength rating in damage before being unusable in combat.
	Shield Type
	DR
	Cost
	Strength
	Weight
	Ev Pen
	SU Req

	Bucker
	6
	3
	8
	2
	0.5
	5

	Small, Wooden
	7
	4
	10
	4
	1
	5

	Small, Bronze
	8
	6
	12
	6
	1.5
	5

	Small, Steel
	9
	18
	14
	6
	1.5
	5

	Large, Wooden
	9
	7
	12
	10
	1.5
	9

	Large, Bronze
	10
	9
	14
	15
	2
	9

	Large, Steel
	11
	27
	16
	15
	2
	9

	Wall Shield
	12
	12
	16
	25
	3
	13


Weapons

The weapons are listed in alphabetical order. Each weapon has a value for Damage (the base damage of the weapon), Size (the relative size of the weapon, which is important for Parrying and racial size restrictions), Strength (used for Weapon Checks), and a Strength Required value (the necessary Strength level to use a weapon). The value of Damage is followed by the standard damage type for that weapon. If the weapon can be used to inflict a different type of damage, it will be in parentheses. Any attack made by a creature weaker than the requirement is at -6. Creatures may use a weapon within one Size level in either direction (thus, a Human (Medium size) can use Small, Medium, and Large weapons. Using a weapon one size larger requires it to be used with both hands. In addition, weapons that may be thrown (e.g. daggers, darts) or shoot a projectile (e.g. longbow, heavy crossbow), also has a Range Factor (RF) and Rate of Fire (RoF) listing; see Missile Combat for more details. High quality weapons may have a bonus to the attack skill, damage rating, or increased strength. Weapons with an asterisk have a special effect or attack, and are detailed following the listing.

	Weapon
	Dam
	Cost
	Size
	Weight
	Strength
	ST Req
	RF
	ROF

	Bastard Sword
	6S(T)
	19
	M
	10
	14
	Good
	 
	 

	Battle Axe
	5S(C)
	13
	M
	7
	14
	Good
	 
	 

	Broadsword
	5S(T)
	15
	M
	4
	15
	Average
	 
	 

	Club
	2C
	0.1
	S
	3
	10
	Poor
	5
	1/2

	Composite Bow
	6T
	17
	M
	3
	10
	Average
	100
	1

	Dagger
	1T(S)
	3
	S
	1
	10
	Feeble
	15
	1

	Dart
	0T
	1
	S
	0.5
	12
	Feeble
	10
	1

	Flail
	7C
	19
	L
	20
	14
	Good
	 
	 

	Gladius
	4S(T)
	7
	S
	3
	16
	Average
	 
	 

	Greataxe
	8S(C)
	16
	L
	20
	14
	Good
	 
	 

	Greathammer
	7C
	15
	L
	18
	14
	Good
	 
	 

	Greatsword
	7S(T)
	20
	L
	15
	14
	Good
	 
	 

	Halberd
	6S(T)
	14
	L
	15
	14
	Average
	 
	 

	Hand Axe
	3S
	5
	S
	5
	14
	Poor
	10
	1/2

	Hand Crossbow
	3T
	13
	S
	2
	11
	Poor
	40
	1

	Heavy Crossbow
	8T
	25
	L
	9
	13
	Average
	120
	1/3

	Javelin
	3T
	3
	M
	2
	8
	Average
	30
	1/2

	Lance*
	9T
	5
	L
	10
	12
	Average
	 
	 

	Light Crossbow
	6T
	11
	S
	6
	14
	Poor
	100
	1/2

	Longbow
	7T
	10
	L
	3
	12
	Average
	120
	1

	Longknife
	3T(S)
	4
	S
	2
	14
	Poor
	5
	1/2

	Mace
	4C
	6
	M
	8
	15
	Average
	 
	 

	Morning Star
	5C
	16
	M
	8
	14
	Good
	 
	 

	Musket*
	9T
	100
	M
	10
	12
	Poor
	80
	1/5

	Net*
	*
	7
	M
	5
	6 or 12
	Poor
	10
	1/2

	Pick
	3T(C)
	4
	M
	6
	13
	Average
	 
	 

	Pike
	6T
	10
	L
	15
	12
	Average
	 
	 

	Pistol*
	5T
	100
	S
	1
	12
	Feeble
	30
	1/4

	Quarterstaff
	5C
	0.5
	L
	4
	13
	Poor
	 
	 

	Rapier
	4T(S)
	22
	S
	3
	12
	Poor
	 
	 

	Sap
	0C
	0.1
	S
	2
	6
	Poor
	 
	 

	Scimitar
	4S(T)
	10
	M
	4
	13
	Average
	 
	 

	Shortbow
	4T
	6
	S
	2
	12
	Poor
	80
	1

	Shortspear
	3T
	2
	M
	3
	11
	Average
	20
	1/2

	Sling
	2C
	1
	S
	0
	10
	Feeble
	60
	1/2

	Small Object*
	0C
	*
	S
	0
	*
	Feeble
	20
	1

	Smallsword
	3T
	7
	S
	3
	14
	Poor
	 
	 

	Spear
	5T
	3
	L
	9
	11
	Poor
	 
	 

	War Hammer
	4C
	15
	M
	7
	15
	Average
	10
	1/2

	War Mattock
	7C
	15
	L
	20
	14
	Good
	 
	 

	Whip*
	1S
	2
	M
	2
	13
	Average
	15*
	 


Lance – The ratings for this weapon assume that it is being used from horseback. If a lance is used while dismounted, then instead use the skill and damage for a pike.
Musket – Due to the rather unstable nature of firearms in this early period of development, there is a 10% chance that this weapon will misfire each time it is used. This check is made before the Skill Check roll is made, but the misfire counts as the character’s action for the round.
Net – Attacks using a net may only be opposed by an Evasion check and the attack does no damage. If a successful attack with a net occurs, then the target is enveloped by it and is considered to be Grappled (no actions except attempting to break the net). The net may be attacked by tearing (character’s Strength against the weapon Strength) or by attacking it with a small weapon (attack roll at -2 against the strength of the net). The 2 strength listings for the net differentiate between a standard rope net and a metal reinforced combat net. Finally, a combat net may be fitted with hooks and barbs that inflict 1 point of damage per exposed body part (i.e. one that has no DR from armor) unless the netted character takes no action requiring movement. A “body part” is either head, arms, legs, or chest.
Pistol - Due to the rather unstable nature of firearms in this early period of development, there is a 10% chance that this weapon will misfire each time it is used. This check is made before the Skill Check roll is made, but the misfire counts as the character’s action for the round.
Small Object – This is used to denote any small handy object that may be used as a thrown weapon, including rocks, vases, and the like.  
Whip – The whip can be used as a slashing weapon for the listed damage, or it may be used to make a Grapple attack using the whip skill of the wielder, up to a maximum of 15’ away. The whip Strength is the opposition to break the hold.

Gems
Gems are sometimes used as a portable currency, due to their small size and great value, and they are also used extensively by Arcane spell users to power their magical effects. The following table provides a listing of available gems and the cost for an Average representative of their type. A higher or lower Quality Level may indicate a larger gem or a more exquisite and perfect piece. The Base Value of each stone is given in silver pieces.
	Stone
	Base Value 
	Stone
	Base Value 
	Stone
	Base Value 

	Agate
	10 sp
	Crystal
	5 sp
	Pearl
	40 sp

	Alexandrite
	15 sp
	Diamond
	70 sp
	Peridot
	15 sp

	Stone
	Base Value 
	Stone
	Base Value 
	Stone
	Base Value 

	Amber
	20 sp
	Emerald
	60 sp
	Rainbow Quartz
	5 sp

	Amethyst
	30 sp
	Garnet
	30 sp
	Ruby
	60 sp

	Beryl
	40 sp
	Hematite
	10 sp
	Sapphire
	60 sp

	Bloodstone
	25 sp
	Jasper
	20 sp
	Spinel
	20 sp

	Carnelian
	20 sp
	Jet
	30 sp
	Sunstone
	15 sp

	Cat's Eye Agate
	10 sp
	Malachite
	15 sp
	Tiger Eye
	25 sp

	Chalcedony
	5 sp
	Mercury
	10 sp/oz
	Tourmaline
	20 sp

	Chrysolite
	5 sp
	Moonstone
	20 sp
	Turquoise
	10 sp

	Chrysoprase
	10 sp
	Obsidian
	15 sp
	Zircon
	15 sp

	Citrine
	15 sp
	Opal
	40 sp
	
	


Other Items

The following list gives the prices of a wide variety of goods and services. It is by no means complete, but can used as a guideline for costs of non-listed items. As stated above, market conditions can cause the listed prices to vary.

	Item
	Quantity
	Price
	Item
	Quantity
	Price

	Food and Drink
	
	
	
	
	

	Ale
	1 pt
	2 tp
	Hardtack
	1 lb
	1 tp

	Apples
	1 bu
	7 cp
	Honey
	1 lb
	15 sp

	Beef, salted
	1 lb
	2 bp
	Lard
	1 lb
	1 bp

	Beef, smoked
	1 lb
	7 cp
	Mead
	1 pt
	5 cp

	Beer
	1 pt
	2 tp
	Olive oil
	1 ga
	8 bp

	Brandy
	1 pt
	3 cp
	Potatoes
	1 bu
	2 cp

	Bread, loaf
	1 lb
	3 tp
	Salt
	1 lb
	5 bp

	Butter
	1 lb
	1 bp
	Sugar
	1 lb
	5 sp

	Cabbage
	1 bu
	3 cp
	Tea
	1 pt
	1 bp

	Cheese, average quality
	1 lb
	8 tp
	Tea leaves
	1 lb
	5 sp

	Cheese, high quality
	1 lb
	15 tp
	Vinegar
	1 pt
	1 tp

	Cider
	1 pt
	3 tp
	Waybread
	1 lb
	6 tp

	Cloves
	4 oz
	2 sp
	Whiskey
	1 pt
	5 cp

	Fish, salted
	1 lb
	1 cp
	Wine, average
	1 pt
	6 tp

	Flour, sack
	30 lbs
	1 bp
	Wine, excellent
	1 pt
	15 tp +

	Fruit, dried
	1 bu
	14 cp
	Wine, fine
	1 pt
	8 tp +

	Garlic
	4 oz
	5 bp
	Wine, poor
	1 pt
	4 tp

	
	
	
	
	
	

	Outdoor Survival
	
	
	
	
	

	Backpack, large
	3.5 cu ft
	7 bp
	Sack, large
	5 cu ft
	5 bp

	Backpack, medium
	2 cu ft
	4 bp
	Sack, small
	3 cu ft
	3 bp

	Backpack, small
	1 cu ft
	2 bp
	Sleeping furs, heavy
	
	75 bp

	Blanket
	
	25 cp
	Sleeping furs, light
	
	5 sp

	Candle, tallow
	
	3 tp
	Tent, 2 man leather
	5'x6'x4'
	7 sp

	Candle, wax
	
	1 bp
	Tent, 4 man leather
	8'x10'x5'
	15 sp

	Fishing net
	6' x 6'
	5 sp
	Tent, 8 man leather
	14'x17'x6'
	25 sp

	Flint and steel
	
	1 sp
	Tinderbox
	
	3 cp

	Lantern
	
	12 bp
	Torch
	1 hr
	1 tp

	Lantern oil
	1 pt
	1 bp
	Waterskin, 1 gallon
	
	3 bp

	Pavilion
	16'x20'x9'
	100 sp
	Waterskin, 5 gallon
	
	7 bp

	
	
	
	
	
	

	Containers
	
	
	
	
	

	Barrel, 100 gallon
	
	10 sp
	Chest, small wd/leath
	1'x1'x2'
	1 sp

	Barrel, 12 gallon
	
	12 bp
	Chest, small wood/iron
	1'x1'x2'
	35 bp

	Barrel, 25 gallon
	
	2 sp
	Jar, glass, 1 gal
	
	4 sp

	Barrel, 50 gallon
	
	4 sp
	Jar, glass, 1 pt
	
	4 bp

	Bucket, wooden
	3 gal
	2 cp
	Jar, glass, 1 qt
	
	8 bp

	Chest, large wd/leath
	2'x2'x3'
	3 sp
	Jar, pottery, 1 gal
	
	2 cp

	Chest, large wood/iron
	2'x2'x3'
	55 bp
	Jar, pottery, 1 pt
	
	3 tp

	Chest, med wd/leath
	1.5'x1.5'x2'
	2 sp
	Jar, pottery, 1 qt
	
	5 tp

	Chest, med wood/iron
	1.5'x1.5'x2'
	45 bp
	
	
	

	
	
	
	
	
	

	Tools and Machines
	
	
	
	
	

