Character Creation

Character Creation Overview

Characters are the focus of role-playing games. Each player takes on the persona of one or more characters in the fantasy world. The players control their characters by telling the referee (otherwise known as the game master, or GM) what the characters do. The GM causes the players to experience the game world by telling them what they see, smell, hear and feel. By this wordplay and the imaginations of the players and GM, a story is told. The player characters (PCs) are the focus of this story and so, creating your character is the first step to entering the game world.
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Before you begin, talk to your GM. See what types of character the GM would like to see and what kind of campaign he is planning to run. Ask if there are any limitations on the types of characters permitted in the game, or if any other player has a character that is filling a particular role. Your GM might have a theme or story in mind and it is best if your character fits into that theme. A swashbuckling swordsman if great in a “Three Musketeers” type game, but not in a gothic horror story.

In addition, the other players might be able to help you with your character concept. Talk to them and see if any of their characters is already filling a particular niche in the group. One brooding priest makes a unique and interesting character. Having two of them in the same adventuring party blunts their dramatic impact. In addition, try to choose characters with a broad range of skills. Some skill overlap is good. You can never have too many medics. However, if every character has diplomacy, then someone is going to feel as though their skill is wasted.

To make a character, follow these steps:

1. Description: Who are you and what do you look like?

2. 
Roll primary attributes: Attributes define your character’s raw ability. Strength, dexterity and intelligence are measured by a number ranging from 0-20. To determine the character’s starting attributes, roll 4d6-4 ten times. Take these numbers and assign them to the ten attributes. Some GMs may allow players to roll more than once to get a set of scores that are above average. Other GMs force the players to create characters with the first set of scores rolled. Characters with 3-5 decent rolls (above 11) will make a fine character. However, realize that interesting characters can be made from almost ANY set of statistics.

3. 
Figure secondary attributes: A second set of attributes represents the characters defensive and movement abilities. These secondary (or figured) attributes are calculated using a set of tables. Figure these scores and mark them on your sheet.
4. Choose a template: A template represents a character’s previous training. They provide the character with a basic set of skills and unique abilities. Templates are a means of specializing your character and making him different than the other characters in the group. All characters MUST have a template unless the GM agrees otherwise. Choose a template from the list and write the skills and abilities onto your character sheet.
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Buy skills with remaining points: In addition to choosing a template, every character gets a number of buy points with which to purchase new skills, or increase his proficiency in the skills provided with his template. There are no restrictions to the skills a character can purchase. Mages can buy combat skills; fighters can buy spells or runes and so on. Spend your buy points and customize your character.
6. Choose limitations and talents: In addition to special abilities and skills, each character has a number of quirks, faults and gifts that make him unique. He may be overly curious, greedy, have a meddling family or he may have keen eyesight, a knack for getting out of (or into) trouble, or even able to sniff out gold and silver. Choose a couple limitations for your character and use the points to buy talents, or more skills.
7. Determine starting money and equipment: Generally, your character will start his adventuring career with a few possessions and cash for traveling expenses. However, different campaigns and GMs will allow different amounts of wealth for starting characters. Your GM might be running a game where the PCs start as prisoners, street urchins or wealthy noblemen. Talk to your GM to see what starting equipment is permitted. Then choose your equipment and money and mark it on your sheet.
8. Weapons: Depending on your starting equipment, your character might start the game owning one or more weapons. Choose your starting weapons and record their statistics on your sheet.
9. Armor: Not all adventurers wear armor, but many do. Depending on your starting equipment, you may own one or more pieces of armor. Write your armor on your sheet. When you are finished, calculate the total encumbrance value of your armor and note any penalties you take from being encumbered.
10. Quick Reference: What? You don’t want to endlessly refer to the book during tense action scenes? Many sections on the sheet are not necessary, but are there for your reference during play.

Attributes and Attribute Checks

Each character is defined by a set of 10 primary attributes and 5 secondary attributes. Each primary attribute is obtained by rolling 4d6-4, producing a bell curve from 0-20. A zero would indicate that a character is severely handicapped in that attribute. A twenty would mean that the character is one of the best specimens of his species. A ten is average.

Attributes do a number of things in the game. First, they form the most basic definition of the character and give players a means of describing their characters. Thus, a character with a 15 strength score might be described as strong while one with a 6 might be considered weak. Second, the attribute scores affect the character’s starting skill levels. A strong and fast character will probably start with a higher sword skill than a slow and clumsy one. Finally, a situation may occur in the game that tests one of the character’s attributes.

For instance, a character may find that he must lift a boulder from a doorway. This would be a test against the character’s strength attribute. A character having to dive out of the way of an oncoming monster will have to pass a test against his agility.

An attribute check is made by taking the relevant attribute and comparing it to a difficulty determined by the GM. The GM will set a difficulty level (DL) for the attribute check. This DL will be based on the conditions of the test and the GM’s discretion. 

Suggested Difficulty Levels

	Description of Task
	DL

	Yawn! Everyone does this every day with little or no trouble. In general, a roll is not even needed.
	3-

	Simple. This task might pose some difficulty for the clumsy or dumb, but not for most.
	5

	Pretty easy. Though simple, you could still mess this up if you are not careful.
	7

	Moderate. A normal task that will take some time and care to perform.
	9-11

	Pretty Tough. This task gives most people a fair bit of difficulty. Only the clever or strong will get it the first time.
	14

	Hard. Difficult for all but the best.
	18

	Nasty. Even the strongest, smartest and fastest will fail more often than not.
	24

	Impossible. It would take superhuman talent to perform this task.
	27+


To determine the success of an attribute check, both the player and GM roll 1d12. The player adds his attribute and the GM adds the DL of the test. If the player equals or exceeds the GM’s total the check is successful, otherwise it fails. Players that are familiar with other game systems might be interested in alternate methods for resolving skill and attribute checks. 

In the case of a test that is being opposed by another character (say a chess game, or arm wrestling contest), then each character rolls a d12 and adds their relevant statistic to determine a winner.

Based on the situation and the numbers rolled, the GM may rule that the character can try a test again immediately, after some time has passed, or he may rule that no further attempts are possible. If the roll is missed by a significant amount, or the situation is grave, the character might be the victim of dire consequences from his failure.

In some cases, a character performing a task that requires an attribute check might have a skill that also seems to apply. If the GM rules that a skill or attribute might be appropriate for a particular task, the player may choose the higher of the two to determine his chance of success.

Please note that the system for skill checks is similar to the system for attribute checks just described. Also realize that nearly all the actions that take place in the game use this d12 system. Thus, if you understand how to perform attribute checks, you know how to play the rest of the game.

Attribute Check Example: Vorlund is trying to lift a small boulder to clear a blocked doorway. This is a strength test. The GM rules that the boulder is pretty heavy and so the DL is 14. Vorlund has a strength score of 12. His player rolls a d12 and gets an 8. Adding this roll to his strength score results in a 20 for Vorlund. The GM rolls a 5 and adds the DL of 14, for a total of 19. Vorlund strains a bit, but moves the boulder.

Another Example : Davross the Scholar is trying to figure out a puzzle box he picked up from an exotic bazaar. The box is quite complex. The GM rules that deciphering the box will take an intelligence test against a DL of 23. Luckily, Davross has an intelligence score of 19. He rolls a 7 and adds his 19 intelligence for a total of 26. The GM rolls a 5 for a total of 28. Davross has failed to open the box. However, the GM rules that since Davross only failed by a small amount, he may try again after a day or so of reflection. On his second attempt, Davross gets a total of 21 (he rolled a 2) and the GM gets a total of 32. This is a significant failure and the GM rules that Davross may not make another attempt until he “gets a fresh set of eyes” and consults someone else about the nature of the box.
Strength (STR)

Strength measures the physical prowess of the character. It has to do with the mass of the character as well as how efficiently that mass is brought to bear. Large, muscle-bound characters have a high strength. However, a thin and wiry fighter might also have an impressive strength score.

Strength affects many weapon skills, as well as physical skills like jumping, climbing and swimming. In combat, strength helps determine the damage done when striking with a melee weapon. Also, characters with a high strength can wear heavier armor without suffering penalties to their ability to dodge.

Strength Chart

	STR
	Damage Die
	Enc. Mod

	0-3
	1d3-1
	X 2.0

	4-5
	1d3
	X 1.5

	6-8
	1d4
	X 1.0

	9-12
	1d6
	X 1.0

	13-16
	1d8
	X 0.9

	17-20
	1d10
	X 0.8

	21-22
	1d12
	X 0.7

	23-24
	1d12+1
	X 0.6

	25-26
	1d16
	X 0.5


The strength chart shows the damage die rolled when striking with a melee weapon. This damage is added to the leverage damage done by the weapon. The encumbrance modifier is used when calculating encumbrance due to wearing heavy armor, or carrying lots of equipment. See the section on encumbrance for more details.

Strength tests would be needed when the character is using his muscles to power his way through a situation. Opening a stuck door, or breaking through the strands of a giant spider’s web would require such a test.

Strength Test Example: Ferd the Clumsy is in an arm wrestling contest with the goblin warrior Brugg. Ferd has a STR of 16 and Brugg has an 18. This is an opposed test and so the GM has each player roll a d12 and add their STR. Ferd rolls a 7 for a total of 23. Brugg rolls a 10 for a total of 28. Brugg is off to an early advantage, nearly pinning Ferd. The GM rules that Ferd is not defeated yet and has the players roll another round. This time however, Brugg gets a +3 due to leverage…

Suggested Strength Difficulties

	Situation
	DL

	Opening a stuck door
	6

	Opening a locked door (weak)
	12

	Opening a locked door (strong)
	18

	Breaking giant spider webs
	16

	Bending a bar (soft metal)
	6

	Bending a bar (hard metal)
	14

	Bending a bar (tempered metal)
	24

	Lifting a small boulder
	14

	Lifting a large boulder
	24


Agility (AGI)

Agility is a measure of how light the character is on his feet. Agility determines if the character is a good dancer, able to walk a tightrope, or keep his feet on a slippery floor. Agility affects many combat skills, including the ability to dodge blows. Also, certain physical skills like jumping, climbing and stealth require agility.

Agility tests might be required when the character is trying to fight on bad footing, sidestep a trap or keep his balance while standing on a moving cart.

Example Agility Test: To gain access to the Demon’s Lair, Vorlund and his companions have to cross a rope bridge. This bridge spans a windy gorge and the continuous howling wind causes the bridge to sway and buck dangerously. The GM indicates that an agility test against a DL of 14 will be required to cross the bridge safely. Climbing could be substituted for this test, but Vorlund does not have the skill. His agility is 13. He rolls a 6 on his d12 and scores a total of 19. The GM rolls an 8 for a total of 22. The bridge bucks wildly under the adventurer and he loses his footing. Vorlund’s player asks if he may make a dexterity check to catch hold of the bridge before he is thrown into the gorge.

Suggested Agility Difficulties

	Situation
	DL

	Dodging a rolling boulder trap
	6-12

	Walking a wide balance beam
	8

	Walking a narrow balance beam
	11

	Skipping rope (simple moves)
	6

	Skipping rope (complex moves)
	13

	Crossing a still rope bridge
	7

	Crossing a swaying rope bridge
	14


Dexterity (DEX)

Dexterity measures the hand-eye coordination of a character, as well as his ability to do fine work with his hands. This skill would be critical for lockpicks, street magicians and fencers. Dexterity affects a character’s ability to hit with a weapon and many of the skills that make a good thief.

Dexterity checks are called for when a character must tie a knot quickly, or when he must catch something that has been thrown to him. If fine manipulation is required and no skill applies to the situation, a DEX check can determine success.

Dexterity Test Example: Ferd the Clumsy is captured by the nefarious Seamstress' Guild. If he can pass a simple test, they will allow Ferd to live. He must extend his arms and thread a needle on the first try. Since no other skill seems to apply, the GM rules Ferd will need to make a dexterity check against DL 12 to perform the task. (Note: If the character had Craft: sewing, this could be substituted)

Another Example: Vorlund is falling from a swaying rope bridge and must catch the bridge to save himself. He has a DEX of 13 and the GM has decided that a DL of 10 is appropriate. Vorlund rolls a 9 for a total of 22. The GM rolls an 11 for a total of 21. Vorlund just catches the rope and now hangs from the bridge.

Suggested Dexterity Difficulties

	Situation
	DL

	Threading a needle (first try)
	5-8

	Threading a needle with arms extended
	12

	Holding on to a slick, oily object
	9-13

	Catching a swaying rope bridge
	10

	Getting keys from a key ring (under duress)
	8

	Typing without error (under duress)
	8


Speed (SPD)

Speed measures the reaction time of a character and to a lesser degree, his foot speed. Some combat skills (knife, for example) rely on speed more than coordination. In addition, speed helps determine if a trap surprises a character, or whether he can react in time to dodge. Speed also helps a character dodge blows in combat.