	Anvil
	
	50 sp
	Ingot, gold
	5 lb
	4,000 sp

	Awl
	
	15 cp
	Ingot, iron
	10 lb
	3 cp

	Bellows, portable
	
	2 cp
	Ingot, lead
	10 lb
	5 sp

	Bellows, standard
	
	5 bp
	Ingot, silver
	5 lb
	400 sp

	Block and tackle
	
	7 sp
	Iron spike
	
	24 cp

	Branding iron
	
	8 cp
	Ladder
	12 ft
	15 cp

	Brush
	
	2 cp
	Nails
	10 lb
	5 sp

	Chain
	1 ft
	2 sp
	Pick axe
	
	7 cp

	Chisel
	
	5 bp
	Pitchfork
	
	15 cp

	Crowbar
	
	7 bp
	Pliers
	
	25 cp

	File
	
	12 bp
	Rope
	50'
	6 cp

	Grappling hook
	
	12 bp
	Scythe
	
	18 cp

	Grindstone
	
	28 sp
	Shovel
	
	16 cp

	Hammer, carpentry
	
	7 cp
	Spinning wheel
	
	7 sp

	Hammer, smithing
	
	17 bp
	Tongs
	
	15 cp

	Hand drill
	
	5 sp
	Wire, iron
	10'
	3 cp

	Hoe
	
	6 cp
	Wood axe
	
	25 cp

	Ingot, bronze
	10 lb
	7 sp
	Wood saw
	
	35 cp

	Ingot, copper
	10 lb
	8 sp
	
	
	

	
	
	
	
	
	

	Animals
	
	
	
	
	

	Bull
	
	120 sp
	Horse, light
	
	45 sp

	Calf
	
	30 sp
	Horse, medium
	
	60 sp

	Camel, draft
	
	120 sp
	Lamb
	
	20 sp

	Camel, riding
	
	150 sp
	Mule
	
	40 sp

	Chicken
	
	2 bp
	Ox
	
	90 sp

	Cow
	
	75 sp
	Pig
	
	25 sp

	Donkey
	
	32 sp
	Pig, suckling
	
	4 sp

	Duck
	
	4 bp
	Pony
	
	40 sp

	Elephant
	
	500 sp
	Sheep
	
	40 sp

	Goat
	
	50 sp
	Swan
	
	35 sp

	Goose 
	
	7 bp
	Warhorse, greater
	
	750 sp

	Horse, heavy
	
	80 sp
	Warhorse, lesser
	
	200 sp

	
	
	
	
	
	

	Transport and Tack
	
	
	
	
	

	Bit and Bridle
	
	5 sp
	Coach, closed, 4 horse
	
	400 sp

	Saddle, riding
	
	15 sp
	Boat, 10'
	
	70 sp

	Saddle, war
	
	30 sp
	Boat, 20'
	
	110 sp

	Saddle, pack
	
	10 sp
	Boat, 30' (longboat)
	
	400 sp

	Saddle bags
	
	5 sp
	Canoe
	
	80 sp

	Horseshoe
	
	4 cp
	Paddle
	
	8 bp

	Cart
	
	40 sp
	Oar
	
	15 bp

	Wagon, small
	
	60 sp
	Mast and sail
	
	25 sp

	Wagon, large
	
	80 sp
	Dog sled
	
	70 sp

	Coach, closed, 2-horse
	
	200 sp
	Sledge, covered
	
	12 bp

	
	
	
	
	
	

	Writing Instruments and Other Paraphernalia
	
	
	

	Balance
	
	12 sp
	Inkwell
	
	1 sp

	Balance weights
	5 lb
	2 sp
	Paper, sheet
	30" x 40"
	25 cp

	Bindery glue
	1 pt
	3 cp
	Parchment, sheet
	30" x 40"
	65 cp

	Book covers
	
	15 sp
	Vellum, sheet
	30" x 40"
	8 bp

	Book, arcane subject
	
	50 sp
	Personal seal, silver
	
	50 sp

	Book, religious
	
	10 sp
	Personal seal, gold
	
	500 sp

	Book, scholarly
	
	20 sp
	Personal seal, bronze
	
	8 bp

	Chalk, 10 pieces
	
	3 tp
	Portable writing case
	
	25 sp

	Gold leaf
	
	25 bp
	Quill pen
	
	8 cp

	Graphite pencil
	
	1 bp
	Sealing wax
	4 oz
	15 sp

	Hourglass
	
	40 sp
	Sealing ribbon
	8"
	5 bp

	Minute glass
	
	20 sp
	Writing tablet, slate
	
	6 sp

	Ink, colored
	
	15 bp
	Writing brush
	
	1 cp

	Ink, black
	
	15 cp
	
	
	

	
	
	
	
	
	

	Alchemy
	
	
	
	
	

	Acid, poor
	1 pt
	20 sp
	Brazier, large bronze
	
	55 sp

	Acid, average
	1 pt
	60 sp
	Brazier, large iron
	
	40 sp

	Acid, good
	1 pt
	100 sp
	Mortar and pestle
	
	3 cp

	Astrolabe
	
	1,000 sp
	Vial, pottery
	
	8 tp

	Barometer
	
	50 sp
	Vial, tin
	
	2 cp

	Brazier, small bronze
	
	25 sp
	Vial, glass
	
	6 sp

	Brazier, small iron
	
	15 sp
	Censer
	
	10 sp

	
	
	
	
	
	

	Musical Instruments
	
	
	
	
	

	Bagpipes
	
	10 sp
	Hurdy-gurdy
	
	10 sp

	Bell
	
	4 bp
	Kettle drums
	
	35 bp

	Chimes
	
	1 sp
	Lute
	
	12 sp

	Drum
	
	15 cp
	Lyre
	
	9 sp

	Dulcimer
	
	23 sp
	Mandolin
	
	9 sp

	Fiddle
	
	14 sp
	Pan pipes
	
	8 cp

	Fife
	
	8 cp
	Recorder
	
	9 bp

	Flute
	
	3 sp
	Tambourine
	
	9 bp

	Harp
	
	8 sp
	Trumpet, fanfare
	
	6 sp

	Harp, large
	
	16 sp
	Viol
	
	24 sp

	Hunting horn
	
	2 sp
	
	
	

	
	
	
	
	
	

	Cooking and Eating
	
	
	
	
	

	Bowl, large china
	1 qt
	5 sp
	Bowl, small wooden
	1 pt
	6 tp

	Bowl, large pewter
	1 qt
	6 cp
	Cauldron, iron, 10 gal
	10 gal
	75 cp

	Bowl, large pottery
	1 qt
	3 cp
	Cauldron, iron, 50 gal
	50 gal
	3 sp

	Bowl, large wooden
	1 qt
	8 tp
	Drinking horn, ornate
	1 pt
	2 sp+

	Bowl, small china
	1 pt
	2 sp
	Drinking horn, plain
	1 pt
	4 cp

	Bowl, small pewter
	1 pt
	2 cp
	Fork, pewter
	
	7 tp

	Bowl, small pottery
	1 pt
	1 cp
	Fork, silver
	
	10 sp

	Goblet, crystal
	1 pt
	125 sp+
	Pan, iron
	
	7 cp

	Goblet, glass
	1 pt
	75 sp+
	Pitcher, china
	2 qt
	12 sp

	Goblet, gold
	1 pt
	200 sp+
	Pitcher, pottery
	2 qt
	5 bp

	Goblet, silver
	1 pt
	6 sp+
	Pitcher, silver
	2 qt
	20 sp

	Kettle, iron
	3 gal
	35 cp
	Pitcher, wooden
	2 qt
	3 cp

	Knife, pewter
	
	9 tp
	Pot, iron
	1 qt
	10 cp

	Knife, silver
	
	10 sp
	Salt cellar, gold
	4 oz
	750 sp+

	Ladle, pewter
	
	5 cp
	Salt cellar, pewter
	4 oz
	6 sp+

	Ladle, wooden
	
	3 tp
	Salt cellar, silver
	4 oz
	80 sp+

	Mug, pewter
	1 pt
	2 cp
	Spit
	
	2 bp

	Mug, pottery
	1 pt
	1 cp
	Spoon, pewter
	
	8 tp

	Mug, silver
	1 pt
	6 sp
	Spoon, silver
	
	8 sp

	Mug, wooden
	1 pt
	2 tp
	Spoon, wooden
	
	1 tp

	
	
	
	
	
	

	Household
	
	
	
	
	

	Bed, small
	3' x 6'
	8 cp
	Book case
	3' x 5' x 1'
	8 cp

	Bed, medium
	5' x 6'
	15 cp
	Candelabra, pewter
	
	15 cp

	Bed, large
	8' x 8'
	12 bp
	Candelabra, bronze
	
	26 bp

	Bed, state
	10' x 10'
	125 sp
	Candelabra, silver
	
	300 sp

	Sleeping straw, weekly
	
	1 tp
	Candelabra, gold
	
	3,500 sp

	Feather mattress
	
	2 sp
	Carpet, coarse
	5' x 10'
	5 bp

	Sheets, woolen
	
	5 sp
	Carpet, fine
	5' x 10'
	35 bp

	Sheets, linen
	
	14 sp
	Carpet, exotic
	5' x 10'
	60 sp+

	Bird cage, wooden
	
	15 cp
	Glass window, pane
	6" x 6"
	10 sp

	Soap, coarse
	
	7 cp
	Tapestry, coarse
	4' x 6'
	2 sp

	Soap, perfumed
	
	25 cp
	Tapestry, fine
	4' x 6'
	5 sp

	Table, small wooden
	3' x 3'
	5 cp
	Tapestry, ornate
	4' x 6'
	20 sp+

	Table, medium wooden
	4' x 8'
	7 cp
	Tapestry, exotic
	4' x 6'
	200 sp+

	Table, large wooden
	4' x 12'
	1 sp
	Painting
	
	5 sp+

	Bench, 2-person wood
	1' x 4'
	13 tp
	Sculpture, bronze
	
	10 sp+

	Chair, plain wooden
	
	6 cp
	Sculpture, marble
	
	10 sp+

	Chair, ornate wooden
	
	2 sp+
	Torch stand
	
	4 cp

	Stool, wooden
	
	6 tp
	Tub, wooden
	
	2 sp

	
	
	
	
	
	

	Clothing
	
	
	
	
	

	(note: ornamentation adds 50-200% to cost)
	
	
	

	Apron, cloth
	
	8 cp
	Boots, soft, leather
	
	6 sp

	Apron, leather
	
	8 bp
	Boots, workman, leather
	
	1 sp

	Baldric
	
	15 cp
	Bracers, leather
	
	4 cp

	Belt pouch, large
	
	14 tp
	Breeches
	
	6 bp

	Belt pouch, small
	
	8 tp
	Buckle, silver
	
	18 sp

	Belt, fur
	
	55 cp
	Buckle, brass
	
	5 bp

	Belt, leather
	
	10 cp
	Buckle, copper
	
	6 cp

	Belt, sword, leather
	
	14 cp
	Buckle, iron
	
	8 tp

	Boots, doeskin lined
	
	6 sp
	Buckle, gold
	
	200 sp

	Boots, leather and steel
	
	9 sp
	Cape, linen
	
	9 bp

	Boots, riding, leather
	
	4 sp
	Cloak, fur-lined
	
	25 bp

	Cloak, woolen
	
	9 bp
	Hose, woolen
	
	1 bp

	Cloak, hooded woolen
	
	12 bp
	Hose, linen
	
	5 bp

	Cloak, hooded fur-lined
	
	32 bp
	Jerkin, leather
	
	1 sp

	Codpiece
	
	7 bp
	Shirt, linen
	
	6 bp

	Doublet
	
	8 bp
	Shirt, woolen
	
	3 bp

	Doublet, padded
	
	11 bp
	Shoes, fine leather
	
	2 sp

	Girdle, leather
	
	10 bp
	Shoes, normal
	
	5 bp

	Gauntlet, leather
	
	7 bp
	Slippers, leather
	
	3 bp

	Gloves, doeskin
	
	2 sp
	Tabard
	
	7 bp

	Gloves, leather
	
	2 bp
	Tunic, linen
	
	7 bp

	Gloves, fur-lined
	
	4 bp
	Tunic, woolen
	
	4 bp

	Hat, leather
	
	6 bp
	Vest, linen
	
	4 bp

	Hat, wide-brimmed felt
	
	1 sp
	
	
	

	
	
	
	
	
	

	Clothing, women
	
	
	
	
	

	Cloak, fur-lined
	
	25 bp
	Gloves, doeskin
	
	2 sp

	Cloak, woolen
	
	9 bp
	Gloves, leather
	
	2 bp

	Cloak, hooded woolen
	
	12 bp
	Gloves, fur-lined
	
	4 bp

	Cloak, hooded fur-lined
	
	32 bp
	Gorget, linen
	
	6 bp

	Collar, plain
	
	3 bp
	Shift, woolen
	
	1 sp

	Collar, ruff
	
	7 bp
	Shift, linen
	
	14 bp

	Dress, coarse
	
	1 sp
	Shoes, fine leather
	
	2 sp

	Dress, normal
	
	18 bp
	Shoes, normal
	
	5 bp

	Dress, fine
	
	35 bp
	Stockings, linen
	
	5 bp

	Dress, exotic
	
	7 sp+
	Stockings, woolen
	
	1 bp

	Garters, leather
	
	1 bp
	Stockings, silk
	
	2 sp

	Girdle, leather
	
	1 sp
	
	
	

	
	
	
	
	
	

	Clothing, special and sewing accessories
	
	
	

	Belt, beaded
	
	3 bp
	Robe, fine woolen
	
	18 bp

	Belt, rope
	
	2 tp
	Robe, linen
	
	2 cp

	Cloth, coarse
	6' x 50'
	3 bp
	Robe, ornate
	
	15 cp+

	Cloth, exotic
	6' x 50'
	150 sp+
	Sandals, leather
	
	4 bp

	Cloth, fine
	6' x 50'
	6 sp
	Sandals, rope
	
	7 tp

	Cloth, normal
	6' x 50'
	15 bp
	Shears
	
	6 bp

	Needle
	
	12 cp
	Thread
	50 yds
	2 cp

	Pin
	
	4 cp
	Wire, gold
	50'
	50 sp

	Robe, coarse woolen
	
	1 sp
	Wire, silver
	50'
	4 sp

	
	