Speed tests occur when a character must react to a surprising situation. An arrow trap going off in front of him is a good example. Note that speed differs from dexterity and agility in that it measures pure reaction time and reflexes whereas the other two are more refined indicators of ability. A character might be a great dancer (high AGI) but not be particularly fast (low SPD). Another example would be a character that was very accurate at using his weapons (high DEX), but tended to panic and freeze in a live combat situation (low SPD).

Speed Test Example: Max the Monk is traveling through a dank dungeon when he sees a comely lass. Not stopping to wonder what a comely lass was doing in a sewer, he approaches, calling to her. When he gets close, the woman turns around and her true nature becomes apparent, she is a Medusa... Max is toast (stone toast) unless he can make a Speed roll to cover his eyes. The GM is generous and gives Max a DL of 8 to avoid becoming a statue. Max's Speed score is 14. The GM rolls a d12 and gets an 8 for a total of 16. Max needs 2 or better to avoid turning to stone.

Another Example: Young Grasshopper is about to embark on his quest. His master has one final test for him. “Pluck this pebble from my hand, and prove that you are ready for the journey ahead.” This is a contest of speed between Grasshopper and his master. Grasshopper is quite fast, having a speed of 17. However, his master is even faster and has a speed score of 20. It may be a while before Grasshopper is truly ready to start adventuring.

Suggested Speed Difficulties

	Situation
	DL

	Avoiding a medusa’s gaze
	8-12

	Dodging an arrow trap
	14


Toughness (TOU)

Toughness measures the ability of the character to take damage and resist the effects of poison and diseases. Toughness is the most important element in determining a character’s starting hit points. Toughness also plays a part in skills that take a high level of endurance. Fighting characters should consider the benefits of a high toughness score when they are assigning rolls.

Toughness checks are used whenever the character encounters a substance that will cause him harm. A successful toughness test might allow the character to ignore the effects of the substance, or at least take less damage. Depending on the situation, one check might be enough, or several periodic checks might have to be made before the character is out of danger.

Examples of places where toughness checks would be appropriate are a character walking into a smoke or poison gas filled room. A character bitten by a poisonous spider, or touched by a diseased ghoul would need a check to avoid the effects of the poison or disease. A character sprayed by weak acid may make a toughness check to avoid damage, while a stronger acid would do half damage, even if the check were made.

Toughness Test Example: A group of characters walks into a room filled with a colorless, odorless sleeping gas. The GM secretly rolls toughness checks for the characters, to see if they succumb to the gas. As the gas is only a DL 6 roll, most of the characters will make the check, but until they leave the room, they will need to make the check every minute.

Another Example: A goblin alchemist tosses a vial of strong acid on Max the monk. The acid hits Max and will do 3d10 damage to him (quite a bit of damage) unless he can make a TOU save against a DL of 12. Max’s TOU score is 14 and he rolls a 7. This gives Max a 21 total. The GM rolls a 4 for a total of 16. Max saves. However, the acid is so strong, that Max still takes half damage from the caustic vial.

Intelligence (INT)

Intelligence is the reasoning and learning ability of the character. Intelligence is an important statistic for mages, sages, alchemists and healers, since it is a requirement for many of their skills. Almost all knowledge skills are based on intelligence. In addition, skills with a technical or magical aspect have intelligence as an important attribute.

Intelligence checks are made when the character is learning new skills or solving a puzzle. A hobbit and gollum engaging in a riddle game could be a contest of intelligence, as could a game of chess. If a player forgets a name, or a critical piece of information and you are pretty certain that his character would remember (and you are feeling generous), a check could be made to prod his memory.

Intelligence Contest Example: Two characters decide to settle their differences by playing a game of chess. Since neither of them have a skill in chess, the GM decides that the contest will be decided by intelligence. In this case he instructs both players to roll 1d12 and add their intelligence score; high total wins the game.

Suggested Intelligence Difficulties

	Situation
	DL

	Solving a find-a-word puzzle
	3-5

	Solving a simple logic puzzle
	8-12

	Solving a complex logic puzzle
	14+

	Recalling the names of the people in a room (about a dozen or so)
	9-11


Will (WIL)

Will measures the character’s willpower. It is the ability to overcome fear and temptation. Many spells dealing with charm and illusion can be resisted through a high will. Mages require a high willpower to harness the power of their runes. Finally, the will to survive gives a character more hit points – something required by anyone desiring a long and prosperous adventuring career.

Will tests are hard to quantify and are generally the result of a spell. However, a character resisting torture, or powerful temptation might need a will check to successfully resist. The difficulty of this test will be up to the GM.

Will Test Example: Vorlund has been captured by the Spanish Inquisition and is being interrogated. He has resisted their torture up until this point, so the Inquisitor brings out the Comfy Chair. Vorlund breaks out in a cold sweat and the GM rules that he must make a Will roll to not confess to all manner of heresy. However, the DL on the roll is only 6... the chair is pretty comfy after all.

Charisma (CHA)

This is a mixture of a character’s appearance and their personality. Characters with a high charisma score are natural leaders, speakers and performers. Many interpersonal and information gathering skills are based on this attribute. At least one character in the group should have a good charisma and some charisma-based skills. Charisma is important to traders and confidence men, as well as public officials and generals.

Charisma tests are hard to quantify and there are probably few times in a game where such a test would be made. Often, situations where success would be determined by a character’s charisma can be resolved with a skill test, or by simply role-playing the event.  If the GM had absolutely no idea how an NPC would react to the characters and needed a general guideline, then perhaps a charisma check might be in order.

Spirit (SPI)

Spirit measures the character’s ability to mold magical forces to his advantage. In a mage, this attribute would contribute to his magic skill and thus, his chance to cast more difficult spells. In a character that does not use magic, it would act as a measure of luck and the ability to resist harmful magic.

Spirit tests occur as a result of many types of spells. Skills like survival and pickpocket that depend on a fair bit of luck also are affected by spirit. Also, if a situation calls for an attribute check that just does not fit into any other attribute, it is a matter of luck, and a spirit check should be made.

Spirit Test Example: Ferd the Clumsy is ambushed by members of the wicked Seamstress' Guild. One of them is an accomplished mage and she casts the spell “Urge to Quilt” on the hapless Ferd. The spell description says that Ferd gets a saving throw DL 10 against spirit. Ferd's spirit is only 4. The GM rolls his d12 and gets a 2 for a total of 12. Even so, Ferd needs an 8 or better to resist the nefarious spell, and he left his yarn at home!

Perception (PER)

Perception is the ability to see and hear the world around you and recognize important items. It helps determine a character’s defensive scores and figures into skills such as detect traps and tracking. It is a good attribute for rangers and thieves.

Perception checks are made any time the character is searching for a hidden object or if they are just looking for “something”, a test can determine whether they recognize an item that is important or out of the ordinary. If someone is sneaking up on the characters, a perception check can be made to detect the danger. Some traps require a perception check to see if their effects can be avoided or reduced.

Perception Test Example: Vorlund is searching for a treasure cache left behind by the Dread Pirate Roberts. Roberts was a smuggler and often needed to hide cargo from prying eyes. When he hid the treasure, his concealment skill level was 12. The GM rules that this will be the DL for the Perception roll to find the cache.

Another Example: Davross the Scholar is searching through an old library, looking for clues to deciphering his puzzle box. There are a few pieces of information here, but there are quite a few books and the information is not obviously pertinent. The GM rules that a PER test is in order to determine whether Davross can find the material and realize its relevance to his quest. The DL of this test is 15. Davross has a PER of 17 and should have little trouble finding what he seeks.

Figured Attributes

Figured attributes are mainly used in combat situations and determine how well a character can defend himself against attack, how quickly he can act in a combat situation and how far he can move on the tactical map. Figured attributes are not rolled. Instead, they are calculated from the 10 main attributes. Hit points and dodge are figured using a simple formula. The other three scores are determined by adding three primary attributes together and then referencing a simple chart.

Hit Points (HIT)

Hit points indicate how much damage a character can take before being wounded, knocked unconscious and killed. In a game where combat is a common occurrence, having a lot of hit points is a good thing. In other games, having lots of hit points cannot hurt.

Hit points are figured using the following formula:

HIT = TOU + ½ STR + ½ WIL + 8

When using this formula, a half point of STR or WIL round up. Thus a character with 10 STR will get 5 hit points for his attribute, but a character with 11 STR gets 6 hit points. The same goes for WIL.

Figuring Hit Points Example: Ferd the Clumsy has a STR of 17, a TOU of 14 and a WIL of 7. His hit points are calculated as 14 + (17/2) + (7/2) + 8 = 14 + 9 + 4 + 8 = 35.

After figuring a character’s hit points, you should figure out his “wound categories” by determining ¼, ½ and ¾ the character’s hit points (round to the nearest integer) and writing this information on his sheet. The effects of damage, wounds and going unconscious are discussed in the next section of these rules.

Figuring Categories Example: Ferd has 35 hit points. This breaks up into categories of 9, 18 and 27.

Base Defense/Parry Modifier (BD)

This score represents the character’s ability to defend himself from harm by dodging or blocking attacks. Base defense represents the lowest that a character’s defense can ever be, regardless of negative modifiers, or how many attackers he is facing. 

Base defense directly affects a character’s starting dodge score (see below). In addition, it modifies the character’s starting parry values. This modifier is called the parry modifier and it is calculated and listed alongside the base defense.

Calculate base defense by adding agility, perception and speed and consulting the table below. In the table, the number before the slash is the base defense score and the number after the slash is the parry modifier.

Base Defense Calculation Example: Max has an AGI of 13, PER of 11 and SPD of 14. The total of these scores is 38. Consulting the chart below, we see that Max has a base defense of 8. His current parry modifier is 0.

Dodge (DOD)

Characters dodging arrows and spells use this statistic to defend. In addition, a character may choose to use this statistic to defend in lieu of his parry or shield block. This may be necessary when a character is facing multiple opponents. Blocking and dodging attacks will be discussed in the combat section.

The formula for dodge is:

 DOD = BD + (SPD/5) + 1

Dodge Calculation Example: After figuring Max’s BD, we can easily find his dodge. His speed is 14. Divide this by 5 and we get 2.8, which rounds to 3. His dodge score is thus 8+3+1 = 12.


Initiative (INI)

In combat, it is sometimes critical who strikes first. A character’s initiative score helps determine the order of attacks in a combat situation. Calculate initiative by adding speed, perception and spirit and consulting the table below.

Initiative Calculation Example: Max has a SPD of 14, a PER of 8 and a SPI of 11. His total is 33 and his INI is +1.

Base Move (BMV), Swim and Jump
In a combat round, a character may move his base move in hexes and still keep his ability to parry, dodge and shield block attacks directed against him. Characters may move up to ½ this score in hexes and attack. Characters moving more than their base move in hexes will take severe penalties to defense. Calculate base move by adding speed, agility and strength and consulting the table below. Swim speed and jump distance are both calculated using the same attributes.
Calculate Base Move Example: Max has a SPD 14, AGI 13 and STR 11. His total is 38 and so his base move is 7 hexes each combat round.

Tables

Base Defense

	Total
	0-2
	3-7
	8-12
	13-17
	18-22
	23-27
	28-32
	33-37
	38-42
	43-47
	48-52
	53-57
	58-62
	63-67
	68-72

	BD
	0/-3
	1/-3
	2/-2
	3/-2
	4/-1
	5/0
	6/0
	7/0
	8/0
	9/+1
	10/+2
	11/+2
	12/+3
	13/+3
	14/+4


Initiative

	Total
	0-2
	3-7
	8-12
	13-17
	18-22
	23-27
	28-32
	33-37
	38-42
	43-52
	53-57
	58-62
	63-72

	INI
	-6
	-5
	-4
	-3
	-2
	-1
	0
	+1
	+2
	+3
	+4
	+5
	+6


Base Move

	Total
	0-2
	3-7
	8-17
	18-27
	28-37
	38-42
	43-47
	48-52
	53-57
	58-62
	63-67
	68-72

	BM
	2”
	3”
	4”
	5”
	6”
	7”
	8”
	9”
	10”
	11”
	12”
	13”


Swim

	Total
	0-2
	3-7
	8-17
	18-27
	28-37
	38-42
	43-47
	48-52
	53-57
	58-62
	63-67
	68-72

	Swim
	1”
	1”
	1”
	2”
	2”
	2”
	3”
	3”
	3”
	4”
	4”
	4”


Jump Distance

	Total
	0-2
	3-7
	8-17
	18-27
	28-37
	38-42
	43-47
	48-52
	53-57
	58-62
	63-67
	68-72

	Jump
	0.5m
	1m
	2m
	3m
	4m
	5m
	6m
	7m
	8m
	8.5m
	9m
	9.5m


Templates

Templates are packages of skills and special abilities that a character will use in his adventuring career. Templates give a character a distinctive focus, specialty and role within the adventuring fellowship. However, once characters choose a template, they are able to spend points to buy skills and abilities that do not belong in their template. This allows warriors to have scholarly skills, and priests to swing swords if it is appropriate for their character. 