	
	
	
	

	Lodging and Services
	
	
	
	
	

	Barber
	
	3 cp
	Library access
	
	1 sp

	Bath, private
	
	1 cp
	Lodgings, average
	
	2 cp

	Bath, public
	
	5 tp
	Lodgings, good
	
	22 tp

	Doctor
	
	4 bp
	Lodgings, poor
	
	1 cp

	Laundry
	
	3 tp
	Meal, heavy
	
	12 tp

	Legal services
	
	3 sp
	Meal, light
	
	6 tp

	Meal, normal
	
	1 cp
	Scribe
	
	1 cp

	Midwife
	
	6 cp
	Stabling
	
	2 tp+

	Prostitute
	
	5 cp+
	Town crier/herald
	
	5 tp

	Sage
	
	1 sp+
	
	
	

	
	
	
	
	
	

	Medicine
	
	
	
	
	

	Bandages, linen
	30'
	1 bp
	Medical kit, feeble
	
	1 bp

	Basin, bleeding
	
	8 tp
	Medical kit, good
	
	8 bp

	Crutches
	
	3 cp
	Medical kit, poor
	
	2 bp

	Flat probe, bronze
	
	4 sp
	Medical kit, superior
	
	2 sp

	Hook, bronze
	
	8 sp
	Pegleg, ivory
	
	10 sp+

	Hook, steel
	
	35 sp
	Pegleg, wooden
	
	8 sp

	Knife, surgical
	
	5 bp
	Saw, amputation
	
	35 cp

	Lancet, bleeding
	
	2 bp
	Surgical scissors, bronze
	
	15 sp

	Leeches
	50
	2 bp
	Suturing needle
	
	3 bp

	Medical book
	
	20 sp+
	Tongue depressor, bronze
	
	2 sp

	Medical kit, average
	
	4 bp
	Tooth-wrench
	
	22 cp

	Medical kit, exceptional
	
	20 sp
	
	
	

	
	
	
	
	
	

	Locks and thieving tools
	
	
	
	

	Caltrops, 20
	
	1 cp
	Lock, superior
	
	20 sp+

	Invisible ink
	1 pt
	1 sp
	Lockpicks, average
	
	1 sp

	Lock, average
	
	4 sp
	Lockpicks, good (+5)
	
	5 sp

	Lock, feeble
	
	5 bp
	Lockpicks, poor (-5)
	
	6 bp

	Lock, good
	
	7 sp
	Lockpicks, superior (+10)
	
	25 sp

	Lock, poor
	
	1 sp
	Purse-cutter blade
	
	24 bp

	
	
	
	
	
	

	Miscellaneous
	
	
	
	
	

	Brush, cleaning
	
	1 bp
	Map, continent
	
	30 sp+

	Brush, grooming
	
	2 bp
	Map, known world
	
	60 sp+

	Brush, hair
	
	5 bp
	Map, local
	
	3 sp

	Chess set, ornate
	
	15 sp+
	Map, national
	
	10 sp

	Chess set, standard
	
	2 sp
	Map, regional
	
	5 sp

	Comb
	
	1 cp
	Mapcase, leather
	
	1 sp

	Crystal ball
	
	20 sp
	Mirror, metal
	4'
	15 sp

	Dice, pair
	
	2 cp
	Mirror, silvered glass
	4'
	150 sp+

	Dice, pair, loaded
	
	4 cp
	Playing cards
	
	5 sp

	Doll, china
	
	15 sp
	Pole
	10'
	2 sp

	Doll, wood
	
	2 cp
	Shoe horn
	
	1 bp

	Flag, large
	3' x 5'
	10 sp
	Stilts
	
	25 bp

	Flag, small
	18" x 36"
	5 sp
	Tarot cards
	
	5 sp

	Hand mirror, metal
	8"
	25 bp
	Walking stick
	
	2 bp

	Hand mirror, silv glass
	8"
	50 sp+
	
	
	

	
	
	
	
	
	

	Wages, average daily
	
	
	
	
	

	Peasant
	
	2 bp
	Merchant
	
	5 sp

	Craftsman
	
	1 sp
	Merchant, wealthy
	
	30 sp+

	Soldier
	
	4 bp
	Bodyguard
	
	6 bp


Magical and Enchanted Items
A fantasy game world often has varying degrees of magical or enchanted items scattered throughout the world, with varying degrees of rarity. Some games (like pretty much every D&D game) have magic items so common that there are shops devoted to them and every other innkeeper keeps an ensorcerelled dagger in his apron, while others may feature a great deal of superbly crafted items with a very rare actual enchanted item (much like the world of A Song of Fire and Ice). This guidebook will not produce a list of enchanted items to be randomly used to [image: image60.jpg]


fill out the vast hoard of treasure that an orc is for some reason guarding and that the players all can quote verbatim its abilities, bonuses, and price. Instead, some general guidelines around magical items is provided, and when an enchanted device is placed in the world it should be done logically, with an eye towards who created it and why (Ed Greenwood’s articles in the old Dragon Magazine of magical items in the Forgotten Realms are a perfect example of the depth and quality this care can provide). Different types of enchanted items are indicated below, and many of them will combine elements of several categories. Some sample magical items are given afterwards to illustrate examples.
Bonus Items

These items provide bonuses to specific skills or Attributes, typically expressed as “+1 to Lockpicking” and the like. These items are typically the most common items found, and can range from weapons to armor to tools. Generally, they are also high quality goods as well, but that is not always the case. The Enchanting school of magic has spells that can create such items, and there are rituals that can be performed as well.

Embedded Spell Items

These magical items can generate an effect equivalent to a spell of some type, including Arcane, Harmonic, and the like. These items can generate their effect one time only (a scroll that burns away when read from), a few times (a stone capable of discharging a magical attack before becoming inert), a set number of times in a given time period (a statue that turns into a cat up to twice a day), or even at will (a ring that renders its wearer invisible). Typically, these items will reference the spell and either its charges (amount of times it can be used before becoming inert) or how often it can be used (once daily, twice hourly, etc).

Essence Enhancers

These items change the cost of generating effects using one’s own Essence, and can come in the form of a fixed Essence point addition (+5 Essence) or as a multiplier (x2 Essence), or even as a “free spell” amount. These items increase the Essence available to power spells, but do not actually alter the Essence rating of the character in question when dealing with some Essence-draining creatures and spells, like the Undead. A wizard who owns a x2 Essence multiplier does not gain phantom Essence to be drained by a ghost; any Undead attack goes against the character’s base Essence. An easier way to think of these devices is as a cost reducer rather than an actual Essence increaser, which is why they are referred to as the thing they are not, in pursuit of clarity. A x2 multiplier actually cuts the cost of spell casting in half rather than doubling a character’s Essence points. I understand it, so you don’t have to.
Miscellaneous Magic
This catch-all term is for items that don’t fit the general categories above, or to indicate properties that are magically infused but do not affect game mechanics. A shield that floats in water, no matter how rough, or a cup that brings any liquid placed into it to a boil in a few seconds are examples of this type of item. Often created for a singular person or purpose, these items may seem random or useless at first glance, but can be among the most powerful items in a given world.

Intelligent Items

Some enchanted items literally possess a life, or life-force, of their own. It can be caused by embedding the soul of a living creature, spirit, or demon within it, or a purely magical construction. These items can be a boon or bane to their owners, as they may disagree with the use to which they are put, and so act overtly or covertly to subvert their bearer’s will or leave them entirely. Others can become the most trusted companion of their owner, providing wisdom, advice, and guidance. Generally, an intelligent item will have an Outlook (like a creature from Dangerous Denizens) and an agenda of its own, as well as a Willpower score which must be overcome when its use goes against its normal desires. Some can communicate telepathically, audibly, or not at all. Some have a complete set of Mental and Social attributes as well as skills in their own right.
Cursed Items

At first glance, it seems absurd that anyone would go through the time, energy, and expense of creating not just a useless item but one that is actively worse than useless, unless that person is a sadomasochist of the highest order. However, most items than are baneful to its user are keyed to a certain owner, and operate as a cursed item for any other wearer. These items can be “bound” to a new owner through a ritual that is set when the enchantment is placed on the item. Once keyed to its new owner, it operates as a benefit to him, often in the opposite manner of its “curse”.

Other items are cursed deliberately as a means to teach the intended recipient a lesson, like a sword that stains its wielder’s hands red whenever a life is taken with the weapon. Intelligent items may seem to be cursed, as they deliberately betray their owner to attempt to gain a new one. Other items are created by sadomasochistic wizards who have nothing else better to put their time, energy, and money towards.
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Sample Items

Greymantle’s Gambit
This enchanted rapier was crafted by an unknown magus for the thief and sometime assassin Greagan “Greymantle” of Sardok. Plainly fashioned with steel quillions and a pale wood handle, the unassuming blade was wielded in no less than 60 public duels, all victories, and never suffered so much as a nicked blade. After Greagan’s death of natural causes, it passed to his apprentice, the enigmatic Sunlily, who reportedly sold it before embarking on a long sea voyage to the legendary Alturan Coast. Rumors speak of the blade resurfacing in the hands of a bravo in the port city of Dalmanaes.

Gambit is nearly unbreakable, with a Weapon Strength of 22. It adds 3 to the user’s Rapier skill and Evasion when held. Three times per day it can perform an attack at +6 rather than its normal +3.
Avalorien Chainmail

The High Elven smiths of the reclusive kingdom of Avalor have perfected the method of creating light but resistant chainmail armor from a secret blend of mithril, silver, iron, and other unknown metals. The Avalorien Guards wear full suits of the gleaming silver armor, while the kingdom’s Stalkers wear shirts underneath their green-and-grey clothes. Over time, the armor has been removed from those slain in battle or ambushed, and an occasional piece of armor will surface in the hands of a non-Avalorien. Possession of the armor by such, however, is punishable by immediate death at the hands of the isolationist kingdom’s subjects.
The armor confers no Evasion Penalty and is DR 7 against all attacks. Its weight is ¼ that of an equivalent chainmail piece. It will subtly shift its form and size for the wearer, gradually conforming to fit perfectly within a week.

The Hearthstone Amulet

Often mistakenly referred to as the Heartstone Amulet, due to the heart-shaped pendant, the Hearthstone Amulet was crafted by the High Wizard of Nabil for his sovereign, Queen Draan Jurase the Ironwilled. It became part of the Crown Jewels of Nabil and the ruling House, until the last Jurase ruler was assassinated in the Gelt Uprising six generations after its crafting. Legend says that the Amulet failed King Nav the Unlucky because of his unfortunate habit of over-accessorizing his wardrobe, and the ruby-red stone of the Amulet was thought to clash with the vain king’s Azure Robe of Spring’s Sky. The king’s blood instead sullied the subtle hues of his clothing, and the Amulet disappeared shortly after.

The Hearthstone Amulet is cunningly fashioned of gold, set in a necklace consisting of three chains of slightly different lengths. The pendant contains a large heart-shaped stone of ruby hue, and the gold edging of the pendant has lines of tiny runes scribed around them. When worn, it confers immunity to poisons, provides DR 4 against all attacks except fire, against which it confers a DR of 16. The wearer is never chilled nor hot regardless of the temperature, and it adds 4 to the wearer’s Social Attributes.
Buzzawump’s Apron
Named not for its creator but its most famous wearer, the Apron is a Gnomish marvel of enchantment. The Apron was lost when the grandniece of Tocknim’s greatest magichanic, Buzzawump, went on a solitary investigative journey to the Sleeping Mountain and never returned. A brown, unremarkable two-pocket apron sized for Wee Folk, the garment is grease-stained and pitted with small acid splash burns.
The Apron allows free use of the spell Right Tool for the Job if the wearer is a gnome. It is highly resistant to fire, acid, and cuts, with a Strength of 20 against such damage. It also acts as a x3 Essence point multiplier for Conjuration spells and can hold a nearly infinite amount of material, provided that it can fit through the 6-inch long opening of the apron pocket. Retrieving an item placed in it requires a Will Power check of Average difficulty. Items placed in the pockets do not age, spoil, or decay, and are in the exact state they were in when placed in the apron.
Soulsipper
The feared blade of the dread Warlock King Maulchier, Soulsipper was created by a year-long ritual that culminated in the simultaneous death of over two score slaves whose souls were embedding in the mottled black-red blade of the massive greatsword. Fell runes are etched deep in the blade, and the hilt is reddish-gold, decorated with black stones and depicting naked demonic forms both lascivious and terrible. It was personally borne by its creator for his entire 8 century rule, until he was finally slain by Prince Feroud the Black. Rumors persist that the Warlock King himself was brought down by his sword, since its thirst for the torment and death of others caused the blade to turn on its master. The blade vanished after the Prince’s homecoming during the Fall of Anspire, and its exact whereabouts have never been confirmed since, although the blackest rumors trace a possible course south down the Enkore River to Waking Wood, and may have caused the downfall of the Star Enclave there.
This greatsword is highly intelligent and completely cruel, with a 20 Weapon Strength. It adds 5 to its user’s weapon skill, and can be wielded in one hand despite its massive size and weight. Any time it contacts a living being besides its wielder, whether in combat or out, it drains 2 points of Essence, which can then be used by the bearer for spellcasting. If it does not feed on at least 5 points of Essence per day it will begin taking them from its wielder, who must make a Wits check (against 17 difficulty) to discover this theft. It has Mental and Social attributes of 17, and Influence skills of 17 that it can use against its bearer. It revels in death and destruction, and will continuously urge its owner to more and more acts of cruelty and depravity.
The Game Environment

This section deals with various rules that don’t fit into other categories, such as poisons, diseases, movement, time, and the like.