After determining the attributes of the PC, he MUST choose a template. These represent the training of the character up until the time he started his current profession. The templates give skills to the PC, but also include special bonuses that cannot be purchased otherwise. The buy points are used to purchase skills, or increase skills in the template. Without special permission from the GM players cannot sell back skills from the template. They must take all the skills, increases and abilities.

Each character should take a template that defines a basic set of skills and abilities with which he will begin play. A player should choose a template for his character, record the skills and abilities the template provides, and the buy points that remain. The suggested attributes and limitations are just that: suggestions. There is no reason you cannot have a weak warrior, or a peasant militiaman with etiquette skill. The suggestions are there to get you started thinking about your character’s background and personality.

Church Templates

According to Bostonian knowledge, there are two benign gods: the Father Stratus and the Mother Aestra. Both gods have guided mankind since the time of the Ancients. When the Ancients strayed from the faith to join the Cult of the Deceiver, the Father punished them, destroying their civilization. The Mother saved the world and a handful of faithful people so that hundreds of years later, they could return to the land.

The Bostonian Church is the most powerful organization in the land. All right-minded people belong to the Church and observe its rights. Priests and priestesses are accorded a great deal of respect. The Church touches the people as a spiritual, religious and social entity. Priests and priestesses offer theological wisdom, guidance, healing magic and blessings to their flock. In addition, the clergy oversee weddings, funerals and other rituals.

The Church also has a hand in politics. Church Law dictates the responsibilities of nobles to their people as well as punishments for all kinds of crimes. Priests act as judges and oversee disputes among barons to make sure that the nation is not jeopardized by civil war. The Church has the final authority to crown a monarch and provides him with a divine mandate to rule. To back up that mandate and deal with all threats to the Church, its beliefs and members, the Church maintains several fighting orders of templars and monks.

The Bostonian religion is divided into two major factions: the Temple of Aestra, the Mother and the Church of Stratus, the Father.

The Church of Aestra, the Mother

Aestra is the Bostonian Sea Mother. She represents the feminine ideal and is patron of mothers, sailors and those in need of healing. She controls the sea and weather and provides mercy, charity and healing to the sick. Schools dedicated to the teachings of this goddess exist all over Bostonia. Young girls from all walks of life attend these schools and the most gifted are chosen at age 12-14 to begin training as priestesses of the Church.

At this stage, the girls are called lay sisters. They are trained in theology, sailing and the healing arts. Their teachers watch them closely to determine which of the sisters has the magical talent to take the priestess’ rune, the Sacred Falls of Aestra. Not all of the sisters will have the aptitude to take the rune. Those that do not, will graduate and become Initiates. Those that excel and show the proper will and spirit will finish their training by making the same sacrifice their ancestors did when the Father destroyed the world, namely drowning themselves in the ocean. They will rise, saved by Aestra and marked by her rune.

Priestesses rarely deal with the complex political landscape of Bostonia. Instead, they work directly with the commoners, healing and educating Bostonia’s destitute and working class. This fact and the common knowledge of their magical abilities make them the focus of great awe and reverence for most.

Initiate

	Administrate

Cr: Sailing

Herbalism 
Kn: Visions, Symbols and Omens +1

Kn: Church of Aestra +2

Kn: Church of Stratus

Literate

Medical

Oratory
Physician or (+1 Cr: Sailing and Cr: Carpentry +2) 

Talent: Swim
Theology +1

+25 Buy Points


Description

Initiates are women who have finished their training to enter the clergy, but lack the will, spirit or magical aptitude to take the Sacred Falls of Aestra. These women are given additional training in administration or healing and given a place in the Church. They can often be found in charge of the day-to-day affairs of a temple or providing assistance to a master healer.

Suggested Attributes:  INT, SPI

Suggested Limitations 

· Loyal to the Church or Boss: Church (3 points)

· Always feels need to help the weak or needy: This includes giving money, goods and healing and/or embarking on an adventure to aid those in need.  (3-4 points)

· Slight dislike of full priestesses: Her failure to become a full priestess has left her a bit jealous. (1 point)

Learned Sister (Priestess of Aestra)

	Ancient Knowledge

Cr: Sailing

Kn: Visions, Symbols and Omens +1

Kn: Church of Aestra +2

Kn: Church of Stratus

Literate

Magic: Sacred Falls of Aestra +1

Medical

Oratory

Talent: Swim
Theology +1

+25 Buy Points


Description

The title of Learned Sister goes to those women who complete the priestess training and take Aestra’s rune. Once they become a priestess, they are given additional magical instruction and taught much of the Ancients’ ways. These women form the backbone of Aestra’s church. They can heal the sick, minister to the poor, aid ships in trouble and even hold their own in a battle. Though it is not standard training, many sisters who will have duties involving travel learn how to wield a short sword.

Suggested Attributes:  INT, SPI

Suggested Limitations 

· Loyal to the Church or Boss: Church (3 points)

· Always feels the need to help weak or needy: This includes giving money, goods and healing and/or embarking on an adventure to aid those in need. (3-4 points)

Archer Priestess (Aeltharze)

	Climbing

Combat: Bows +1

Combat: Swords

Cr: Sailing

Kn: Visions, Symbols and Omens +1

Kn: Church of Aestra +2

Kn: Church of Stratus

Literate

Magic: Sacred Falls of Aestra (optional)

Medical

Oratory

Talent: Aimed Shot

Talent: Double Fire

Talent: Swim
Talent: Targeted Shot

Theology

+17 Buy Points (or 24 without Magic)

Note: As a bonus, the archer priestess gains her 3 archery talents for 5 points.


Description

The Aeltharze (or “Divine Whisper”) is a militant order that protects the temples of the Mother. They are deadly with bows and are often found in small military units backing up templars in battle. The warrior sect consists of initiates as well as learned sisters who feel called to protect their sisters from harm. The archer priestesses are given military training that precludes extra study of magic or theology.

Suggested Attributes: DEX, INT, SPI

Suggested Limitations 

· Loyalty to the Church or Boss: Church (3 points)

· Will always protect a priestess from harm. (4 points)

Master Healers

	Cr: Sailing

Herbalism

Kn: Church of Aestra +2

Kn: Church of Stratus

Kn: Diseases +1

Kn: Poisons +1

Magic: Sacred Falls of Aestra

Medical

Literate

Oratory

Physician

Talent: Swim
Theology

+22 Buy Points


Description

Master healers are priestesses who have devoted their life to healing the sick. They forego some of the magical training given their sisters to learn the arts of the physician. They are skilled doctors and herbalists with an understanding of the ills that plague the land. It takes several years before a priestess can learn enough to become a master healer, so they are quite rare. Often, a master healer will travel from town to town with an initiate and a couple templars or aeltharze in tow.

Suggested Attributes: DEX, INT, SPI

Suggested Limitations 

· Loyalty to the Church or Boss: Church (3 points)

· Must help weak or needy or anyone needing medical attention – including enemies: This includes dangerous situations. (4-5 points)

· Disdains violence: Avoids violence whenever possible and will encourage others to do the same.  (2 points)

The Church of Stratus the Father

Stratus is the Sun God of Bostonia. He is the Father of All Things. He represents all masculine aspects of mankind and the world in general. He is a stern god, intent on increasing his worship, maintaining order and seeing justice done. When the Ancients strayed from the Church and began following the Deceiver’s Cult of Immortality, Stratus destroyed the world, killing all but a handful of faithful followers who were saved by Aestra.

Priests of Stratus exert the will of the Father in Bostonia. They run his churches, see to the spiritual needs of the people, and play a large role in Bostonian politics. The Church is probably the single most powerful organization in the land and the priests are respected wherever they go.

Young men usually enter the seminary at age 16. Training takes 4-6 years, after which, the student becomes a full-fledged Ilpader and is given charge of a parish somewhere in Bostonia. Dedicated service will bring a slow increase in influence and access to more wealthy and influential parishes. At some point, this will bring the priest into the political sphere, where he will have to gain the trust of, monitor and influence nobility. If he does well here, the priest can have significant impact on the lives of the people, bringing peace and a measure of prosperity to the commoners, as well as wealth and power to the Church.

Ilpader (Priest)

	Administrate +1

Kn: Church Hierarchy +2

Kn: Enemies of the Church

Kn: Other Religions

Literate

Orator

Persuasion
Talent: Turn Unholy

Talent: Priest Powers

Theology +1

+28 Buy Points


Description

The word Ilpader means “small father.” Men that graduate the seminary become priests. Priests wield considerable power in Bostonia. They minister to the people and command great respect among the commoners and nobility alike. In addition, they have use of the powerful orders of templars.  Priests can be found running small chapels in the rural lands, administering huge congregations in a city, traveling between villages ministering to the poor or playing politics in a noble’s court. 

Suggested Attributes: INT, SPI, CHA

Suggested Limitations 

· Loyalty to Church or Boss: Church (3 points)

· Dislike of magic and mages: Avoids mages, won’t generally allow spells to be cast on him.  (3-4 points)

Sunbringer 

	Base Move +1 hex

Combat: Mace +1

Hit Points +2

Kn: Church Hierarchy +1

Kn: Enemies of the Church

Kn: Other Religions

Kn: Undead

Literate

Survival: Marsh/Swamp

Talent: Turn Unholy

Talent: Priest Powers

Theology

+24 Buy Points


Description

South of Boston, there is a large, dark marsh called the Bloodpools. It is so named because of a massive battle that occurred between men and goblins years ago. The blood of the thousands of men killed seeped into the ground caused the area to turn to fetid swamp. Periodically, undead rise from the pools and sometimes wander into the human settlements nearby.

The Sunbringer Temple sits in the middle of the swamp. Here, young priests train to patrol the marsh and fight the undead. They receive less theology and administrative training, but hone their combat skills and learn about the undead. They are considered some of the best the Church has to offer.

Suggested Attributes: INT, SPI, STR, DEX

Suggested Limitations

· Loyalty to Church or Boss: Church (3 points)

· Dislike of magic and mages: Avoids mages, won’t generally allow spells to be cast on him.  (3-4 points)

· Overconfidence: Feels he is the best of the priesthood. (2-4 points)

· Enemy: Undead and Necromancers (1-2 points)

Right Hand of Justice 

	Administrate

Conversation

Craft: Law

Diplomat

Etiquette

Investigate +1

Kn: Bostonian Law +2

Kn: Church Hierarchy

Kn: Enemies of the Church

Kn: Other Religions

Literate

Orate

Persuasion

Theology +1

+23 Buy Points


Description

Justices are traveling judges. By Bostonian law, the Barons are permitted to set up courts in their lands to settle disputes. These secular courts generally hear claims from commoners, farmers, small merchants and the like. Major crimes, crimes against the Church or disputes between nobles are often heard by a Justice.  Justices are trained in hearing cases and investigating claims and crimes. 

Suggested Attributes: INT, SPI, CHA, PER

Suggested Limitations

· Loyalty to Church or Boss: Church (3 points)

· Dislike of magic and mages: Avoids mages, won’t generally allow spells to be cast on him. (3-4 points)

· Stickler for law and order: Will not break the law and will not allow others to do so either.  (3-4 points)

· Slight Rivalry with the Order of St. Dovid: Many of the Priests of the Right Hand see these monks as upstarts who are performing their historical duties and lack the authority to do so. (1 points)

The Left Hand of the Father  (Sanctioner)

	Combat (Choose) +1

Combat (Choose)

Concealment

Conversation

Disguise

Etiquette

Interrogate

Investigate

Kn: Church Hierarchy

Kn: Enemies of the Church

Kn: Other Religions

Literate

Stealth

Talent: Backstab

Theology

+19 Buy Points


Description

Sanctioners are the secret police of the Church. They are a cross between investigators and assassins. They enforce the will of the Church in cases of heresy, defiance of Church edicts, or outright rebellion. Often, someone who interferes with a Justice simply disappears in the night, likely the result of a “sanction.”  Similarly, outspoken critics of the Church are warned to “beware the Left Hand of the Father.”