Time

Time in ERPS, like most games, is measured in game rounds, referred to simply as rounds. A round is essentially 5 seconds of time, and is usually the amount of time required to complete a simple action, such as making an attack, retrieving an item from a pouch, and the like. Some actions require only a half-round to perform, such as drawing a weapon (allowing the bearer to parry an incoming attack, for example). The following short lists indicate what actions are considered half-actions and which are considered full actions, and are by no means exhaustive. Use the list as a guideline for determining how long a particular action should take.

	Full Actions
	Half Actions

	Normal attack
	Take a defensive action

	Movement at full rate
	Movement at half rate

	Get item from pouch
	Draw weapon from sheath

	Attempt a Skill Check
	Shout a warning

	Light a torch/candle from flame
	Extinguish torch or candle


The following list also indicates some typical actions that may take place during a game session, and the usual time period required to perform them.

	Action
	Time Required

	Generate a flame from flint and tinder
	6 rounds

	Retrieve an item from a backpack
	3 rounds

	Restring a bow
	4 rounds

	Don armor (cloth)
	1 round/piece

	Don armor (leather)
	2 rounds/piece

	Don armor (chain)
	4 rounds/piece

	Don armor (plate)
	6 rounds/piece

	Shed armor (cloth)
	1 round

	Shed armor (leather)
	2 rounds

	Shed armor (chain)
	4 rounds

	Shed armor (plate)
	6 rounds


Movement

The normal movement rate for a character walking at average speed is 30’ per round. Optionally, a more complex method to determine movement speed is available, factoring in height, agility, and encumbrance. A character 6’6” or taller receives a +5’ per round bonus (due to stride), while a character less than 5’ tall receives a -5’ penalty. A character with Good or better Agility receives a 5’ bonus, while Poor or below receives a -5’ penalty. See the Strength and Encumbrance section below for information on movement penalties.
Moving at a pace other than a walk increases or decreases the movement rate, as indicated by the chart below. The Maximum Evasion Penalty listing indicates the maximum Evasion Penalty caused by the armor worn by a character that allows the character to move at that pace. Thus, when Joquil makes an ill-fated decision to wear plate armor into battle despite his poor Armor Use rating, his Evasion Penalty of -10 from the armor means that he is restricted to a Jog as his fastest pace. 
	Pace
	Multiplier
	Max Ev Pen

	Stalk
	.5 x
	-

	Careful Walk
	.75 x
	-

	Walk
	1 x
	-

	Jog
	1.5 x
	-

	Run
	2 x
	-6

	Sprint
	3 x
	-4

	Dash
	4 x
	-2


Movement rates overland or for long distances are summarized in the chart below. The mode of transportation, modified by the terrain type, gives the distance traveled over a 4-hour stretch of time, and includes period rest intervals.
	Transport Type/Pace
	Road
	Open
	Forest/Rough
	Sand
	Mountainous

	Stalk
	4
	4
	3
	1.5
	1

	Careful Walk
	8
	7
	4
	2.5
	2

	Walk
	10
	8
	6
	2.5
	2

	Jog/Walk*
	15
	12
	8
	3
	3

	Camel
	16
	16
	9
	10
	6

	Elephant
	20
	20
	13
	5
	8

	Slow Ride (Horse)
	15
	12
	8
	6
	3

	Fast Ride (Horse)*
	25
	18
	11
	8
	4

	Mule/Donkey
	12
	12
	10
	6
	5


* indicates that a successful Skill Check must be made at the beginning of each 4-hour travel period to move at the indicated pace.  Failure indicates movement occurs at the slower speed (Walk or Slow Ride).
Hazards

There are perilous things in the world other than monsters, fellow adventurers, and bad judgment. The silent killers that are carried by flying insects, the venom dripping from the fang of a serpent, the raging fire consuming the lower half of the inn – these are perils that every adventurer must eventually face.

Disease

This section deals with diseases that are contagious, debilitating, and possibly life-threatening. It does not deal with “diseases” like alcoholism, gambling addiction, or other non-germ related afflictions. Disease may be spread by germs or magic, both devotional and arcane. Many of the specific spells of necromancy and disease that cause a disease are detailed in the relevant spell description in Matters of Magic. Additionally, the effects of those diseases may be replaced with a disease described here of the same level of potency at the caster’s whim. Some specific diseases are listed in this section, but the amount of diseases possible is nearly limitless, and the information contained here may be used as a springboard for detailing new and unheard-of diseases.
Each disease has a Potency and Communicability (listed as Commun on the Disease Table) rating. When a character comes into contact with a disease source, a Stamina check against the disease’s Communicability rating is made. If successful, the character has avoided contracting the disease, but the check must be made each time contact with the disease is made. If the disease is successfully resisted 3 times, then the character can effectively be considered immune to the disease, and does not need to make a check against that particular disease again. A new strain of the disease (swine flu versus avian flu, for example) would require a new set of resistance checks.
If the character fails the Communicability check, then a new check against the disease’s Potency is made (again using the character’s Stamina). Success indicates that the character is not infected with the disease, but is now a carrier – the character will spread the disease in the standard method of contamination for a week. Failure on the check indicates the character is infected to some degree. The degree to which the character is affected is determined by the difference between the values on the resistance check, as shown on the following table:




# Failed By


Severity




      1-4 



Mild




      5-9



Moderate




      10+



Severe

The effects of each disease differ in effect and severity, but nearly all diseases cause Stamina loss. This loss takes effect gradually over the course of the disease. Should a character’s Stamina reach 0, the character dies from the disease (which is why newborns and the elderly are often killed by relatively weak diseases). The Disease Table lists the amount of Stamina lost per day (starting from the first day after the Incubation Period ends) along with the maximum Stamina loss in parentheses.  
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If the character avoids exertion and receives bedrest and care during the duration of the disease, then every other day a new check against the Potency can be made. If successful, the Severity improves by one level (from Moderate to Mild, for example). The character is still a carrier for the duration of the disease if a successful check is made during Mild severity. An Extraordinary success or better on the check means that the improvement is made 2 steps instead of one, while a Critical failure indicates that the disease has worsened by 1 step. In addition, if the character is receiving Treatment from someone else during this time, another Potency check is made against the Treatment level of the caregiver, and the better of the 2 results is used. If, however, the diseased character does nor rest and continues to exert himself, a new check is again made every 2 days, and failure indicates that the disease has increased in severity by a level.
Lost Stamina returns at the same rate it was lost after the duration of the disease has passed. If the character has lost Stamina, then improved in Severity to a level where the maximum Stamina loss is lower than the Stamina already lost, then the diseased character’s Stamina immediately reverts to the maximum loss amount.

Example: Gnute has contracted the dreaded Miner’s Dropsy, a Hard Potency disease. He has a Moderate case, and his Stamina has steadily decreased during the course of the illness. He has lost 6 Stamina by the 3rd day, and has finally agreed to stay in bed and let Tirmelon treat him. After 2 days of rest and Treatment, Gnute is able to roll a new check. His 8 Stamina (down from its normal 14) and roll of 6 is beaten by the disease check total of 17. Since Gnute is receiving Treatment, however, Tirmelon is able to test his skill against the disease. His Treatment skill is 14, and he rolls a 6, meaning that Gnute’s case has shifted to a Mild version of the illness. Since the maximum Stamina loss from a Mild case is 2, Gnute’s Stamina is now back up to 12, and he should be cured with another 2 days of rest. Gnute, however, feeling better, slips out of bed and proclaims that he is just fine – and proceeds to infect each of his companions, who are now too weak to properly string him up.
Poison

The tool of assassins and brightly-colored frogs everywhere, poison is used to refer to any substance which causes a quick and debilitating effect on creatures that come into contact with it. Poisons affect the character’s Fortitude rating, generally, and also may have secondary effects as well. All poisons have a Potency rating, which a character must oppose with a Stamina check to resist the effects. Like diseases, the severity of the effect can vary based on the degree of failure:

# Failed By


Severity




      1-4 



Mild




      5-9



Moderate




      10+



Severe

There are 6 different categories of poisons, broken down by the bodily function they attack: circulatory, conversion, muscle, nerve, reduction, and respiratory. The Poison chart details each type of poison and the effect based on the severity. Generally, there is an amount of Fortitude lost per round, up to a maximum amount, and possibly other reactions. In some cases, the Hit Location of the poison attack will affect the outcome (especially for conversion and reduction poisons). The Potency will vary from one case to another, and is generally based on the size of the dosage – a small spider may have Feeble reduction poison, whereas the huge spider may have Good or Superior poison, simply based on the volume of injection. Poisons can be purchased or created (via Alchemy), but they tend to be quite expensive, since possession of poison is often equivalent to a guilty plea in any suspicious death. The average cost for poison is shown below, based on severity.
	Strength
	Cost

	Feeble
	5 sp

	Poor
	2 gp

	Average
	5 gp

	Good
	10 gp

	Superior
	20 gp

	Exceptional
	50+ gp


If an antidote to the poison is consumed, it can stop the progression of the effects. An antidote has a Rating, which is used when making a check against the poison’s Potency to reverse the effects. Success indicates that no further damage is taken and any other effects are removed in 1-100 minutes. Damage caused by the poison must be healed naturally, however. 
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Fire

Exposure to intense heat causes damage to individuals exposed to it, which is sure to be a surprise to many readers. This section details the amount of damage done with various levels of intensity. The damage listed in the table below is per round of exposure.

	Intensity
	Dam
	Equivalent

	Feeble
	1
	Candle

	Poor
	2
	Torch

	Average
	3
	Bonfire/burning oil

	Good
	4
	Burning room

	Superior
	5
	Burning building

	Exceptional
	6
	Forge


Cold

Exposure to freezing temperatures, much like flame, has a painful and possibly fatal effect on exposed individuals. Thick clothing or furs can provide Damage Reduction values against cold temperatures (typically 2 to 4 points), while a lack of protection can mean a swift demise. The following chart details the damage done per minute at a range of temperatures:

	Temperature
	Damage

	30 to 0 deg F
	1

	-1 to -20 deg F
	2

	-21 to -30 deg F
	3

	-31 to -40 deg F
	4

	-41 to -50 deg F
	5

	-51 and below
	6


Herbs, Useful Plants, and Alcohol
Some of the most valuable objects in the world grow on trees – or bushes, or ferns, or small plants. There are a huge amount of medicinal plants in the world, which can help protect and heal adventurers. Other herbs aid the imbiber in other ways, by dulling pain or creating mind-altering experiences. The Herb Chart below gives a list of examples of plants and other substances and their effects. Included is the method of preparation for use, typical cost, difficulty of use, and Addiction Factor. The difficulty of use is used as the opposition roll for Herbalism – when the Herbalism check is successful, the herb is correctly prepared. Some have no difficulty, indicating that it may be used by anyone and is always effective. The Addiction Factor is the addictiveness of the substance, using a numeric value. When an herb is imbibed, the imbiber must make a Will Power roll against the Addiction Factor or become physically addicted to the substance. Addicts will need to have the substance regularly (generally at least 1 time per week per rank of addictiveness; thus, once a week for Feeble, 4 times a week for Good, etc) or go into withdrawal. While in withdrawal, the character is at -2 to all actions for 2 days per rank of addictiveness (i.e. a Simple Addiction Factor substance takes 2 days to recover from, a Hard substance 8 days, etc). In addition, an addicted character needs double the normal dosage to get the normal effect from the herb.
When searching for an herb in an appropriate area, the Forage skill is used, and the Commonality rank of the herb is used to determine the opposition to the skill check. A search generally takes 10 minutes per rank level below Grand Master (10 minutes for Master, 30 for Competent, etc).