Suggested Attributes: STR, DEX, AGI, INT, CHA, PER

Suggested Limitations

· Loyalty to Church or Boss: Church (3-5 points)

· Religious Zealot: Will violently oppose any perceived enemies of the Church. (4-5 points)

· Loner: Sanctioners work alone and rarely see fit to involve other people in their lives. (1 point)

· Dislike of magic and mages: Avoids mages, won’t generally allow spells to be cast on him. (3-4 points)

Monastic Orders

In addition to its temples, schools and rectories, the Church of the Father also maintains several monasteries across Bostonia. The monks at these establishments lead lives of study, prayer and introspection. Each cloister has its own philosophy, focus and patron saint. Some only study obscure pieces of Bostonian lore. Others discipline the mind and body, perfecting powerful fighting techniques. Many specialize in a craft such as carpentry or winemaking, selling their products to fund the monastery’s projects. 

Order of St. James

	Ancient Knowledge

Craft: Barrel Making +1

Craft: Brewing +2

Craft: Scribe

Herbalist

Kn: Spices

Kn: St. James +2

Literate

Orate

Theology +2

+28 Buy Points


Description

The Order of St. James is a scholarly order. They study the lore of the tribal times and are especially interested in the various crafts practiced by the tribes as they emerged. The Order believes that the Mother taught the emerging tribesmen their first crafts. Additionally, they think several of the tribes disappeared before the unification and that these tribes may have remnants of crafts undiscovered by Bostonians. They seek these lost tribes and study them.

Suggested Attributes:  INT, SPI

Suggested Limitations: 

· Boss: Order of St. James (2-3 points)

· Seeking Ancient Knowledge: The Order is always seeking information that will lead them to the lost tribes. (1-2 points)

Order of St. Dovid

	Armor Restriction: AV 1

+2 Base Defense

Combat: Unarmed +2

Diplomacy

Etiquette

+2 Hit Points

Kn: St. Dovid

Literate

Medical

Tactics
Talent: Weapon Hands

Theology

+23 Buy Points


Description

The Order of St. Dovid is a warrior sect, specializing in unarmed combat. They study combat as a means of learning discipline. In addition, they study the writings of the saint and strive to uphold his laws. To this end, they travel to noble courts and teach the ruling class of their rights and obligations. Many of these monks can be found as mediators and advisers to noble houses.

Suggested Attributes:  STR, DEX, AGI, INT, SPI

Suggested Limitations

· Boss: Order of St. Dovid (2-4 points)

· Slight Rivalry with the Right Hand: Many of the Priests of the Right Hand see these monks as upstarts who are performing their historical duties and lack the authority to do so. (1 points)

· Stickler for law and order: Will not break the law and will not allow others to do so either.  (3-4 points)

Order of the Scythe

	Acrobatics

Armor Restriction: AV 1

+2 Base Defense

Climb

Combat: Scythe +2

Kn: Demon Cults +1

Kn: Pagan Cults

Survival: Arctic Cold

Talent: Blessed

Talent: Scythe Specialization

Theology

+22 Buy Points


Description

The Order of the Scythe is an order of warrior monks that dwell to the far north of Boston, near the Borakki lands. They train and study endlessly, honing their fighting skills. Their mission is to battle pagans and demons wherever they find them. They particularly hate the various cults of the Five Demons that still exist in Bostonia. They study the lore of the false gods so that they may seek them out and destroy them.

Suggested Attributes:  STR, DEX, AGI, INT, SPI

Suggested Limitations 

· Code of the Order: Members of the Order always look to perfect their combat skills. They obey the Father and his Church in all things. They will always follow the instructions of a priest or priestess. (3 points)

· Distrustful of magic and mages: They are wary of magic and will not allow magic to be cast on them, unless it comes from a priestess, or to a lesser degree, a Mathematician. (3-4 points)

· Religious Zealots: The Order is intolerant of anything that offends the Father. They are quick to violence when they see such an affront. (4-5 points)

Templar Templates

The Templar Orders are the official military arm of the Church. Their job is to protect the temples, churches, priests and priestesses from harm. In addition, they are charged with protecting the faithful and defending the King from all threats. On rare occasions they may be mobilized to put down a group of pagans, or a noble who is disregarding the will of the Church.

There are currently two orders of Holy Warriors: The Sword of St. Sorthan and The Sail of St. Gilla. The Sword follows the directives of the Grand Father of Boston and The Sail is under the direct order of the Mother Superior in Ismoth (though the Mother Superior takes orders from the Grand Mother in Boston).

The Sail of St. Gilla

	+1 Base Defense

Climb

Combat (choose) +1

Combat (choose)

Craft: Sailor + 1

+5 Hit Points

Kn: Bostonian Church

Kn: Sea Lanes

Talent: Blessed

Talent: Swim

Theology

+19 Buy Points


Description

The Sail of St. Gilla is dedicated to the Church of The Mother. They are excellent sailors and patrol the sea-lanes aiding sailors and hunting down pirates.

Suggested Attributes: STR, DEX, AGI, TOU

Suggested Limitations 

Code of the Order: Members of the Order always look to perfect their combat skills. They obey the Mother and her Church in all things. They will always follow the instructions of a priest or priestess. (3 points)

Distrustful of magic and mages: They are wary of magic and will not allow magic to be cast on them, unless it comes from a priestess, or to a lesser degree, a Mathematician. (3-4 points)

Religious Zealots: The Order is intolerant of anything that offends the Father. They are quick to violence when they see such an affront. (4-5 points)

Boss: Church (3 points)

The Sword of St. Sorthan

	Combat (choose) +2

Combat Shield +1

+5 Hit Points

Kn: Bostonian Church

Repair

Tactics
Talent: Blessed

Talent: Tower of Will

Theology
+16 Buy Points


Description

The Sword of Sorthan is a heavy infantry unit consisting of some of the best warriors in Bostonia. They are well trained, professional and devoted to the Church and Crown. Their loyalty to the King and devotion to the Father make them a valuable force. Their fighting prowess strikes fear into the hearts of Bostonia’s enemies.

Suggested Attributes:  STR, DEX, AGI, TOU

Suggested Limitations 

· Code of the Order: Members of the Order always look to perfect their combat skills. They obey the Father and his Church in all things. They will always follow the instructions of a priest or priestess. (3 points)

· Distrustful of magic and mages: They are wary of magic and will not allow magic to be cast on them, unless it comes from a priestess, or to a lesser degree, a Mathematician. (3-4 points)

· Religious Zealots: The Order is intolerant of anything that offends the Father. They are quick to violence when they see such an affront. (4-5 points)

· Boss: Church (3 points)

Guild Templates

Bostonia’s cities are the home of several powerful trade and craft guilds. These guilds regulate trade and pricing, provide training to apprentices, loans and generally look out for the interests of their paying members. Most of these guilds are not terribly interesting to the average adventuring type. Few PCs will have a history featuring the Candle Makers’ Guild. However, some of these guilds offer great opportunities for aspiring warriors and mages.

Mathematicians’ Guild

The Guild of Mathematicians believes that all things in the universe can be understood in simple, rational, mathematical terms. More importantly, they believe that understanding the mathematical terms that drive the universe gives a person power. The mathematicians have their origins in the more practical Engineers’ Guild. During a routine lecture dealing with the forces on bridges, the Founder, Christo Meridian, had a revelation. With a few non-trivial alterations of fundamental equations, Meridian realized that he could greatly increase his understanding of forces. Extrapolating his process to the basic equations of time and space, he could begin manipulating the world around him.

The Mathematician’s Guild has several functions in Bostonia. First, they run the three universities, educating students in accounting, navigation, physics, and of course, mathematics. They also manage the economy of Bostonia by studying the supply, demand and price of goods and manipulating markets to keep the economy strong. They set standards of weights, measures and purity of goods and precious metals. Finally, they perform esoteric research in using mathematical understanding to alter time and space.

Layperson 

	Administrate +2

Craft: Accounting +1

Craft: Mathematics +2

Kn: Boston +1

Kn: Trade Houses and Routes

Kn: Weights and Measures

Literate

Navigation

Ritual Spells (5 points)

Trading +1

+28 Buy Points


Description
Laypeople are mathematicians who have mastered the mundane aspects of the studies, but cannot take the First Equation.  They form the bulk of the administrative staff and do much of the fieldwork, collecting data, performing checks of trading houses to ensure they are following Guild standards. Laypeople do a lot of traveling, so they know the routes. In addition, they are required to know the businesses of the people they monitor.

Suggested Attributes: INT

Suggested Limitations

· Boss: Mathematicians Guild (2 points)

· Seeking Magic: Trying to prove himself by attaining a rune (2-4 points)

· Feels Inadequate: Failure to take First Equation left him with a self-esteem problem. (1-3 points)

· Logical Mind: Needs to fit everything into a pattern (1 point)

Mathematician

	Administrate +1

Craft: Accounting

Craft: Mathematics +2

Kn: Boston +1

Kn: Trade Houses and Routes

Kn: Weights and Measures

Literate

Magic: First Equation +1

Ritual Spells (7 points)

Trade
+25 Buy Points


Description

This package represents a full-fledged mathematician who has taken the First Equation rune. A member with this standing would spend time on the road, teaching and enforcing guild standards as well as researching at a university. Some of this research might force a mathematician to adventure, seeking ancient tomes, or other magical knowledge.

Suggested Attributes: INT, WIL, SPI

Suggested Limitations

· Boss: Mathematicians Guild (2 points)

· Logical Mind: Needs to fit everything into a pattern. (1 point)

· Dislike of Engineers: The historical rivalry of the two guilds has shaped his view of the Engineers. (1-2 points)

Engineers’ Guild

The Engineers are charged with building new structures and maintaining existing ones. In addition, the system of roads and dams that facilitate travel between cities is the responsibility of this guild. Aspiring engineers often come from the ranks of talented tradesmen. When they apply to the guild (usually at age 18-22), they are subjected to a series of tests. If they pass, they enter the guild as a junior foreman. As they complete projects, they gain rank, becoming senior foremen and then Bonded Engineers.

The Engineers’ Guild has a bitter rivalry with the Mathematicians.  The Engineers feel that the Mathematicians have usurped some of their historical duties such as teaching and weights and measures standardizing. Furthermore, they feel that the discovery of the First Equation should rightfully be credited to one of their own guildsmen, Padaris Tumult, who had written a treatise on the subject of “Statistical Aberrations in Nature,” long before Cristo made his discovery. The mathematicians disagree and the two groups disparage and thwart one another whenever possible.

Guild Engineer

	Administrate

Craft: Architect

Craft: Bricklayer, Carpentry, Masonry (choose one)  +1

Craft: Mathematics

Engineering +2

Kn: Building Techniques

Kn: Project Area

Literate

Navigate

Trade
+36 Buy Points


Description

Engineers are adept at designing and overseeing the construction of a structure. A guild engineer will often be in charge of a building or maintenance project. This includes several pieces of equipment and anywhere from 10-50 men. Some of these will be from the guild. Others will be teamsters, or local hires. 

Suggested Attributes: INT, PER

Suggested Limitations

· Dislike of Mathematicians: The historical rivalry of the two guilds has shaped his view of the Mathematicians. (1-2 points)

· Stickler for Details: Engineers tend to pour over the mundane details of their projects. This can be an asset, but it can cause them to miss the “big picture” as well as slow their decision-making and annoy their companions. (1 point)

· Boss: Engineers’ Guild (2 points)

Spice Guild

The Spice Guild is the foremost trade guild in Bostonia. It maintains shipyards in Boston and Ismoth and offices in every major city in the land. The mission of the guild is to provide personnel and services to member merchants for a share in their profits. To this end, the guild employs hundreds of sailors, navigators, guardsmen, packers, teamsters and traders. The guild is a common starting point for adventuring careers.

Spice Guild Trader

	Administrate

Carousing

Conversation

Craft: Sailor

Etiquette

Kn: Cobrat or Borakki +2 (choose one)

Kn: Cobrat or Borakki goods (choose one)

Lang: Cobrat or Borakki (fluent)

Literate

Persuasion

Talent: Swim

Trading +2

+25 Buy Points


Description

These characters would lead a trading expedition and be responsible for negotiating deals with members of the Cobrat and Borakki races. In general, the trader makes all the decisions that involve money. This often precludes the authority of other members of the party (such as the Guardsmaster). The trader takes full responsibility for the expeditions’ profit margin.

Suggested Attributes: CHA, INT, PER

Suggested Limitations

· Cannot Pass on a Bargain: This character cannot pass up a chance to negotiate and make a good deal. The character will always be wheeling and dealing. (1-2 points)

· Greedy: This character likes money and bases nearly all his decisions on profit. (2-4 points)

· Boss: Spice Guild (3 points)

Spice Guild Navigator

	Ancient Knowledge

Craft: Astronomer

Craft: Cartographer +1

Craft: Sailor

Kn: Trade Routes +1

Lang: Cobrat or Borakki

Literacy

Navigation +2

Survival: Two environments

Talent: Swim

Tracking +1

+23 Buy Points


Description

A navigator is in charge of getting the trade expedition to and from its market as quickly as possible and with a minimum of danger. They are skilled in map reading and navigation. In addition, they know the routes and their dangers. If the trading party is behind schedule, they will look to the navigator to find a shorter route. If there is a potential delay, it is the navigator’s job to find a detour.