	Herb Name
	Part
	Prep
	Cost
	Diff
	Comm
	AF
	Effect

	Boneset
	Leaf
	Brew
	2 bp
	Avg
	Easy
	4
	Half healing time of broken bones

	Black Lotus
	Flower
	Ingest
	40 gp
	Simple
	V Hard
	18
	+4 Dream and WP, euphoria, -6 actions (8 hrs)

	Jennyrip
	Berry
	Ingest
	2 sp
	Simple
	Average
	6
	Heals 2 Fortitude

	Kingsfoil
	Leaf
	Immersion
	7 bp
	V Hd
	Average
	2
	Cure any disease or poison

	Luskberry
	Berry
	Dried
	15 sp
	Hard
	Average
	13
	+4 to Perception skills (4 hrs)

	Ghinzen
	Root
	Salve
	4 sp
	Hard
	Hard
	4
	Heals 3 Fort per wound application

	Fireflower
	Flower
	Ingest
	2 gp
	Simple
	V Hard
	8
	4 DR against fire

	Alcohol
	Many
	Brew
	Varies
	Varies
	Varies
	6
	+1 SM, ST (max +3) -1 mental attributes, AG

	Eldanna
	Leaf
	Brew
	20 gp
	Easy
	V Hard
	2
	Exceptional antidote for reduction poison

	Menelar
	Cone
	Brew
	4 gp
	Avg
	Hard
	4
	Superior antidote for circulatory poison

	Mook
	Berry
	Ingest
	15 sp
	Simple
	Average
	5
	Good antidote against respiratory poison

	Quillnut
	Root
	Brew
	16 gp
	Easy
	Hard
	2
	Superior antidote against conversion poison

	Shen
	Leaf
	Ingest
	1 gp
	Simple
	Hard
	3
	Average antidote against nerve poison

	Ul-Naza
	Leaf
	Ingest
	130 gp
	Simple
	Ex Hard
	5
	Exceptional antidote against any poison

	Yuth
	Flower
	Ingest
	15 gp
	Simple
	V Hard
	5
	Exceptional antidote against nerve poison

	Aloe
	Leaf
	Apply
	5 bp
	Simple
	Easy
	0
	Heals 1 Fort of burn damage, doubles healing rate from burns

	Jojopo
	Leaf
	Apply
	9 sp
	Simple
	Average
	0
	Heals 3 Fort from cold damage, cures frostbite

	Kelventari
	Berry
	Apply
	4 gp
	Simple
	Hard
	0
	Heals 2 Fort from burns

	Veldurak
	Kelp
	Apply
	8 sp
	Simple
	Average
	0
	Heals 3 Fort from cold damage

	Anserke
	Root
	Apply
	20 gp
	Avg
	Hard
	6
	Stops bleeding in 3 rds

	Fek
	Nut
	Brew
	15 gp
	Avg
	Hard
	4
	Stops bleeding in 1-10 rds

	Harfy
	Resin
	Apply
	50 gp
	Simple
	V Hard
	8
	Stops bleeding immediately

	Allhart
	Leaf
	Ingest
	3 sp
	Simple
	Easy
	2
	Heals 1 Fort

	Cusamar
	Flower
	Paste
	30 gp
	Simple
	V Hard
	3
	Heals 3 Fort

	Draaf
	Leaf
	Brew
	7 sp
	Easy
	Easy
	3
	Heals 1 Fort/rd for 2 rds

	Gariig
	Cactus
	Salve
	55 gp
	Simple
	V Hard
	6
	Heals 5 Fort

	Gefnul
	Lichen
	Ingest
	90 gp
	Simple
	E Hard
	8
	Heals 10 Fort

	Mirenna
	Berry
	Ingest
	10 gp
	Simple
	Hard
	1
	Heals 2 Fort

	Rewk
	Root
	Brew
	9 sp
	Avg
	Easy
	1
	Heals 2 Fort

	Thurl
	Clove
	Brew
	4 sp
	Avg
	Easy
	4
	Heals 1 Fort.  Brew keeps up to 2 weeks

	Yavethalion
	Fruit
	Ingest
	45 gp
	Simple
	V Hard
	4
	Heals 4 Fort

	Arkasu
	Sap
	Apply
	12 gp
	Simple
	Hard
	3
	Heals 2 Fort, doubles heal rate for wounds

	Delrean
	Bark
	Apply
	3 sp
	Easy
	Average
	1
	Repels insects

	Ukur
	Nut
	Ingest
	34 sp
	Simple
	Average
	1
	1 day’s nutrition

	Tyr-fira
	Flower
	Apply
	800 gp
	Simple
	Absurd
	10
	Restores life within 2 months of death

	Hegheg
	Root
	Paste
	25 gp
	Avg
	Hard
	5
	3x heal rate to muscle dmg

	Baldakur
	Root
	Brew
	100 gp
	Hard
	V Hard
	4
	Cures blindness

	Kakduram
	Fruit
	Ingest
	45 gp
	Simple
	V Hard
	3
	Restores hearing

	Elben’s Basket
	Root
	Brew
	10 gp
	Avg
	Average
	8
	Double actions for 1 round.  Use more than once/hr is a Superior nerve poison

	Gylvir
	Algae
	Ingest
	45 gp
	Simple
	V Hard
	8
	Waterbreathing for 4 hrs

	Joefen
	Leaf
	Powder
	35 gp
	Avg
	Hard
	9
	Allows mental summons of 1 known sentient being

	Kyr’s Wrath
	Leaf
	Ingest
	50 gp
	Simple
	E Hard
	12
	+6 ST for d10 rds

	Megillos
	Leaf
	Paste
	12 sp
	Avg
	Easy
	8
	+4 to visual Perception for 10 minutes

	Splayfoot
	Seeds
	Brew
	23 gp
	Avg
	Average
	8
	+4 to all actions for 1-5 hrs

	Merrig
	Thorn
	Brew
	90 gp
	Hard
	E Hard
	14
	+5 AP during daily use; withdrawal causes -3 to IG

	Arunya
	Root
	Brew
	2 bp
	Easy
	Easy
	15
	Causes quick sleep.  1 hr sleep equals 4 hrs

	Galenas
	Leaf
	Inhale
	5 sp
	Easy
	Average
	6
	Relaxes (-8 actions) for 10 minutes in 20’ radius

	Gort
	Leaf
	Powder
	17 gp
	Avg
	Hard
	13
	Euphoric hallucinogen.  +4 Dream, Totem, Devotion, Harmony.  -6 all other actions.


Healing and Recovery

When injuries are sustained (loss of Fortitude) or the spirit is drained (loss of Essence), it takes time for the body and soul to replenish their stores. These faculties will restore themselves naturally through rest, but the process can be a lengthy one when large amounts of either resource have been depleted. Certain Arcane or Devotion casters also may restore them more expeditiously, and natural herbs and other remedies can help restore them as well.

For every 4 hours of sleep, a creature regains 2 points of lost Fortitude and Essence. In addition, the creature’s Stamina bonus (if any) provides additional Fortitude equal to the bonus amount, while Will Power provides the same bonus to Essence recovery. Creatures with Poor or lower Stamina or Will Power recover Fortitude or Essence respectively at half the normal rate.

Example: Mug the Dim-witted had a bad day, and is down 14 points of Fortitude and 10 points of Essence after a wraith battle gone bad. He sleeps 8 hours that night, and due to his Superior Stamina he regains 8 points of Fortitude (2 per 4 hours plus 2 per 4 hours due to Stamina). Unfortunately, due to his Poor Will Power (-1), he only recovers 2 points of Essence instead of 4.
Some specific injuries (as determined by Critical strikes or GM’s discretion) may take longer to heal, and may affect a character’s actions until healed (for example, a broken hand might make Evisys have a -2 penalty to all actions involving the hand for 3 weeks). Successful Treatment (generally at Average difficulty) halves this recovery time, and Extraordinary or Critical success can reduce the time even further (to one-third and one-fourth respectively).

Using ERPS in Other Genres

The original ERPS rules were developed for use with fantasy-based games. However, the same system may be used with any genre, from modern to sci-fi. Changes to some specific areas (such as Skills and Equipment) would be necessary for such changes. Included are variations to the basic ruleset for use with different genres.

Modern

A modern genre game has many advantages, not least of which is the familiarity that (nearly) all players have with the modern world. This can, however, also be a detriment, with players knowing more of certain subjects than their characters would necessarily know, especially in subjects that the real-world player has a level of expertise in that the average person would not (for example, a real-life doctor would know much more about anatomy and medicine than the auto mechanic character they are playing). Playing in a modern setting requires changes to the rules as detailed below.

Character Generation

Generally, there are no non-human races in a modern setting. For primitive, non-modern humans (island tribesman, for example) the specialized Man races can be used. In most cases, however, the generic race is assumed to be human, with no stat modifiers, and all Skill Points can be allocated as the player desires. For unusual modern settings (such as a gothic game where characters may be vampires, werewolves, and the like), additional races may be used at the GM’s discretion.

Skill Descriptions

Use the following skill information when using a modern-day game setting. Most of the skills that are useful only in a pre-modern setting are grouped under the Archaic category, several additional Knowledge and Scientific skills are available, and the Weapons categories are modified.
Archaic

Archaic skills refer to abilities and knowledge no longer in common use in a modern era. The skills are not listed individually on the character sheet, but may be selected in the Archaic section.  They include skills from the ERPS Fantasy rules that are generally not used in a modern game, but may be used for extraordinary individuals (time travelers, modern magicians, and the like). They include:
Alchemy


Mounted Combat

Shield Use

Herbalism


Pyromancy


Necrology

Bardic Magic


Dream Magic


Rituals

Runes



Totems



Directed Spells
Alteration


Conjuration


Divination

Enchantment


Evocation


Necromancy

For specific information regarding these skills, please refer to the ERPS Fantasy rules.

Artistic

Acting – Refers to the ability to entertain others with spoken word, whether telling tales, performing in a play, or similar. It can also be used in combination with Bluff to attempt to pass oneself off as another person. Opposed by the difficulty of the performance OR the Intuition of the person being lied to or attempting to penetrate the act.

Composition – This skill involves the ability to create new works of art, including music, poetry, plays, and the like. When composing, the artist chooses the “difficulty” of the work – easier works are less noteworthy and easier to perform, while a Hard or Very Hard work might spread far and wide, performed by only the finest of artists.  This choice decides the level of the Opposition roll.

Dancing – Bonus for moving gracefully in prescribed movements, for the entertainment of others or dancing with a partner.  It is sometimes used in combination with Rituals involving ritualistic dance (such as a Rain Dance). Opposed by the difficulty of the dance or Ritual.

Drawing/Painting – This spell is used for creating art with pictures, from charcoal sketches to oil paintings. Like Composition, the artist chooses the difficulty of the work, which becomes the Opposition roll.
Instrument – Skill involving the ability to play an instrument well. Instruments include flutes, pipes, reeds, lutes, drums, harps, and others. Separate skill is not required for separate instruments.  Opposed by the difficulty of the music.

Singing – The ability to entertain with song. Opposed by the difficulty of the song.
Combat

Armor Use – Skill used to determine how acclimated to the weight and awkwardness of body armor a character is. Certain armors require high levels of Armor Use skill, or risk high penalties to the character’s Evasion skill.
Disarm – Bonus to disarm an opponent’s weapon. A successful Disarm roll forces the opponent to roll an Agility Check against a difficulty equal to the Disarm skill. If the Agility check fails then the weapon is disarmed and lies at the opponent’s feet. An Extraordinary or better success allows the disarming party to move the weapon up to 10’ away. A Critical success on the initial Disarm check removes the Agility check (automatic disarm). Critical failure means the disarmer must make an Agility check (opposed by his target’s weapon skill) to retain his own weapon.

Evasion – Skill used to avoid blows and dodge attacks. It is commonly used as a defensive action in combat. Heavy armor or weight can reduce a character’s Evasion skill bonus, making it more difficult to Evade attacks.
Grappling – Bonus to perform the Grapple attack. If a successful Grapple attack is made against the target’s Grappling or Size scores (whichever is higher), then the opponent is considered held. A held opponent cannot attack, but can only attempt to break the hold, unless they are using a Small sized weapon, which they can use to attack the Grappler. After the initial round, the opponent makes either a successful Grapple roll to escape, or suffers the effects the attacker wishes to perform:

Disarm – Another successful Grapple roll will disarm the held opponent.

Hurt – Inflict 2 points of Crushing damage, plus an additional amount equal to the attacker’s Strength bonus.

Strangle – Force a Stamina check each round (opposed by Grapple skill); any failure indicates unconsciousness. After five consecutive rounds of being held, the person being strangled suffers a cumulative -2 penalty to the Stamina check each round thereafter.
Striking – Bonus for attacks made bare handed. This skill includes the punches and kicks of different martial arts techniques.

Two-Weapon Combat – Bonus for using 2 weapons at once. The Two-Weapon Combat bonus is used as a limit of the Weapon Skill that can effectively be used. This is calculated by multiplying the weapon bonus and Two-Weapon bonus and dividing by 20. Thus, Arthur has a 20 Melee Crushing, 14 Melee Thrusting, and a 14 Two-Weapon Combat bonus. His effective bonus with the club in his hand is 14 (20 x 14 = 280, 280/20 = 14) while his knife bonus is 10 (14 x 14 = 196, 196/20 = 10). The two-weapon fighter can attack with both weapons, parry with one and attack with the other, or parry with both. This skill also is used for characters using 2 pistols.

Influence

Bluff – Bonus for attempting to convince others of falsehoods. Bluffing is Opposed by the listeners’ Wits rank. Thus, Jonathon, a Master Bluffer (skill 18), is plying his trade. Roger the Slow has Wits of 8; he has no chance to decipher Jonathon’s tales (his 8 plus d10 will never beat an 18 plus a d10). Roger believes that Jonathon is really the cousin of the base commander, and allows him to slip into the barracks.
Diplomacy – Skill used when attempting to treat with individuals without causing unintentional insult, usually while seeking aid of some sort. The opposition roll is the difficulty of the particular encounter, which can vary (well-disposed people towards the speaker are Easy, the misogynistic enemies dealing with a female envoy are Extremely Hard). Marguerite, with her Novice Diplomacy, doesn’t realize the Japanese ambassadors are insulted by eye contact, and her roll of 2 plus her skill of 3 indicates a failed Diplomacy Check. Her listeners are becoming offended, and will not listen to her pleas for aid.
Intimidation – Bonus to attempt to convince others to perform an action based on fear of the Intimidator. Intimidation is opposed by the target’s Will Power. An example of this skill in action is given under the Skill Checks section.

Seduction – Skill used when attempting to manipulate an individual emotionally, usually suggestively. Often used when trying to woo someone, or convince someone that the Seducer is in love and just needs this one favor. The Seduction is opposed by the target’s Will Power.  Steven, a Novice Seducer, is trying to convince Julianne that she should dance with the nerdy gamer. His roll of 5 plus his skill of 2 means that Julianne doesn’t even need to bother rolling; her 10 Will Power is more than enough for the bemused lady to withstand Steven’s “charms”.

Streetwise – Skill used when attempting to gather information from the street (rumors, etc), find specific areas or types of people in a city (brothels, crime lords), or realize that one has entered into a bad section of town. Opposed by the difficulty of the situation; hometowns are Simple; unfamiliar towns are more difficult to determine (Average), while completely unfamiliar surroundings (different culture) can be Hard or worse. Jonathon, having grown up in a brothel, knows where to go in the city for a good time; a successful Streetwise roll shows him the way to the nearest one, while another Streetwise roll would make him realize that he just entered into a dangerous gang-filled area.

Knowledge

Accounting – Bonus for assessing, calculating, and tracking financial transactions. It is opposed by the obscurity or magnitude of the task (preparing a simple tax return is Easy, determining the full extent of the holdings of the Umbrella Corporation is Extremely Hard). This skill is also used in financial fraud, with difficulty of detection being the Accounting skill of the fraud committer.
Computer Use – Bonus for retrieving information from a computer, including use of the Internet and software programs. Opposition difficulty is derived from obscurity of the knowledge or complexity of the program.
Geography – Bonus for knowing information about a region, its people, culture, and boundaries. Opposed by the difficulty of the situation (familiar areas are easier, unfamiliar more difficult, alien areas much more difficult).

History – Skill used to recall historical information or to recall important figures or events in history. Opposed by the difficulty level (based on the obscurity of the information; general information is Easy, the 4th son of a little-known Civil War era senator Extremely Hard or worse).

Law – Bonus for knowing and recalling laws and legal processes. Difficulty of opposition rolls is determined by the obscurity of the law. The difficulty increases when dealing with different legal systems.
Linguistics – Skill used to learn new dialects and languages, and to determine the number of languages known when a character is created. It is opposed by the Difficulty of the language to learn (related are Easier, complex languages Hard or worse). A Linguistics roll can be made per week when attempting to learn a new language: each successful roll increases the rank of the language one step. Thus, Francine begins to teach Cynthia Old Welsh. Cynthia succeeds at her Linguistics roll, so in the first week she goes from None to Novice in Old Welsh. The next week, she again succeeds, and is now Practiced. The third week, she fails her roll, so does not gain any more skill, but could continue trying.
The rank and affect of knowing a language is as follows:

Rank

Description


Novice

Can speak and understand simple phrases.


Practiced
Can speak and understand simple ideas and concepts (5th grade level)


Competent
Can speak and understand ideas and concepts (9th grade level)


Expert

Can speak and understand complex ideas and concepts (college level)


Master

Can speak and understand esoteric ideas and concepts (scholarly level)
The number of languages known at the start of the game is determined by the following chart, and the competency of each is equal to the character’s rank of Linguistics at start.

	Rank
	Number of Languages

	Novice
	1

	Practiced
	2

	Competent
	3

	Expert
	5

	Master
	8


Metallurgy – Skill used to measure knowledge of metals. It is often used to determine the quality of a metal object, or to determine the quality of a type of metal. Generally an Average difficulty opposition, unless the metal is obscure.

Occult – Skill used to recall or discover knowledge of an unusual nature, generally with subjects considered to be mythical or fictitious to an average person. The difficulty is determined by the obscurity of the knowledge.
Politics – Skill used to measure knowledge of the political process and its players. It is also used to represent an individual’s political ties.
Photography – Skill for proper use of photographic equipment, as well as ability to spot faked images and the ability to reproduce them.
Religion – Skill used to recognize religious symbols and practices. Opposed by rarity of the religion (expressed as a Difficulty level). Also can be used to oppose the Bluff attempt of someone to pass themselves off as a person of a particular faith.

Tactics – Bonus for activities involving tactics; includes determining a defensible position, playing a game of chess, or orchestrating a siege. The difficulty varies from situation to situation.
Mechanical

Machine Operation – Bonus for the proper operation of heavy machinery, including bulldozers, cranes, and the like. The difficulty is determined by the Complexity of the machine.
Pick Locks - Skill used to open locks using the proper tools. The chance to open is opposed by the quality of the lock.
Repair, Computer – Bonus for the repair of a computer system, both hardware and software related. The difficulty is determined by the Complexity of the system.
Repair, Electrical – Skill used to repair electrically powered devices, including alarm systems, televisions, and the like. This skill can also be used to disable electronic devices safely. The difficulty is determined by the Complexity of the object.
Repair, Mechanical – Skill used to repair mechanical devices, including combustion engines, plumbing, and the like. The difficulty is determined by the Complexity of the machine.
Traps – Skill used to set and disarm physical traps. The rank of the Trapper determines the quality of trap he can construct, and how difficult they are to Spot. The skill value of the trapper determines the difficulty of disarming the trap. 

Medical

Diagnosis – Skill used to determine the type of disease, level of injury, or whether someone is afflicted with a poison, among other things. A successful Diagnosis check prior to applying any healing spell or ointment adds 1 point to the overall effect of the attempt. Opposed by the difficulty of the diagnosis (generally Average, unless the symptoms are difficult to detect).

First Aid – Skill used to bind wounds and attempt to heal injuries using healing kits. The amount of Fortitude recovered is equal to 3, plus the modifier of the kit Rank. Thus, a Feeble kit heals 1 point, while a Superior one can heal 5. Only one First Aid application is allowed per injury. The Difficulty is generally Average; Extraordinary success heals an additional point, while a Critical success adds an additional 3 points. Critical failure inflicts 3 points of additional damage.

Pharmacy – Bonus for the use and creation of chemical compounds for medicinal use. It is also used to determine the proper drug to apply to a situation. Difficulty is determined by the scarcity of knowledge.
Surgery – Bonus to perform delicate procedures involved with operating on living beings. The opposition difficulty is determined by the difficulty of the procedure (dealing with an ingrown toenail is Simple, performing brain surgery Hard or worse).
Treatment – Skill used for long-term healing, or extensive medical procedures. Treatment requires proper facilities be present, with clean water, bandages, ointments, and other supplies. Treatment rolls are made once per week, opposed by the difficulty (Average for general recovery). To heal Fortitude, a number of points equal to the skill in Treatment are returned per week with a successful Treatment check. Thus, Greg, with Expert (15) Treatment, can heal up to 15 Fortitude points in a patient per week. Treatment can also be used to combat disease, with the check being opposed by the rank of the disease. Thus, the Avian Flu, a Good Disease, is Hard to treat.  Extraordinary success adds an additional 5 points of healing (or halves recovery time from a disease) while Critical success adds an additional 10 points of healing (or quarters recovery time). Critical failure inflicts an additional 3 points of damage over the course of the week.

Outdoor

Animal Handling – Skill used when attempting to work with a single animal (multiple animals would require Herding skill), whether training it, soothing it under upsetting circumstances, or the like. Opposed by the Will Power of the animal.

Foraging – Skill used to find edible food and potable water in the wild. A successful Forage roll requires one hour and will find 1 day’s worth of food per rank of Forage. Thus, an Expert Forager could feed 4 people per day, per hour of Foraging. Generally it is an Average difficulty check, although circumstances can vary (foraging on a farm is Simple; foraging in a desert is Extremely Hard).

Hunting – Skill used to successfully gather animals for use as food. The ability to create snares, or a ranged weapon of some type, is required to successfully Hunt, and each attempt takes 1 hour. A successful Hunting roll will provide enough food for 2 people per rank of Hunting. Opposed by the scarcity of game (which determines the Difficulty).

Navigation – Skill used to successfully orient oneself to know which direction the navigator is traveling, to determine the best route to take, and the like. Opposed by the difficulty of the conditions (clear night might be Easy, while a thunderstorm might make it Very Hard).

Riding – Bonus for moving while atop a horse or similar domesticated animal. Unfamiliar animals will cause a -4 penalty to Riding until a week of riding the animal has passed. Generally this is only opposed when attempting a difficult maneuver (getting a horse to walk is Simple, trot is Easy, gallop is Average, jump an obstacle Hard, and the like)
Perception

Appraisal – Skill used to determine the market value of an item. This is usually used in instances where there is no clear skill that would be used to evaluate an item; for instance, a horse could be evaluated with Riding, a weapon by the appropriate Weapon skill, or the like. This is generally an Average difficulty roll, but may vary with unfamiliar items.

Search – Skill used to find objects or clues in an area with active searching. Opposed by the difficulty of the hidden items, Disguise skill of a disguised person, or Stalk rating of a hidden foe.

Spot - Skill used to notice things out of the corner of one’s eye, or to notice a Stalker, Disguise or Forgery. Close scrutiny of a Disguise may involve Search, as Spot is the passive observation skill, while Search is the active skill. Thus, Margaurite, an Expert (15) Stalker, is edging past a security guard. Her Expert level plus a roll of 5 gives a difficulty of 20 to Spot her. The guard, with a 10 Spot, has little chance to notice the danger.
Track – Skill used to follow the marks of passing creatures. The time required between Tracking rolls is determined by the Rank of the tracker:

Rank



Time between Checks



Novice



6 rounds



Practiced


10 minutes



Competent


1 hour



Expert



6 hours



Master



1 day



Grand Master


1 week

Tracking is also used to glean information from the tracks, such as their age, amount of creatures in the group, etc. The Opposition roll is made based on the difficulty of the situation (old tracks, city streets, etc).
Physical

Acrobatics – Skill used to determine the success of intricate physical maneuvers, such as tumbling, falling with injury, and the like. This is Opposed by the difficulty of the maneuver. If used in combat to dodge blows, this skill can be used as a bonus to the player’s Evasion. An Average check is made (Hard for 2 or more foes) and the amount of success on the roll is added to the player’s Evasion skill.

Example: Valerie’s Acrobatics skill is 15. She announces that she is using her skill to dodge the rain of blows coming at her from an enraged bar patron. She rolls a 7 on her Acrobatics check, so her skill check of 22 minus the Opposition roll of 5 plus 10 (for the Average difficulty) equals 7, which is added to her Evasion skill.
Boat Piloting – Bonus to perform maneuvers with a waterborne vessel. Operation of a motorboat is Simple, a sailboat Easy, and stunts increase the difficulty.

Climbing – Bonus to attempts to climb trees, mountains, cliffs, pit walls, and the like. The difficulty of the climb will vary from Simple (ladder) to Extremely Hard (sheer cliff with few handholds).
Driving – Bonus to perform maneuvers with a motor vehicle. Operation of a vehicle is Simple, a motorcycle Easy, and stunts increase the difficulty.

Jumping – Bonus to successfully leap from one point to another. The following chart shows the distance and difficulties involved, based on the jumper’s height:



Distance


Difficulty



Height in feet/2


Simple



Height in feet


Easy



Height in feet +1’

Average



Height in feet +2’

Hard



Height in feet +4’

Very Hard



Height in feet +6’

Extremely Hard



Height in feet +8’+

Absurd

Piloting – Skill used to perform maneuvers with a flying craft. A Novice can pilot a simple plane, Practiced can land and take off safely, and Competent users can handle a commercial jet or helicopter. Experts are required for combat planes or choppers. The difficulty of the stunt determines the Opposition roll.
Running – Skill to performing both speed running and distance running. A character can normally run up to 3 times their normal speed, while a successful Running roll would enable movement at 4 times (Average) or 5 times (Very Hard) walking speed. The roll would need to be made every 2 rounds to maintain the speed. Distance running allows the character to move at 3 times walking speed for an hour per successful check (Average difficulty).
Swimming – Skill used to swim across large or swift-moving bodies of water. Any Novice can stay afloat in calm water and not drown, provided that he is wearing no heavy clothing. Checks would be made in situations where the character is wearing armor, trying make headway against a current, or the like. Weight of gear and equipment is the main factor in determining difficulty:



Weight


Difficulty




Less than 5 pounds
Simple




5-10 lbs


Easy




11-20 lbs

Average




21-40 lbs

Hard




41-60 lbs

Very Hard




61-80 lbs

Extremely Hard

Failure indicates that the swimmer has begun to drown, and needs to make another Swim check the next round or begin losing 3 Fortitude per round.
Scientific

Opposition to all Scientific rolls uses a difficulty based on the scarcity of the knowledge.

Anatomy – Skill used to know and understand functions of living creatures. It is often used in conjunction with healing, necromancy, and the like.
Anthropology – Skill used to know and understand cultures, both current and historical.
Archaeology – Skill used to discover knowledge of areas for cultural artifacts.
Astronomy – Skill used to make judgments based on the positions of stars. Used in magic as well as Navigation.
Botany – Skill used to identify and understand the functions of plants.

Chemistry – Skill used identify and create chemical compounds.
Engineering – Skill used to design and understand complex machinery and mechanisms.

Forensics – Skill used to identify information from a body to determine cause, time, or manner of death, as well as obtaining information from a crime scene of a physical nature (such as blood splatter, fluids, and the like).
Geology – Skill used to recognize and identify rocks, gems, and other minerals. It is often used in conjunction with Mining.
Mathematics – Skill used when dealing with numbers, with more abstract concepts learned at higher levels.
Meteorology – Skill used to study, analyze, and predict the weather. It includes both the scientific study and the intuitive feelings that most animals have when certain weather conditions are imminent.
Psychology – Skill used to identify motivations and sanity of others.
Physics – Skill used in the study of matter and its motion, as well as space and time.
Zoology – Skill used in the study, identification, and understanding of animal species.  