Suggested Attributes: INT, PER
Suggested Limitations

· Boss: Spice Guild (3 points)

· Overcautious: Navigators tend to be wary of possible dangers. This can be troublesome if the cargo needs to get to market on time. (2-4 points)

Spice Guild Guardsman

	Carousing

Combat: Shield

Combat: Sword

Craft: Carpenter, Packer, Teamster (choose one)

Kn: Raider Tactics +1

Hit Points +3

Medical

Tactics +1

Repair

Survival: One environment

Talent: Swim

+24 Buy Points


Description

Guardsmen are the grunts of the expedition. They are charged with keeping the caravan’s goods (and personnel) safe from harm. On well traveled roads, where there is only a small chance of banditry, guardsmen double as packers and teamsters. On trips to the Borakki and Cobrat lands, there is often much risk. Bandits, goblins, Talak, treacherous terrain and weather keep the guards busy and they rotate out of secondary duties (if they have time for them at all).

Suggested Attributes: STR, DEX, AGI, TOU

Suggested Limitations

· Boss: Spice Guild (3 points)

· Alcoholic: Guardsmen are always traveling and they work hard. Many of them drink heavily. (2-4 points)

Shield Guild

The Shield Guild is a sort of Bostonian National Guard. In the early days of the monarchy, the Shield Guild was the king’s standing army. In times of Talak, or goblin incursion, the guild would mobilize and defend the land. When a tribal conflict threatened internal stability, the guild would back up any diplomatic effort with force, if necessary.

Today, the role of the Shield Guild is slightly different. The monarchy is much weaker than it was at the time of the guild’s inception. As such, a large standing army cannot be maintained. Furthermore, the Barons have more power and more income than before. Many of them have garrison forces to protect their interests. To survive in such an environment, the Shield Guild broke into two groups. The King’s Guard is a small, dedicated force that protects the crown and its interest. The Shield Guild is a quasi-mercenary organization.

The Shield Guild maintains small garrisons across Bostonia. These garrisons are generally maintained by the Baron whose land they occupy. In times of need, the guild can be called on to augment the Baron’s troops. The guild actually charges the Barons for their service. In the case of internal strife, the guild’s loyalty theoretically reverts to the king. Whether that is the case or not depends on the garrison commander.

Shield Guildsman

	Combat: Shield +1

Combat: Spear +1

Combat: (choose)

+5 Hit Points

Kn: Bandit Tactics

Kn: Goblin Tactics

Kn: Talak Tactics

Repair

Tactics
Talent: Choose from (Counter Attack, Impaler, Keep Away, Phalanx or Shield Bash)

+21 Buy Points


Description

Shield Guildsmen are sturdy fighters who are charged with protecting the interests of the Crown. They spend long months manning their garrison until a crisis occurs. Then, they spring into action in defense of the land. They are well trained and disciplined warriors who can battle alone, or in groups.

Suggested Attributes: STR, DEX, AGI, TOU

Suggested Limitations 

· Boss: Shield Guild (4 points)

· Guild Code: Follow orders, protect civilians, and never leave companions behind. (3 points)

· Eager for Action: The tedium of manning the garrison has gotten to this young recruit and he will look for any opportunity to test his skill. (2-3 points)

Shield Guild Captain

	Administrate

Combat: Shield +1

Combat: Spear +2

Combat (choose)

+5 Hit Points

Kn: Bandit Tactics

Kn: Goblin Tactics

Kn: Political Situation

Kn: Talak Tactics

Orate
Repair

Tactics
Talent: Choose from (Counter Attack, Impaler, Keep Away, Phalanx or Shield Bash)

+11 Buy Points



Description

Guild captains are skilled not only in the art of fighting, but also in the ways of leadership. Their knowledge of tactics and their ability to raise the morale of their troops gives them an edge in mass combats. Captains are responsible for maintaining the garrison, training the men, organizing patrols and of course, leading the guild to battle when necessary. Though not necessarily the best diplomats, captains will be knowledgeable about the local political landscape so they can use it to their advantage.

Suggested Attributes: STR, DEX, AGI, TOU, CHA, INT

Suggested Limitations 

· Boss: Shield Guild (4 points)

· Guild Code: Follow orders, protect civilians, and never leave companions behind. (3 points)

· Feels Responsible for Troops: He is a leader and feels responsible for the well being of his men. (3 points)

Militia Templates

Militias, town guards and constabularies are common throughout Bostonia. In larger cities, the town guards are well-organized, professional units that provide law enforcement and patrol the surrounding countryside. In more rural areas, the militia is a first line of defense against bandits, raiders, goblins and other potential threats to the community. In addition, the militias provide a career for many young men and women – a way to get off the farm, make a name and perhaps join a mercenary company, or one of the guilds.

Town Guard

	Carousing

Combat +1 (choose)

Combat (choose)

Conversation

+3 Hit Points

Interrogate

Kn: Locals +1

Kn: Troublemakers +1

Kn: Home Town +2

Repair

Streetwise

+23 Buy Points


Description

Town guardsmen act as police and army in a city, defending it from attack and keeping the peace. In any reasonable sized town, the guard is trained and reasonably effective. They have a good knowledge of their town and the people they deal with on a daily basis. 

Suggested Attributes: STR, DEX, AGI, TOU

Suggested Limitations

· Pessimist: He has seen the worst society has to offer and it has affected his world view. He will always expect the worst and be generally a downer. (1-2 points)

· Distrustful: He is always looking for people to cross him. Since has trouble making and keeping friends. (3 points)

· Boss: City Government (4 points)

· Bully: He likes to use his power to intimidate and get his way. (2-3 points)

Sheriff

	Climb

Combat Bows

Combat (choose)

Conversation

+3 Hit Points

Kn: Locals

Kn: Patrol Area +2

Survival (One environment) + Snares and Traps

Repair

Track
Trade
+25 Buy Points


Description

The sheriff acts as policeman and guard in a rural area. He may have to patrol several villages within a couple days travel. He knows his patrol area very well and most of the people in it. Due to the amount of time he spends outdoors, he can take care of himself in the wild.

Suggested Attributes: STR, DEX, INT, PER

Suggested Limitations 

· Boss: Local Lord (3 points)

· Loner: This character keeps to himself whenever possible. (1 point)

· Prefers the Outdoors: A sheriff spends much of his time patrolling the land and dislikes spending a lot of time in town. He will only do so if his duty requires it. (2 points)

Mercenary Templates

Bostonian barons are very powerful men. They are charged with ruling a substantial territory and as long as they pay the proper duties to the King and Church, can do as they see fit. In exchange for this power, Barons are responsible for the defense of their land. Potential enemies range from gangs of roving bandits to tribes of goblins to the dreaded Talak raids. Most Barons maintain some standing army to deal with common threats. However, when a larger or more skilled force is needed, they often look for outside aid. The Shield Guild is one source of veteran fighters, but their garrisons are not always large enough and they are not always willing to help (say in the case of a territorial dispute between barons). In these cases, the nobles will turn to one of the many mercenary companies that do business in the land.

The templates below are examples of mercenary templates for the land of Bostonia. Modifying the existing templates allows the players and GM to create characters from other mercenary companies.

White Raven Company

	+1 Base Defense

Climb

Combat: (Sword or Bow) +2

Combat: (Sword or Bow)

Combat: Shield

+3 Hit Points

Kn: NW Territory

Kn: Borakki

Kn: Talak

Medical

Repair

Tactics
+19 Buy Points


Description

The White Raven Company consists of about 50 men. 20 of these are bowmen and the other 30 wield sword and shield. They operate in the northwest baronies near Salem and Sunsrest. They are well respected for their fighting prowess as well as their reputation for helping remote villages in need of defense. They are a very disciplined and somber company and it is rumored that nearly all the members have suffered a terrible loss at the hands of raiders.

Suggested Attributes: STR, DEX, AGI, TOU

Suggested Limitations 

· Somber and Moody: Members of the Raven’s have seen way too much killing. They are quiet and somber people who see little more to life than business. (2 points)

· Hatred of Bandits/Raiders: The Ravens have all lost someone to the hands of raiders. They hate all who prey upon the common people. This can cause them to make bad decisions at times. (4 points)

· Desires Revenge: Every Raven has some score to settle. Generally, a stint with this company is a means to gain the money and skill to exact revenge. (2-5 points depending on strength of desire)

Jager’s Daggers

	Carousing +1

Choose One: Fast Talk, Pickpocket, Stealth, Streetwise

Combat (choose) +1

Combat (choose)

Gamble

+5 Hit Points

Survival: One environment

Talent: Fight with Wild Abandon

+21 Buy Points



Description

The Daggers are lead by their rough and abrasive captain, Benjamin Jager. Jager was booted from the Shield Guild years ago for insubordination. After leading a couple bands of ruffians and raiders, he decided that sort were always cowards. Thus, it would be easy to make a living hunting them. He gathered the roughest and nastiest men he knew and formed this company. They are little better than those they fight and will often defend a town, only to raise their own ruckus. For this reason, they travel throughout the land, staying only long enough to wear out their welcome.

The Daggers specialize in hunting down gangs of bandits and thieves. They number about two dozen men and fight with whatever weapons they can get their hands on. They have little military discipline and go into battle using brute force and personal skill to carry the day. Fortunately, those they fight are often untrained and cowardly.

Suggested Attributes: STR, DEX, AGI, TOU

Suggested Limitations

· Rowdy: Always looking for a good time doesn’t care how he gets it. (2-3 points)

· Generally Disliked: The Daggers have a bad rep and nearly all right-minded people will give them a wide berth, dealing with them only when necessary. This is a –1 or 2 in nearly all social situations (unless you are dealing with ruffians, of course) (5 points)

· Undisciplined Fighter: This character has no military discipline and tends to act on impulse when in stressful situations. (3-4 points)

Rivers of Blood

	Combat: (Axe or Mace) +1

Combat: Thrown

Conceal

+2 Hit Points

Kn: Goblin Tactics +1

Lang: Goblin

Medical

Stealth

Survival: Swamp or Forest

Talent: Swim

Track

+24 Buy Points


Description

The Rivers are a mercenary company numbering anywhere from 100-150 men and women. They operate in southern Bostonia, along the goblin and Cobrat borders. They specialize in fighting goblins and are trained in the tactics and favorite terrain of their foes.

Suggested Attributes: STR, DEX, AGI, PER
Suggested Limitations

· Hatred of Goblins: Goblins are the historical enemies of this company. (2 points)

· Hunted by Goblin Tribe: Even after retirement, the blood runs so bitterly between the goblins and the Rivers of Blood, they will try to destroy the character whenever possible. (2-3 points)

Mage Templates

The world of Bostonia is full of magic. The Ancients were said to be powerful wizards who could control the elements. When the Father destroyed them, many of their works were destroyed, but some survived buried in ruins or in underground crypts. In addition, the elemental energies released by the Fireseeds entered the earth, filling it with power. There are many in the land that understand this power and would use it to further their ends.

Trained Mage

	Artifacts

Kn: Other Mages

Kn: Own Rune Site +1

Literate

Magic Skill (choose) +2

Ritual Spells (7 points worth)

Rune Knowledge

+25 Buy Points


Description

This template represents someone who has trained for some time to seek out and wield the runes that are the basis of Bostonian magic. They have studied and trained, probably under the tutelage of another.  In addition to having taken and practiced a rune, they have an understanding of the ways of the ancients, other runes and their meanings and the forces that influence magic.

Please note that the cost of 16 points for the magic skill assumes that the base magic skill costs 7 points. Depending on the rune the mage chooses to start with, this cost might increase. If that is the case, the buy points in this template will drop by an amount equal to the difference in the cost of the mage’s starting rune.

Suggested Attributes: INT, WIL, SPI

Suggested Limitations 

· Seeking Magical Knowledge: Mages are generally a curious lot and most are fascinated by elemental power. They will brave almost any danger to gain a new piece of arcane lore. (2-4 points)

· Scarred or Physical Limitation: Gaining runes is not always an easy process. Some of the runes are downright dangerous to obtain and a would-be mage who is not strong enough of will or spirit might find himself gravely injured. (1-5 points)

· Paranoid: In a world that frowns upon mages and their art, it is easy to become a little secretive. (2-4 points)

Student of the Seven Virtues

	Climb

Combat: Staff

Kn: Choose any three

Kn: Virtues Rune & Cult

Literate

Magic Skill: Virtues of the Body

Magic Skill: Virtues of the Mind

Magic Skill: Virtues of the Spirit

Meditate

Talent: Swim

+23 Buy Points


Description
The School was founded in the year 203 by three mages now known only as the Founders. It is said that the Founders traveled the lands; gathering knowledge and performing good deeds for those they met. It so happened that these three mages met one another during one of these adventures and entered into a discussion about which facet of man was the most important to his well-being: Body, Mind or Spirit.