Subterfuge

Ambush – The skill used to make a precise attack when the target is unaware of the attacker, and is Opposed by the target’s Spot skill. Success indicates a bonus to the attack roll equal to the amount of success on the Ambush roll, and the hit location is chosen by the ambusher. Any Ambush must be preceded by a successful Stalking roll, and any failed Ambush roll means that the attack is resolved normally. An Extraordinary success means the ambusher can ignore any damage reduction from armor.  A Critical success means an automatic critical is dealt by the attack (regardless of actual results of the attack roll) as well. A Critical failure means an immediate Weapon check must be made or the weapon is broken and useless.

Example: David has successfully snuck up on the security guard wearing a Kevlar vest. He rolls his 14 Ambush skill (getting a 4) against the target’s 10 Spot skill (with a result of 6). He attacks with a +2 to his roll and chooses the Hit location. Had he rolled a 9, he would achieve an Extraordinary success, attacked at +7, and ignored his target’s armor damage reduction.
Disguise – Skill used to disguise someone to appear as someone that they are not. Attempting to impersonate a specific individual cuts the chance of success in half. The rank of Disguise determines the difficulty of spotting a disguise. Thus, Michael is attempting to pass himself off as a member of the Royal Navy. He is a Practiced (7) Disguiser, and can only make Poor disguises.  His disguises are relatively easy to spot.
Forgery – Skill used to create forged documents, money, signatures, orders, and the like. Forging something like a painting would require both Forgery and Painting skill. Generally, a forger needs to have access to originals to base his forgeries off of, or else he will automatically fail. The attempt is only opposed when an attempt to Spot the forgery is made. The roll becomes the difficulty of spotting the forgery.

Hacking – The skill of accessing information from computer systems by unauthorized users, including cracking security from terminals or accessing information remotely through networks. The Complexity of the security system determines the Opposition level.
Sleight of Hand – Bonus for producing feats of trickery and misdirection. Picking pockets, simple “magic” tricks, palming small objects, and the like fall under this skill. The rank in Sleight determines the difficulty of Spotting the attempt. For example, Gaston tries to slip Valerie’s wallet from her purse. Gaston is an Expert (15) at Sleight of Hand, so Val has to roll pretty well against her 8 Spot to notice the theft.
Stalking – Bonus for staying hidden, while moving or standing still. The Stalk skill check determines the difficulty of Spotting the hidden person.

Weapon Skills

All Weapon Skills are used extensively in combat, and the skill rating is the wielder’s bonus to attack on a given blow.  See the Combat section for more details.
Assault Rifle – Skill used for automatic personal weapons.
Bows – Skill used for firing a bow.
Explosives – Skill used for the placement, arming, and disarming of bombs or explosive devices.
Heavy Weapons, Direct – Skill used for firing a heavy machine gun or other weapon that uses a direct path to the target.
Heavy Weapons, Indirect – Skill used for firing a weapon that uses an arc to strike its target, such as a mortar or other artillery.
Melee, Crushing – Skill used when attacking with a blunt object, like a billyclub or hammer.
Melee, Slashing – Skill used to attack with a bladed slashing weapon, such as a sword or axe.
Melee, Thrusting – Skill used when attacking with a pointed thrusting weapon, such as a knife or rapier.
Non-Lethal Weapons – Skill used for operating a non-lethal weapon, such as a taser or stun gun.
Pistol – Skill used when firing a one-handed firearm.
Rifle – Skill used when firing a single-shot rifle.
Shotgun – Skill used when firing a shotgun.
Throwing – Skill used when attempting to strike a target with a thrown object, including rocks, knives, or grenades.
Equipment and Goods

Obviously, a modern setting is going to have a vastly different economy and equipment list than a fantasy based game. Even different modern eras can have vastly different equipment available (a 2016 game, with the proliferation of cell phones, laptops, and handheld devices would look much different than a game set in the 1980’s or even the 1990’s). The following information is provided as a guideline for pricing structures – don’t let a player wave a flyer from the local Best Buy claiming that the price for a personal gaming system is too high. All prices are set in dollars.
Armor

In a modern setting, body armor is used nearly exclusively by police, military, and criminal forces. While it is certainly possible to possess an earlier period’s form of armor, especially among the various LARPer communities, the most common forms of armor in modern settings are Kevlar vests and their equivalent. The armor rules remain identical in a modern setting, and the following chart provides statistics for modern body armor.
	Armor Piece
	DR (C/S/P)
	Cost
	Strength
	Weight
	Ev Pen
	AU Req

	Chest Armor
	
	
	
	
	
	

	Heavy Cloth Vest
	2/2/0
	30
	2
	2
	0
	1

	Padded or Leather Vest
	3/3/2
	200
	4
	3
	0
	1

	Kevlar Vest
	5/4/5
	
	12
	5
	0.5
	5

	Hard Ballistic Vest
	6/7/6
	
	14
	7
	1
	9

	Bomb Disposal Vest
	9/9/9
	
	16
	12
	3
	13

	Arm Armor
	
	
	
	
	
	

	Heavy Cloth Sleeves
	2/2/0
	
	2
	0
	0
	1

	Padded or Leather Sleeves
	3/3/2
	
	4
	1
	0
	1

	Kevlar Sleeves
	5/4/5
	
	12
	3
	0
	5

	Hard Ballistic Sleeves
	6/7/6
	
	14
	4
	0.5
	9

	Bomb Disposal Sleeves
	9/9/9
	
	16
	6
	1.5
	13

	 Leg Armor
	 
	 
	 
	 
	 
	 

	Heavy Cloth Leggings
	2/2/0
	
	2
	0
	0
	1

	Padded Leggings
	3/3/2
	
	4
	1
	0
	1

	Kevlar Leggings
	5/4/5
	
	12
	3
	1
	5

	Hard Ballistic Legs
	6/7/6
	
	14
	4
	2
	9

	Bomb Disposal Legs
	9/9/9
	
	16
	6
	3
	13

	Head Armor
	
	
	
	
	
	 

	Heavy Cloth Cap/Cover
	1/1/0
	
	2
	0
	0
	 

	Padded Cap
	2/2/1
	
	4
	0
	0
	 

	Leather Helmet
	3/2/2
	
	8
	1
	0
	 

	Hard Plastic Helmet
	5/5/3
	
	10
	2
	0
	 

	Motorcycle Helmet
	6/5/4
	
	12
	3
	0
	 

	Police Helmet
	7/6/5
	
	14
	3
	0
	 

	Military Helmet
	7/7/7
	
	14
	3
	0
	 

	Bomb Disposal Helmet
	9/9/9
	
	16
	4
	0
	 


Shields

Like armor, shields in a modern setting a quite rare, typically used only by riot police and similar units. The values for riot shields are presented below.

	Shield Type
	DR
	Cost
	Strength
	Weight
	Ev Pen
	SU Req

	Riot Shield
	6
	
	14
	2
	1
	5


Weapons

In a modern setting, firearms are the predominant weapon of choice. While any of the archaic fantasy-style weapons are available, they are uncommon, save for knives and clubs. Explosive devices are also available, and military-grade weapons can also become available to other elements through illegal trade. Firearm and explosive damage is either Crushing or Piercing, depending on the Damage Reduction value of the armor worn by the target; the damage type will always be the one most advantageous to the attacker.  
	Weapon
	Dam
	Cost
	Size
	Weight
	Strength
	ST Req
	RF
	ROF

	Bastard Sword
	6
	19
	M
	10
	16
	Good
	 
	 

	Battle Axe
	5
	13
	M
	7
	14
	Good
	 
	 

	Broadsword
	5
	15
	M
	4
	16
	Average
	 
	 

	Club
	2
	0.1
	S
	3
	10
	Poor
	5
	1/2

	Composite Bow
	5
	17
	M
	3
	10
	Average
	100
	1

	Dagger
	1
	3
	S
	1
	10
	Feeble
	15
	1

	Dart
	0
	1
	S
	0.5
	12
	Feeble
	10
	1

	Dirk
	2
	4
	S
	2
	14
	Poor
	5
	1/2

	Flail
	7
	19
	L
	20
	14
	Good
	 
	 

	Gladius
	3
	7
	S
	3
	16
	Average
	 
	 

	Greataxe
	8
	16
	L
	20
	14
	Good
	 
	 

	Greathammer
	7
	15
	L
	18
	14
	Good
	 
	 

	Greatsword
	7
	20
	L
	15
	15
	Good
	 
	 

	Halberd
	6
	14
	L
	15
	14
	Average
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										Skill Point Allocations Per Age Category - Human, Nomad

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		3		10		0		5		5		3		0		3		7

		Young		5		15		0		8		7		5		0		5		10

		Adult		7		20		0		10		10		7		0		7		13

		Middle-Aged		8		25		0		13		12		8		0		8		17

		Old		10		30		0		15		15		10		0		10		20

		Venerable		12		35		0		18		17		12		0		12		23

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		7		7		5		0		3		10		32		0		100

		Young		10		10		7		0		5		15		48		0		150

		Adult		13		13		10		0		7		20		63		0		200

		Middle-Aged		17		17		12		0		8		25		80		0		250

		Old		20		20		15		0		10		30		95		0		300

		Venerable		23		23		17		0		12		35		112		0		350
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										Skill Point Allocations Per Age Category - Orc, Greater

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		0		13		0		2		3		0		0		0		5

		Young		0		20		0		2		5		0		0		0		8

		Adult		0		27		0		3		7		0		0		0		10

		Middle-Aged		0		33		0		3		8		0		0		0		13

		Old		0		40		0		5		10		0		0		0		15

		Venerable		0		47		0		5		12		0		0		0		18

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		5		10		0		0		2		22		38		0		100

		Young		7		15		0		0		3		33		57		0		150

		Adult		10		20		0		0		3		43		77		0		200

		Middle-Aged		12		25		0		0		5		55		95		0		250

		Old		15		30		0		0		5		65		115		0		300

		Venerable		17		35		0		0		7		77		133		0		350
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										Skill Point Allocations Per Age Category - Dark Elf

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		5		7		0		3		8		3		0		0		5

		Young		8		10		0		5		13		5		0		0		7

		Adult		10		13		0		7		17		7		0		0		10

		Middle-Aged		12		17		0		8		22		8		0		0		12

		Old		15		20		0		10		25		10		0		0		15

		Venerable		17		23		0		12		30		12		0		0		17

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		7		3		8		0		0		13		37		0		100

		Young		10		5		12		0		0		20		55		0		150

		Adult		13		7		17		0		0		27		73		0		200

		Middle-Aged		17		8		22		0		0		33		92		0		250

		Old		20		10		25		0		0		40		110		0		300

		Venerable		23		12		30		0		0		47		128		0		350
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		Type		Location		Critical		Deadly		Mortal

				Arm		Muscle trauma.  Stun check, -6 to attacks if weapon arm, -6 shield if shield arm		Break arm, arm is useless, auto stun.  Month to heal.		Crush upper arm.  Artery collapsed, death in 6 rounds, -10 actions til then.

				Leg		Muscle trauma.  Stun check, movement halved for 10 rounds.		Break leg, move 10%, auto stun for 2 rounds, month to heal.		Crush femur.  Femoral artery destroyed, death in 5 rds, -12 actions til then.

		Crush		Chest		Knock wind out.  Stun check, may only parry next round if not stunned.		Break ribs.  Movement halved, actions -4, auto stun.  Month to heal.		Crush thoracic cavity.  Ribs driven into lungs and heart. Opponent dead.

				Head		Seeing stars, stun check if helm, auto stun if no helm. All actions at -4 for 2 rds.		Skull damage.  No helm, head is crushed and pulpy.  Helm is broken and auto stun.		Head is crushed.  Instant and immediate death.

				Arm		Gash arm.  Weapon dropped if weapon arm.  Bleed 1.  AC		Chopping blow.  If chain or better armor, AC and SC.  Less armor, hand severed, Bleed 3		Arm severed at elbow, Bleed 5.

				Leg		Slice leg.  Bleed 2, movement halved.  AC.		Chain or better, AC, SC, and Bleed 3.  Otherwise, femoral artery severed, Bleed 5.		Leg severed at knee.  3 painful rounds pass until death.

		Slash		Chest		Deep cut.  Bleed 1.  AC and SC		Chain or better, AC, SC, and Bleed 3.  Otherwise, belly opened, guts exposed, death in 6 rds, -10 til then.		Opened from crotch to nipple.  Death in 2 rounds, no actions til then.

				Head		Hard chop.  No helm, auto stun and -4 from blood in eyes. Helm, AC and SC.		Fierce blow.  No helm, quite dead. Helm is destroyed, auto stun, -6 actions for 10 rounds.		Head cleanly severed from the neck.

				Arm		True strike.  SC, WC to see if weapon dropped for weapon arm. Bleed 2		Clean penetration.  Arm is useless and all dropped.  Bleed 3 and auto stun.		Perfect strike to artery. Bleed 5, arm useless til then.

				Leg		Lancing strike.  Move halved, Bleed 2, SC.		Leg collapses from knee strike.  Move at 10%, actions -6, auto stun, Bleed 3.		Perfect strike to groin.  Painful death in 6 rounds and no actions possible.