Each mage argued his point, but none of the three were convinced to relinquish his point of view. To resolve the discussion, the mages agreed to meet at an appointed time and place to engage in three contests, each one devised by one of the mages. Whoever prevailed in these contests would be considered the winner of the argument.

The Founders met at the agreed location and engaged in the tests. Of course, each mage devised a test that featured his strength. Thus, each contest was won by its creator and there was no winner. The Founders agreed to rest that night and figure a new contest that would decide the issue.

That night, Talak attacked the village in which the contests were held. The mages worked together to turn back the savages and in doing so, came to the conclusion that none of their disciplines was superior. In fact, it would take a combination of the three to produce a balanced individual.

Each of the Founders taught the others his discipline. The Founders agreed to form a sanctuary where others could come to learn the secrets they had to offer. Thus the Cult of Seven Virtues was begun.

From the first attack, the Founders have protected Varkacen and the surrounding lands. In gratitude, the farmers and merchants of the area have allowed the mages to study in peace and provide them with ample food, drink and other resources. This arrangement continues and has been written into a contract with the locals. 

Occasionally, one of these mage-monks will set out upon the world, looking for further understanding and purpose.

Suggested Attributes: STR, TOU, INT, WIL, SPI

Suggested Limitations: 

· Monastic Code: Do not covet material things, practice as many hours a day as possible, self-awareness and understanding are most important. (3-4 points)

· Unfamiliar with Social Customs: This character has been cloistered for a very long time and he is uncomfortable and ignorant of social situations. (1-4 points)

· Hatred of the Talak: The School is close to the Teeth Mountains and one of the major entry points of the Talak into the Seeker’s Valley. (2 points)

Druid

	Ancient Knowledge

Animal Handler

Climb

Combat: Crossbow

Kn: The One Tree +1

Magic Skill: Rune of the One Tree +1

Medical

Navigate

Survival: Forest

Survival: Mountain

Track

+19 Buy Points


Description

The druids are a pagan order of mages who dwell in the deep forests and mountains of Bostonia. They generally stay out of Bostonian affairs, studying the ancient ways and worshipping their nature god, The One Tree. They are masters of nature, understanding the ways of the forest and mountains. In addition, their god gives them powerful magic to wield against their foes.

Druids have the skills required to create and use the rare crossbow. This mechanical bow is almost unknown in Bostonia, but common among the druids.

Suggested Attributes: DEX, INT, PER, SPI

Suggested Limitations 

· Secretive: The Druids are reclusive and try to keep to themselves. This character would be uncomfortable in many social situations. (1-2 points)

· Pagan: This character’s pagan religion might cause Bostonian’s to discriminate, if not outright persecute this character. (3-6 points)

· Boss: Druid Leaders (1-2 points)

Order of Flame

	Artifacts

Combat: (choose) +1 

Combat: (choose)

+2 Dodge

+2 Hit Points

Literate

Magic: Piercing the Night

Rune Knowledge

Repair

+21 Buy Points


Description

The Order of Flame is a small group of warrior-mages that make their home in the northwestern region of Bostonia. Years ago, their founders discovered an old tribal burial ground that held records of the first Bostonians and the teachings of the Mother and Father. 

The Order believes that the Mother and Father intend for mankind to use the tools left behind by the Ancients (including their magic). The Order seeks to discover, study and make use of the works of the Ancients to restore the glory of the Bostonian people and their gods.

Suggested Attributes: DEX, AGI, WIL, SPI

Suggested Limitations 

· Secretive: Members of the Order are reclusive and try to keep to themselves. This character would be uncomfortable in many social situations. (1-2 points)

· Seeking Magic: Members of the Order will go out of their way to find ancient sites and devices. (1-2 points)

· Distrusted By Church: Though the Order teaches devotion to the Mother and Father, the goals of the group make many in the Church nervous. Though the Church is not hostile to the Order, they will not generally go out of their way to aid them either. (1-2 points)

· Protective of Citizens: Members of the Order see themselves as divinely chosen protectors of the people. They seek to use their magic and skills to help people whenever possible. They will not pass up a person in need. (3-4 points)

Sandalfeet Templates

The Sandalfeet organization is a descendent of the Dingore tribe. The Dingore tribe consisted of primitive woodsmen who were said to have an affinity for the woods and hills. The Dingore were smaller than their neighbors and did not develop as quickly, technologically speaking. When the Dingore encountered the surrounding Bostonian tribes, they were distrustful of their towns and forts and avoided contact.

To the other tribes, the Dingore were elusive and xenophobic. Many rumors arose about their nature and intentions and some even wondered if they were human. The first real contact with the Dingore came when several settlements encroached on Dingore territory. The Dingore attacked the settlements and the tribes retaliated. The tribes eventually made peace, but relations were always strained. Eventually, through many battles and schemes, the Dingore were destroyed by those who feared them and coveted their lands.

Many of the Dingore leaders escaped their tribe’s destruction. They made a pact to enact vengeance on the Bostonian people. However, they knew they could not fight the Bostonians directly. Instead, they decided to work quietly and gain power through non-military means. The saying “Walk in sandal-clad feet” essentially means to covertly undermine your foes.

Today, the Sandalfeet are a large organized crime syndicate. They operate in Boston, Salem and Ismoth as well as in many of the surrounding towns. Their operations include banditry, theft, racketeering, extortion, protection schemes, forgery, counterfeiting and coin shaving. The Sandalfeet recruit from the streets and slums of every city they operate in. They train their new members in burglary, combat, smuggling, forgery, disguise and any other skill that might aid their cause. They are well organized and effective and many merchants and town officials fear them.

Sandalfeet Wallclimber (Lightfoot)

	Acrobat +1

Breakfall

Climb +2

Conceal

Detect Trap

Disarm Trap

Kn: Common Security Devices +1

Kn: Local Buildings

Kn: Sandalfeet

Kn: Town Guard

Lockpick

Stealth

+19 Buy Points


Description

Also called a “Lightfoot,” the wallclimber is a burglar who relies on stealth and skill to steal from the rich merchants and nobles. Wallclimbers typically work alone or in small groups to case a target, plan a burglary and carry out the assault. They are trained stealth, climbing and the skill of disabling security devices.

Suggested Attributes: DEX, AGI, INT, PER

Suggested Limitations

· Boss: Sandalfeet (3-5 points)

· Hunted: Local law enforcement (2-5 points)

· Greedy: This character will never turn down an opportunity to make good money. (3-4 points)

· Disdain of Physical Combat: Wallclimbers are taught to use stealth and not force to achieve their goals. They avoid violence if at all possible. (2-3 points)

Sandalfeet Thug

	Base Move +1 hex

Carousing

Combat (choose)

Combat: Unarmed +1

+4 Hit Points

Interrogate

Kn: City Layout

Kn: Guard Patrol Schedule

Kn: Sandalfeet

Streetwise +1

Talent: Dirt in the Eyes
Talent: Headbutt

Talent: Press Gang

+21 Buy Points

Note: This template gets its three talents for a discount price of 5 points.


Description

It is a sad fact of business. Sooner or later, someone will need convincing before they see the Sandalfeet point of view. This character’s job is to do the convincing. They ambush their targets in packs of 3 or 4 and attack with a variety of weapons.

Suggested Attributes: STR, TOU, DEX

Suggested Limitations 

· Boss: Sandalfeet (3-5 points)

· Hunted: Local law enforcement (2-5 points)

· Greedy: This character will never turn down an opportunity to make good money. (3-4 points)

· Bully: This character loves to throw his muscle around, as long as his victim is weaker than he is. When faced with a strong opponent, this character will be cowardly. (1-3 points)

· Scars: This character may have a distinctive scar from a previous job. (1-4 points)

Sandalfeet Doppelganger

	Acting

Administrate

Conversation

Disguise

Etiquette

Fast Talk

Investigate

Kn: City Officials

Kn: City Politics

Literate

Persuasion

Streetwise

Trade

+28 Buy Points


Description

A doppelganger is a master of people. He is a diplomat, a trickster, a salesman and a manipulator. Doppelgangers infiltrate the city’s power structure with guile and deception. Once entrenched in a central position, they learn the people of their city, discover their strengths, weaknesses and most importantly, their secrets. This information can then be used by the Sandalfeet for money or favors.

Suggested Attributes: CHA, INT, PER

Suggested Limitations 

· Boss: Sandalfeet (3-5 points)

· Hunted: Certainly this character has run afoul of some important figure in the past. If this person finds the character, he will be in trouble. (2-5 points)

· Leading Many Lives: This character has led many lives and it is likely that if he stays in one place too long, the remnants of a past life will crop up. (1-4 points)

Noble Templates

The land of Bostonia is ruled by a quasi-feudal system of nobles and peasants. Fourteen strong Barons each rule over a section of Bostonia. They divide this land into parcels and give these parcels to loyal nobles who serve under them. These nobles can, in turn, divide this land and use it to support their own vassals. A relatively weak monarch protects the nation as a whole and watches over the Barons and settles disputes between them. This monarch, and in fact all the nobles, theoretically answer to Church Law.

This feudal system supports hundreds of noble families. These nobles range from the wealthy and powerful Barons, to the lowly, wandering adventurer-knight who is hardly richer than a peasant. Some are devout believers in law and justice, while others only desire to increase their personal power at any cost. The diversity of nobles and their families makes it impossible to represent all the noble factions with templates. The templates here represent the skills and training that a typical “adventuring” member of that family might have.

Azareth Family

	Ancient Knowledge

Administrate

Diplomat

Etiquette

Kn: Bostonian History

Kn: Temple of Aestra

Literate

Survival: Underground

Talent: Darkvision

Talent: Swim

Theology

+30 Buy Points


Description

The Azert were a powerful tribe that lived in expansive underground cities in northwestern Bostonia. When St. Camille sacrificed herself in the Dark Lake and gained the Sacred Falls, the Azert converted to the faith and joined the Unification. Their children, the Azareth, have always remembered that historic event; they pay special homage to The Mother, trace their bloodline through their women, and are as active spiritually as they are politically. Through the years, the Azareth have been active in Bostonian politics and they are considered the wisest and most knowledgeable of the noble clans. 

Suggested Attributes: n/a

Suggested Limitations

· Always feels need to help the weak or needy: This includes giving money, goods and healing and/or embarking on an adventure to aid those in need.  (3-4 points)

· Seeking Ancient Knowledge: The Azareth are proud of their knowledge of history and the ancient world. (1-2 points)

· Proud: The Azareth are used to being treated with a great deal of deference. (1-2 points)

James Family

	Combat (choose) +1

+4 Hit Points

Kn: Goblin Tribes

Kn: Goblin Tactics

Kn: Other Nobility

Lang: Goblin, fluent

Lang: Cobrat, fluent

Literate

Survival: Woods, Mountains

Tactics
+29 Buy Points


Description

The James are a relatively young noble family who have carved themselves a barony through hard work and determination. They rule a large portion of the south lands and because of this they have had a great deal of contact with the goblins and cobrat. They are a rugged line that has produced many great warriors and frontiersmen. However, they are considered uncouth by the rest of the noble clans and generally do not bother with politics.

Suggested Attributes: n/a

Suggested Limitations

· Hatred of Goblins: Goblins are the historical enemies of this family. (2 points)

· Hunted by Goblin Tribe: It is possible that this character has battled goblins and the tribes might want to exact some revenge. Even if the character did not engage in battle, the goblins might want to get at the character to hurt someone else in his family. (2-3 points)

· Social Stigma: Most nobles think that members of the James family are a bit too rough for noble life and treat this character with less respect because of it. (1-2 points)

Terzani Family

	Administrate

Ancient Knowledge

Etiquette

Kn: Cobrat

Kn: Mages of Bostonia

Kn: Other Nobility

Literate

Magic (choose)

Ritual Spells (5 points worth)

Rune Knowledge

+29 Buy Points


Description

The Terzani are a powerful noble bloodline that came to power soon after the unification. They rule the southern coastal lands and are responsible for much of Bostonia’s exploration of the south and for contact with the cobrat. The family puts a high premium on knowledge of the ancient ways. In addition, they feel that magic can give them an edge in military and political matters. They are one of the only families that openly support magical study by their members.

Suggested Attributes: n/a
Suggested Limitations 

· Seeking Magical Knowledge: Mages are generally a curious lot and most are fascinated by elemental power. They will brave almost any danger to gain a new piece of arcane lore. (2-4 points)

· Disliked by Church Officials: This family’s support of magical knowledge goes against many Church teachings. Church officials will keep and eye on this character and try to make his life hard if possible. (3-4 points)


Pannok Family

	Administrate

Animal Handler

Carouse

Combat (choose) +1

Etiquette

Kn: Armies of Bostonia

Kn: Inhuman Armies

Literate

Orate

Riding

Tactics
+31 Buy Points


Description

The Pannok are a poor noble family. They lost much of their lands due to bad investments and trade deals. Now, they are a small family with only a small holding in the northwest. Members of this family currently seek fortune and fame by selling their services as troop captains. Many nobles in need of leaders look to one of the Pannok sons to become an officer in their army. 

Suggested Attributes: n/a
Suggested Limitations 

· Social Stigma: Most nobles know of the deals made by the Pannok ancestors and treat this character with less respect because of it. (1-2 points).

Miscellaneous Templates

The templates in this section describe characters that are Bostonian in origin and feel, but do not fall into one of the categories above.

Alchemist

	Administrate 

Alchemy +2

Combat: Thrown

Kn: Animal Reagents

Kn: Chemical Reagents

Kn: Other Alchemists

Kn: Mythical Beasts

Kn: Plant Reagents

Kn: Weights and Measures

Literate

Talent: Potion Recipes

Trade

+27 Buy Points


Description

In Bostonia, alchemy is an advanced science. Many large towns have alchemy shops that sell elixirs designed to do things ranging from the common (such as dying cloth or curing illness) to the strange (such as enhancing strength, or love potions) to the downright fantastic (like invisibility and flight potions). In Bostonia, alchemists form a sort of competitive community. Alchemists often trade information, recipes and services.

Suggested Attributes: INT, PER

Suggested Limitations

· Asthma: This character has occasional trouble breathing and takes a –2 to any action that requires prolonged physical activity. (3 points)

· No Hair: A laboratory accident has left this character without any body hair. (1 point)

Archeologist

	Ancient Knowledge

Artifacts +1

Detect Traps

Disarm Traps

Literate

Navigate

Ritual Spells (12 points worth)

Rune Knowledge

+20 Buy Points


Description

This character works for one of the Bostonian universities gathering knowledge on the ancients and their artifacts. He is a student of magic, but has never taken a rune. Instead, he studies the devices, sites and wards left by the ancients by finding their ruins and raiding them.

Suggested Attributes: INT, PER, DEX

Suggested Limitations 

· Seeking Ancient Knowledge: This character will go to any lengths to obtain a new ancient trinket. Often, the risk is not proportional to the item’s worth. (3-4 points)

· Bookish: This character would rather spend his days in a dusty library than dealing with other people. (1-2 points)

· Nearsighted: Too much time reading too closely. (4 points)

Duelist (Scales of Honor School)

	Acrobat

Ritual Spell: Bladeturning

Armor Restriction: AV0

+2 Base Defense

Combat: (choose) +2

Fast Draw

Kn: Cobrat Customs

Lang: Cobrat

Repair

Talent: Free Parry

Talent: Weapon Specialization (choose)

+16 Buy Points


Duelist (Steel Fang School)

	Armor Restriction: AV2

+2 Base Defense

Combat: Sword +2

Fast Draw

+3 Hit Points

Kn: Cobrat Customs

Lang: Cobrat

Repair

Talent: Free Parry

Talent: Sword Specialization
+16 Buy Points


Description

The cobrat have a tradition of settling disputes with single combat. This combat can be between the disgruntled parties, or between hired champions. Many young high cobrat enter special schools to learn to fight for their honor. Years ago, a couple Bostonians traveled to the cobrat lands to learn their unique fighting style. They returned, modified the techniques to account for the superior strength of humans and started their own school in Bostonia. Two schools now exist: The Steel Fang School in Ismoth and the Scales of Honor School in Boston.

Suggested Attributes: DEX, AGI, SPD

Suggested Limitations 

· Rivalry with Other School: The two schools both believe their style is superior and will try to prove that point whenever possible. (1-2 points)

· Duelists’ Code: Will not attack an opponent by surprise; wants a fair fight; will allow honorable opponents to surrender. (2-3 points)

· Braggart: Likes to brag about his exploits. (1-2 points)

· Overconfident: Often bites off more than he can chew. Overestimates his skill. (3-4 points)

Pirate Captain

	Carousing

Climb

Combat (choose) +1

Craft: Sailor

Interrogation

Kn: Knots and Rigging

Kn: Local Ports

Kn: Pirate Lords

Orate +1

Streetwise

Survival: Water

Talent: Swim

+26 Buy Points


Description

To the south of Bostonia dwell the Pirate Lords. These pirates are the exiled remnants of a tribe destroyed by Bostonia during the tribal times. They raid shipping in Bostonian and Cobrat waters.

This character has joined the pirate lords and now leads a ship. They need to be knowledgeable of maritime affairs, have a keen tactical sense and be a leader of men. 

Suggested Attributes: INT, PER, CHA

Suggested Limitations 

· Hunted: The maritime authorities will most certainly want this character to stand trial and be hanged. (4-6 points)

· Paranoid: This character is hunted by his enemies and faces the threat of mutiny from the crew. Paranoia is a useful trait. (2-5 points)

· Cold Blooded: This character is ruthless and will do anything to get the job done. Does not have friends, but does have lots of enemies. (4 points)

· Greedy: This character will never turn down an opportunity to make good money. (3-4 points)

Rat Catcher

	Combat (choose) +1

Combat: Net

Disease Resistance

Kn: Sewers of City

Kn: Vermin

Navigate

Stealth

Survival: Underground

Talent: Absolute Direction

Talent: Swim

+30 Buy Points


Description

Both Boston and Salem were built on the foundations of ruined ancient cities. They have extensive tunnel systems underneath them, as well as some rudimentary sewers built by the Engineers. Unfortunately, these sewers are breeding grounds for all manner of vermin. The rat catchers are the hunters of the sewers, catching and killing the more dangerous specimens.

Suggested Attributes: DEX, AGI, SPD, TOU

Suggested Limitations 

· Smells: Well he does spend all his time in the sewers. Makes it harder to hide in normal situations and is a definite penalty in all social situations. (4 points)

· Rat-Like Mannerisms: This character is hunched and shifts his gaze about, much like the vermin he hunts. (1-2 points)

Storyteller Guild Member

	Acting +1

Carousing +1

Craft: Storyteller +1

Craft: Musician +1

Gamble

Kn: Other Storytellers +1

Kn: Guild Circuit +1

Navigate

Orate +1

Persuade

Trade

+22 Buy Points


Description

The Storytellers’ Guild began as an annual contest of bards and entertainers. This contest was held in Salem, lasted for three days and featured some of the best entertainers in the land. The fame of this festival attracted more and more contestants and spectators each year until it became impossible to run. The guild came about as a way to allow the contest to run throughout the year, and in many different venues.

Members of the Storytellers pay a yearly fee. For this fee, they are given a membership ring, and access to the guild maps and list of inns across Bostonia. The member then travels to the listed inns (called “circuit inns”) and performs in exchange for free room and board and tips. At the end of the performance, the innkeeper and patrons score the performer and those scores are collected by a representative of the guild. At the end of the year, the scores are tallied and a Master Storyteller is crowned and given a substantial prize.

Suggested Attributes: CHA, INT, PER

Suggested Limitations 

· Flirt: This character loves to flirt and cavort with members of the opposite sex. Depending on the situation, this can get him in a fair bit of trouble. (2-3 points)

· Gambler: This character has trouble resisting a bet. This could be an organized game of cards, or a bet on any semi-random event. (2-5 points)

· Loves a Good Story: This character will do just about any crazy thing to be on the scene when an epic story breaks. This desire will tend to get the character involved in dangerous situations. (1-2 points)

· Rivalry: Being in an ongoing competition with other storytellers is bound to cause some sort of rivalry. This character will do anything he can to show up his rival, even if it means hampering his chances to win the circuit. (2-4 points)

Generic Templates

Bostonia is a rich world with many different types of characters. This makes a complete list of templates impossible to create. The templates listed in previous sections are an attempt to give a thorough overview of the types of characters possible. However, invariably someone will come up with a new organization or character concept that is not listed. Players and GMs are encouraged to create their own character templates (and submit them for publication in a future supplement). To help you in creating new templates and character concepts, a list of generic templates follows.

These generic templates follow the lines of character classes that exist in other games. No effort is made to integrate them into the world of Bostonia. Thus, you will see templates like warrior and ranger. These templates have skills and abilities, but generally lack the knowledges, crafts and other background skills that flesh out a character and make him a part of the campaign world.

In general, if you are playing in the world of Bostonia, it is suggested that you require characters take a Bostonian template and use these generic templates as building blocks for new templates. However, in cases where no template fits a character concept or if the GM permits, these generic templates may be used. Even so, it is still suggested that the character be required to take from 3-8 points of knowledges, crafts and other background skills to flesh him out.

Acrobat

	Acrobat +1

Armor Limitation: AV2

+1 Base Defense

Breakfall +1

Carousing

Climb +1

Combat (choose)

Craft: Traveling Performer

+2 Hit Points

Jump +1

Kn: Towns on Route

+ 22 Buy Points


Description

The acrobat is first and foremost, a tumbler and juggler. His gymnastic skill is unsurpassed. However, with a little bit of training, these skills lend themselves to use in a combative role. The acrobat is well conditioned, and very hard to pin down.

Suggested Attributes: DEX, AGI, INT, PER

Suggested Limitations 

· Happy-Go-Lucky: This character finds it hard to take anything too seriously. His flippant attitude may cause him to miss obvious signs of danger. (2-3 points)

Assassin

	Acting

+1 hex Base Move

Combat (choose) +1

Conceal

Detect Traps

Disarm and Set Traps

Disguise

Kn: Common Traps

Kn: Poisons

Lockpick

Stealth

Talent: Backstab

+21 Buy Points


Description

The assassin is a stealthy killer who relies on surprise and guile instead of strength. Assassins learn many ways of getting close to their opponent where they can quickly incapacitate him with a surprise backstab attack. In addition, they can set traps to kill the unwary.

Suggested Attributes: DEX, AGI, INT, PER

Suggested Limitations 

· Cold Blooded: This character is ruthless and will do anything to get the job done. Does not have friends, but does have lots of enemies. (4 points)

· Evil Aura: This character makes people nervous. This is a –1 or –2 to most social situations. (3 points)

· Hunted: Most certainly he has annoyed some powerful person or group. (3-4 points)

Bounty Hunter

	+1 hex Base Move

Combat (choose)

Combat: Net

Converse

+2 Hit Points

Kn: Local Authorities

Kn: Local Criminals +1

Stealth

Streetwise +1

Survival: One terrain

Track +1

+21 Buy Points


Description

Bounty hunters travel the land, seeking wanted criminals and bringing them to justice. They are good combatants, but specialize in finding and tracking their quarry.

Suggested Attributes: DEX, AGI, INT, PER

Suggested Limitations 

· Cold Blooded: This character is ruthless and will do anything to get the job done. Does not have friends, but does have lots of enemies. (4 points)

· Evil Aura: This character makes people nervous. This is a –1 or –2 to most social situations. (3 points)

· Hunted: Most certainly he has annoyed some powerful person or group. (3-4 points)

Hedge Woman

	Alchemy

Craft: Cooking

Herbalism +1

Kn: Animal Reagents +1

Kn: Common Ailments +2

Kn: Diseases

Kn: Local Folklore

Kn: Plant Reagents +1

Medical

Physician

Ritual Spells (8 points)

+20 Buy Points


Description

A hedge woman acts as doctor, pharmacist and witch. She is both respected and feared by her patrons. 

Suggested Attributes: INT, PER, SPI

Suggested Limitations 

· Feared: Practicing unknown arts causes fear in the locals. If conditions are right, this could turn to hatred and violence. (3-4 points)

· Ugly: You know, warty and all that. (2 points)

Ranger

	Animal Handler

Climb

Combat: Axes +1

Combat: Bows +1

Medical

Navigate +1

Survival (One environment) +1

Talent: Swim

Track +1

+18 Buy Points


Description

Rangers are hunters, trackers and warriors who spend most of their time in the wilderness. They have skills that allow them to survive and find their way in a hostile environment.

Suggested Attributes: STR, TOU, PER

Suggested Limitations 

· Dislikes Civilization: This character prefers the outdoors to the smelly confines of a town. (1-3 points)

· Protector of the Woodlands: This character is pledged to defend his wild homeland against encroachment. This brings him at odds with regular society. (3-4 points)

Thief

	Climb +1

Combat (choose)

Craft: Fence

Detect Traps +1

Disarm Traps +1

Lockpick

Pickpocket

Streetwise

Stealth +2

+20 Buy Points


Description

Thieves use stealth and cunning to obtain their goals. This template would be suitable for a burglar, as well as a traditional “adventuring” thief.