		Pierce		Chest		Lung punctured.  -4 actions until healed (1 month), SC, Bleed 2.		Gut penetrated all the way.  Auto stun, Bleed 4.  -8 to all actions til healed (1 month).		Strike heart.  Perfect skewer and instant death.

				Head		No helm, 4 Fort next rd, auto stun.  Helm, SC and Bleed 2.		No helm, strike through temple, instant death.  Helm, one eye blinded (-6 to all actions), auto stun.		Strike through eye of attacker's choice.  Death is swift and relatively painless.
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										Skill Point Allocations Per Age Category - Sylvan Elf

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		8		5		0		2		5		3		0		2		10

		Young		13		7		0		3		7		5		0		3		15

		Adult		17		10		0		3		10		7		0		3		20

		Middle-Aged		22		12		0		5		12		8		0		5		25

		Old		25		15		0		5		15		10		0		5		30

		Venerable		30		17		0		7		17		12		0		7		35

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		10		7		2		0		5		10		31		0		100

		Young		15		10		2		0		8		15		47		0		150

		Adult		20		13		3		0		10		20		64		0		200

		Middle-Aged		25		17		3		0		13		25		78		0		250

		Old		30		20		5		0		15		30		95		0		300

		Venerable		35		23		5		0		18		35		109		0		350
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										Skill Point Allocations Per Age Category - Tianatha

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		3		7		0		3		5		2		0		0		10

		Young		5		10		0		5		8		2		0		0		15

		Adult		7		13		0		7		10		3		0		0		20

		Middle-Aged		8		17		0		8		13		3		0		0		25

		Old		10		20		0		10		15		5		0		0		30

		Venerable		12		23		0		12		18		5		0		0		35

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		10		7		3		0		5		10		35		0		100

		Young		15		10		5		0		8		15		52		0		150

		Adult		20		13		7		0		10		20		70		0		200

		Middle-Aged		25		17		8		0		13		25		87		0		250

		Old		30		20		10		0		15		30		105		0		300

		Venerable		35		23		12		0		18		35		122		0		350
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										Skill Point Allocations Per Age Category - Wee Folk, Hobbit

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		3		5		0		5		7		2		0		3		7

		Young		5		8		0		7		10		2		0		5		10

		Adult		7		10		0		10		13		3		0		7		13

		Middle-Aged		8		13		0		12		17		3		0		8		17

		Old		10		15		0		15		20		5		0		10		20

		Venerable		12		18		0		17		23		5		0		12		23

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		8		2		5		0		3		7		43		0		100

		Young		13		2		8		0		5		10		65		0		150

		Adult		17		3		10		0		7		13		87		0		200

		Middle-Aged		22		3		13		0		8		17		108		0		250

		Old		25		5		15		0		10		20		130		0		300

		Venerable		30		5		18		0		12		23		152		0		350
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										Skill Point Allocations Per Age Category - Wee Folk, Kinder

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		5		7		0		7		7		0		0		7		5

		Young		8		10		0		10		10		0		0		10		7

		Adult		10		13		0		13		13		0		0		13		10

		Middle-Aged		13		17		0		17		17		0		0		17		12

		Old		15		20		0		20		20		0		0		20		15

		Venerable		18		23		0		23		23		0		0		23		17

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		8		3		5		0		7		10		30		0		100

		Young		13		5		7		0		10		15		45		0		150

		Adult		17		7		10		0		13		20		60		0		200

		Middle-Aged		22		8		12		0		17		25		75		0		250

		Old		25		10		15		0		20		30		90		0		300

		Venerable		30		12		17		0		23		35		105		0		350
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										Skill Point Allocations Per Age Category - Trueborn

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		3		7		0		3		7		3		0		0		10

		Young		5		10		0		5		10		5		0		0		15

		Adult		7		13		0		7		13		7		0		0		20

		Middle-Aged		8		17		0		8		17		8		0		0		25

		Old		10		20		0		10		20		10		0		0		30

		Venerable		12		23		0		12		23		12		0		0		35

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		10		5		7		0		3		10		32		0		100

		Young		15		8		10		0		5		15		47		0		150

		Adult		20		10		13		0		7		20		63		0		200

		Middle-Aged		25		13		17		0		8		25		78		0		250

		Old		30		15		20		0		10		30		95		0		300

		Venerable		35		18		23		0		12		35		110		0		350
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										Skill Point Allocations Per Age Category - Zrandi

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		7		10		0		2		5		2		0		0		10

		Young		10		15		0		2		7		3		0		0		15

		Adult		13		20		0		3		10		3		0		0		20

		Middle-Aged		17		25		0		3		13		5		0		0		25

		Old		20		30		0		5		15		5		0		0		30

		Venerable		23		35		0		5		17		7		0		0		35

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		10		7		5		0		3		10		30		0		100

		Young		15		10		8		0		5		15		45		0		150

		Adult		20		13		10		0		7		20		60		0		200

		Middle-Aged		25		17		12		0		8		25		75		0		250

		Old		30		20		15		0		10		30		90		0		300

		Venerable		35		23		18		0		12		35		105		0		350
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										Skill Point Allocations Per Age Category - Wee Folk, Gnome

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		0		7		0		3		10		0		7		10		2

		Young		0		10		0		5		15		0		10		15		2

		Adult		0		13		0		7		20		0		13		20		3

		Middle-Aged		0		17		0		8		25		0		17		25		3

		Old		0		20		0		10		30		0		20		30		5

		Venerable		0		23		0		12		35		0		23		35		5

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		5		2		10		0		0		7		38		0		100

		Young		8		2		15		0		0		10		58		0		150

		Adult		10		3		20		0		0		13		77		0		200

		Middle-Aged		13		3		25		0		0		17		97		0		250

		Old		15		5		30		0		0		20		115		0		300

		Venerable		18		5		35		0		0		23		135		0		350
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										Skill Point Allocations Per Age Category - Minotaur

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		0		7		0		0		0		0		0		3		3

		Young		0		10		0		0		0		0		0		5		5

		Adult		0		13		0		0		0		0		0		7		7

		Middle-Aged		0		17		0		0		0		0		0		8		8

		Old		0		20		0		0		0		0		0		10		10

		Venerable		0		23		0		0		0		0		0		12		12

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		10		7		0		0		3		17		47		3		100

		Young		15		10		0		0		5		25		70		5		150

		Adult		20		13		0		0		7		33		93		7		200

		Middle-Aged		25		17		0		0		8		42		117		8		250

		Old		30		20		0		0		10		50		140		10		300

		Venerable		35		23		0		0		12		58		163		12		350
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										Skill Point Allocations Per Age Category - Orc, Lesser

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		0		10		0		3		0		2		0		5		5

		Young		0		15		0		5		0		2		0		8		7

		Adult		0		20		0		7		0		3		0		10		10

		Middle-Aged		0		25		0		8		0		3		0		13		12

		Old		0		30		0		10		0		5		0		15		15

		Venerable		0		35		0		12		0		5		0		18		17

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		8		8		0		0		5		17		35		2		100

		Young		13		13		0		0		8		25		52		2		150

		Adult		17		17		0		0		10		33		70		3		200

		Middle-Aged		22		22		0		0		13		42		87		3		250

		Old		25		25		0		0		15		50		105		5		300

		Venerable		30		30		0		0		18		58		122		5		350
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										Skill Point Allocations Per Age Category - Human, Plainsman

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		5		10		0		2		3		5		0		0		10

		Young		7		15		0		2		5		8		0		0		15

		Adult		10		20		0		3		7		10		0		0		20

		Middle-Aged		12		25		0		3		8		13		0		0		25

		Old		15		30		0		5		10		15		0		0		30

		Venerable		17		35		0		5		12		18		0		0		35

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		7		7		2		0		3		10		37		0		100

		Young		10		10		3		0		5		15		55		0		150

		Adult		13		13		3		0		7		20		73		0		200

		Middle-Aged		17		17		5		0		8		25		92		0		250

		Old		20		20		5		0		10		30		110		0		300

		Venerable		23		23		7		0		12		35		128		0		350
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										Skill Point Allocations Per Age Category - Eluthian

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		0		3		7		3		10		2		10		0		2

		Young		0		5		10		5		15		2		15		0		3

		Adult		0		7		13		7		20		3		20		0		3

		Middle-Aged		0		8		17		8		25		3		25		0		5

		Old		0		10		20		10		30		5		30		0		5

		Venerable		0		12		23		12		35		7		35		0		5

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		3		0		13		0		0		10		35		2		100

		Young		5		0		18		0		0		15		53		3		150

		Adult		7		0		25		0		0		20		72		3		200

		Middle-Aged		8		0		32		0		0		25		90		3		250

		Old		10		0		38		0		0		30		107		5		300

		Venerable		12		0		43		0		0		35		125		7		350
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										Skill Point Allocations Per Age Category - Human, High

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		5		10		0		3		7		5		0		0		5

		Young		8		15		0		5		10		7		0		0		8

		Adult		10		20		0		7		13		10		0		0		10

		Middle-Aged		12		25		0		8		17		13		0		0		13

		Old		15		30		0		10		20		15		0		0		15

		Venerable		17		35		0		12		23		18		0		0		17

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		7		7		7		0		0		13		32		0		100

		Young		10		10		10		0		0		20		47		0		150

		Adult		13		13		13		0		0		27		63		0		200

		Middle-Aged		17		17		17		0		0		33		78		0		250

		Old		20		20		20		0		0		40		95		0		300

		Venerable		23		23		23		0		0		47		112		0		350
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										Skill Point Allocations Per Age Category - Human, Horselord

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		5		10		0		2		3		3		0		0		8

		Young		8		15		0		2		5		5		0		0		13

		Adult		10		20		0		3		7		7		0		0		17

		Middle-Aged		13		25		0		3		8		8		0		0		22

		Old		15		30		0		5		10		10		0		0		25

		Venerable		17		35		0		7		12		12		0		0		30

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		8		8		2		0		3		13		32		2		100

		Young		12		13		2		0		5		20		47		3		150

		Adult		17		17		3		0		7		27		63		3		200

		Middle-Aged		20		22		3		0		8		33		78		5		250

		Old		25		25		5		0		10		40		95		5		300

		Venerable		28		30		5		0		12		47		110		7		350
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										Skill Point Allocations Per Age Category - Human, Barbarian

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		3		12		0		2		3		2		0		0		10

		Young		5		18		0		3		5		2		0		0		15

		Adult		7		25		0		3		7		3		0		0		20

		Middle-Aged		8		32		0		5		8		3		0		0		25

		Old		10		38		0		5		10		5		0		0		30

		Venerable		12		43		0		7		12		5		0		0		35

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		7		7		2		0		3		17		33		0		100

		Young		10		10		3		0		5		25		48		0		150

		Adult		13		13		3		0		7		33		65		0		200

		Middle-Aged		17		17		3		0		8		42		82		0		250

		Old		20		20		5		0		10		50		97		0		300

		Venerable		23		23		7		0		12		58		113		0		350
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										Skill Point Allocations Per Age Category - High Elf

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		5		7		0		3		8		3		0		0		5

		Young		8		10		0		5		13		5		0		0		7

		Adult		10		13		0		7		17		7		0		0		10

		Middle-Aged		12		17		0		8		22		8		0		0		12

		Old		15		20		0		10		25		10		0		0		15

		Venerable		17		23		0		12		30		12		0		0		17

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		7		3		8		0		0		13		37		0		100

		Young		10		5		12		0		0		20		55		0		150

		Adult		13		7		17		0		0		27		73		0		200

		Middle-Aged		17		8		22		0		0		33		92		0		250

		Old		20		10		25		0		0		40		110		0		300

		Venerable		23		12		30		0		0		47		128		0		350
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										Skill Point Allocations Per Age Category - Wild Elf

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		8		7		0		0		3		3		0		0		13

		Young		13		10		0		0		5		5		0		0		18

		Adult		17		13		0		0		7		7		0		0		25

		Middle-Aged		22		17		0		0		8		8		0		0		32

		Old		25		20		0		0		10		10		0		0		38

		Venerable		30		23		0		0		12		12		0		0		43

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		10		7		2		0		5		13		28		0		100

		Young		15		10		2		0		8		20		43		0		150

		Adult		20		13		3		0		10		27		58		0		200

		Middle-Aged		25		17		3		0		12		33		73		0		250

		Old		30		20		5		0		15		40		87		0		300

		Venerable		35		23		5		0		18		47		102		0		350
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										Skill Point Allocations Per Age Category - Dwarf

		Age Category		Art		Comb		Foc Mag		Infl		Know		Leech		Magic		Mech		Out

		Child		0		10		0		0		3		2		0		7		3

		Young		0		15		0		0		5		3		0		10		5

		Adult		0		20		0		0		7		3		0		13		7

		Middle-Aged		0		25		0		0		8		5		0		17		8

		Old		0		30		0		0		10		5		0		20		10

		Venerable		0		35		0		0		12		7		0		23		12

		Age Category		Perc		Phys		Sci		Spir Mag		Subter		Weap		Free		Race		Total

		Child		5		5		5		0		0		17		40		3		100

		Young		7		8		7		0		0		25		60		5		150

		Adult		10		10		10		0		0		33		80		7		200

		Middle-Aged		12		12		13		0		0		42		100		8		250

		Old		15		15		15		0		0		50		120		10		300

		Venerable		17		17		18		0		0		58		140		12		350