Suggested Attributes: DEX, INT, PER, AGI

Suggested Limitations 

· Greedy: This character loves wealth and goes to great lengths to get it. They will rarely pass up an opportunity to obtain more money. (2-4 points)

· Hunted: Having stolen a valuable keepsake from a powerful merchant, wizard, noble, or whatnot, this character has a price on his head. (3-5 points)

Warrior

	+1 Base Defense

Combat (choose) +2

Combat (choose) +1

Combat (choose)

+5 Hit Points

Repair

Tactics
+21 Buy Points


Description

The warrior has honed his skills in several different weapons. His physical training permits him to take a great deal of punishment and keep fighting. In addition, he is skilled in assessing his opponents’ skills.

Suggested Attributes: STR, DEX, AGI, TOU

Suggested Limitations 

· Hot Headed: A typical warrior disadvantage. This character is quick to anger and quick to resort to violence. (3-4 points)




Skills

Whereas attributes represent raw talent, skills represent training in specialized tasks. If a character wants to dive out of the way of an oncoming boulder, then an agility test is appropriate. However, if a character wants to be a professional gymnast, then that requires a skill. Similarly, a character with a high charisma tends to deal well with others and can handle himself in a number of social situations. However, giving a speech requires writing ability, an understanding of the intended audience as well as the ability to speak extemporaneously. Charisma helps, but it is not the only factor. Thus, oratory is a skill.

Each template has a number of skills associated with it. In addition, characters can purchase extra skills with their buy points. When a new skill is obtained, the player should record the skill name, the attributes associated with that skill, their base level with the skill, the number of checks they have in the skill (none to start) as well as the number of checks required to raise the skill.

Skill Resolution

When the character’s come up against a lock that needs to be picked, an irritable cobrat merchant or a deep, cold pool with a glinting gem at the bottom, this is a test of their skills called a task. Every task in the game is assigned a difficulty level (DL) by the GM.

	Task Description
	DL

	Yawn! People do this all the time. It is relatively easy even for the untrained. 
	3 or less

	Simple. Done everyday by those trained in a skill. Not simple for the untrained, but possible.
	5

	Pretty Easy.  A standard day-to-day task for those trained in the skill. Still a careless mistake can be made. 
	7

	Moderate. This task is somewhat tricky and takes concentration and training to perform with any degree of success. Still, it is a standard task and a trained individual will have been taught how to go about doing it.
	9-11

	Pretty Tough. Causes trouble for a trained person. Almost impossible for anyone who does not have specific training in the skill.
	14

	Hard. A trained person will fail in this task most of the time unless he has help, special equipment, lots of time to prepare, etc. This task is out of the normal range of the skill training.
	18

	Nasty. An insane task that only masters in the skill will be able to manage.
	24

	Impossible? Someone with god-like capabilities in the skill might be able to pull it off more often than not, but will still fail a significant portion of the time.
	30+


After a DL is determined, the character rolls a d12 and adds his skill level and the GM rolls a d12 and adds the DL. If the character equals or exceeds the GM’s score, the task is successful. If the GM’s score is higher, then the task has failed.

Opposed Rolls

Opposed rolls occur when a character is attempting a skill in direct conflict with another character’s statistic or skill. When a character uses the stealth skill, he is pitting his stealth against the listener’s PER. Persuasion acts against someone’s WIL or INT. A character that is searching a boat for a concealed compartment can use his concealment skill against the compartment builder’s concealment skill. In this situation, the DL of the skill test is the relevant stat, or skill level of the passive character. The skill user must perform a task with this DL to succeed.

Example of Opposed Rolls: A PC with a stealth skill level of 12 tries to sneak past a guard with a PER of 10. Both the stealthy PC and the guard roll a d12 and add their relevant score. The PC rolls an 8 and adds his stealth level of 12 for a total of 20. The guard rolls a 9 and adds his PER of 10 for a total of 19. The PC makes it without being heard.

On a tie, the active character – the one who is taking the initiative (as opposed to reacting to a situation) – wins.

Assisting a Skill Test

When two or more characters work at the same task, they may get a bonus to the skill roll. To do this, both characters must have the skill in question, or a closely related skill (GM’s discretion). The character with the higher skill level is called the actor and the character with the lower skill is called the assistant.

To assist in a skill test, the DL of the task must not be more than 10 levels above the assistant’s skill level. If it is the task is outside of the assistant’s understanding and he will be of no help. In addition, if the DL of the task is 4 or more points lower than the actor’s skill, then he doesn’t really need the help and no assist is possible. The exception to this rule is a character with Craft: Instructor. Characters with this craft skill are adept at teaching others. Thus, they can have an assistant (student) even if the DL of the task is 4 or more points lower than their skill level.

In an assist, the assistant rolls a skill roll vs. the DL of the task –5. Then consult the following table.




	Roll
	Effect

	Succeeds by 4+
	+2 to actor’s skill test. Assistant is eligible for a skill check even if the test fails.

	Succeeds by 0-3
	+1 to actor’s skill test. Assistant is eligible for a skill check even if the test fails.

	Fails by 1-3
	No effect. Assistant gets a check, but only if the actor succeeds in the task.

	Fails by 4-7
	-1 to skill test and the assistant gets no skill check.

	Fails by 8+
	-2 to skill test, the assistant gets no skill check. In addition, if the skill test fails, the assistant may have blundered so badly so as to cause a critical failure.


Example of a Skill Assist: Ilpader Modlin is researching a theological tome, trying to find some reference to a holy relic called The Cloak of the Martyr. The GM has determined that the DL for this skill test is 19. Modlin has a theology skill of 17. He is aided by a junior priest named Callous. Callous has a theology skill of 12.

Callous may help Modlin research the relic. Callous rolls a skill test against DL 14 (19-5). He rolls a 10 and the GM rolls a 6. Callous succeeds by 2. Thus, Callous is successful in aiding his superior. Modlin will have a +1 to his skill roll and Callous will get a skill check regardless of the success of Modlin’s roll.

Secondary Skills

In many situations, the PCs will have knowledge skills, crafts that help flesh out the character and their background. These skills can also come in handy by giving bonuses to other skill rolls. If the PC has a knowledge skill, or a craft that the GM rules is relevant to the situation, then he will award a +1 to +3 bonus to the skill check. The award is based on the skill level in the “secondary” skill and the skill’s relevance to the test.

	Secondary Skill Level
	Bonus

	1-14
	+1

	15-19
	+2

	20-25
	+3

	26+
	+4


Example of Secondary Skills: Vorlund is using his streetwise skill to gain access to the black market in Boston. He has streetwise of 13. However, he lived in Boston for some time and in that time, hung out in the seedier sections of the city. He has knowledge of Boston underworld at a level of 10. The GM rules that this is relevant and so his streetwise is 14 for the purposes of this test.

Skill Tests and Attribute Tests

There may be cases in which the GM rules that a specific action can be completed by passing either a skill test or an attribute test. For instance, a character jumping over a pit trap might be permitted to use his agility attribute or his acrobatics skill to make the test. In cases like this, the GM must determine the type of test faced by the character.

Attribute Tests

An attribute test is a test that even an unskilled person can perform. Specialized training, might help, but is absolutely unnecessary. Forcing a door or jumping over a waist-high obstacle is an example of a task that can be completed by anyone with enough strength or agility.

When confronted by an attribute test, a character can use his skills to overcome it if he has skills that the GM rules are relevant to the task. For instance, acrobatics could be used instead of agility to jump over an obstacle. The escape skill can substitute for strength when a character is attempting to wriggle out of an opponent’s grasp.

When a character substitutes a skill in an attribute test, he gets a +5 to his roll to simulate the fact that his training gives him an advantage. In addition, a character substituting a skill in an attribute test can benefit from having secondary skills and assistance.

Example of Substituting a Skill During an Attribute Test: Remo the Burglar is fleeing the local authorities and the chase has led them to the rooftops over the Slums District. Remo is leaping from rooftop to rooftop, when he comes to a particularly large gap. 
The GM indicates that Remo will need to make an AGI roll vs. a DL of 14 or fall to the streets below. Remo’s AGI score is 15, but his acrobatics skill is 12 and the GM rules that acrobatics can be substituted in this case. Since a substituted skill gets a +5 bonus, Remo opts to use his skill, bringing his effective skill level to 17 for purposes of this test.
Skill-Preferred Tests

Tests in which specialized training is important, but not critical are called skill-preferred tests. In these types of tests, the character will use a skill, but can substitute an attribute specified by the GM at a -5 penalty to the roll.
Example of Substituting an Attribute During a Skill-Preferred Test: Remo has successfully evaded the town guard, but now finds himself at the home of a wealthy merchant, trying to get past a particularly troublesome puzzle lock. The GM indicates that the lock can be disabled with the lockpick skill, or with an INT test.

Unfortunately for Remo, he does not have the lockpick skill and his INT is only an 11. He can try to use his wits to disable the puzzle, but must do so at an effective level of 6.

Skill-Required Tests

A skill-required test requires the indicated skill and can thus only be attempted by someone trained in the skill, or by using the default skill level (see below).

Skill List

	Skill Name
	Attributes
	Default
	Cost
	Improvement

	Acrobatics
	AGI/STR/SPD
	None
	5+4
	5

	Acting
	CHR/CHR/INT
	Half
	3+3
	3

	Administrate
	INT/CHR/WIL
	None
	3+3
	3

	Alchemy
	INT/INT/SPI
	None
	5+4
	5

	Ancient Knowledge
	INT/INT/INT
	None
	5+4
	5

	Animal Handler
	CHR/WIL/PER
	None
	3+3
	3

	Artifacts
	INT/SPI/PER
	None
	5+4
	5

	Breakfall
	AGI/AGI/TOU
	Half
	3+3
	3

	Carouse
	CHA/PER/INT
	Half
	3+3
	3

	Climb
	STR/STR/AGI
	Half
	3+3
	3

	Combat: Axes
	STR/AGI/DEX
	Half
	3+3
	5

	Combat: Bows
	DEX/DEX/PER
	Half
	3+3
	5

	Combat: Flail
	DEX/AGI/SPD
	Half
	3+3
	5

	Combat: Knives
	SPD/PER/DEX
	Half
	3+3
	5

	Combat: Mace
	STR/AGI/DEX
	Half
	3+3
	5

	Combat: Magic
	DEX/PER/SPI
	Special
	3+3
	5

	Combat: Sling
	DEX/DEX/DEX
	None
	3+3
	5

	Combat: Swords
	DEX/AGI/PER
	Half
	3+3
	5

	Combat: Staff
	DEX/AGI/SPD
	Half
	3+3
	5

	Combat: 2-Handed
	STR/DEX/AGI
	Half
	3+3
	5

	Combat: Pole
	DEX/SPD/AGI
	Half
	3+3
	5

	Combat: Thrown
	DEX/PER/STR
	Half
	3+3
	5

	Combat: Shield
	DEX/PER/SPD
	Half
	3+3
	5

	Combat: Unarmed
	STR/DEX/SPD
	Full
	0+3
	5

	Conceal
	PER/INT/SPI
	Special
	3+3
	3

	Converse
	CHA/INT/PER
	Half
	3+3
	3

	Craft
	Variable
	None
	1+1
	2

	Detect Traps
	PER/PER/INT
	None
	3+3
	3

	Diplomat
	INT/CHA/PER
	None
	3+3
	3

	Disarm Traps
	DEX/PER/INT
	None
	3+3
	3

	Disguise
	INT/PER/PER
	Half
	3+3
	3

	Engineer
	INT/INT/PER
	None
	3+3
	3

	Escape
	AGI/DEX/WIL
	None
	3+3
	3

	Etiquette
	CHA/INT/PER
	None
	3+3
	3

	Fast Draw
	SPD/SPD/DEX
	Half
	3+3
	3

	Fast Talk
	INT/CHA/CHA
	Half
	3+3
	3

	Forgery
	INT/INT/PER
	None
	3+3
	3

	Gamble
	SPI/SPI/INT
	Half
	3+3
	3

	Herbalist
	INT/INT/PER
	None
	5+4
	5

	Interrogate
	WIL/INT/CHA
	Half
	3+3
	3

	Investigate
	PER/PER/INT
	None
	3+3
	3

	Knowledge
	INT/INT/INT
	None
	1+1
	2

	Language
	(none)
	None
	2, 3 or 4
	-

	Lockpick
	DEX/DEX/INT
	None
	3+3
	3

	Literate
	Special
	None
	0 or 4
	-

	Magic Skill
	Variable
	None
	7+4
	5

	Medical
	INT/INT/SPI
	Half
	3+3
	3

	Meditate
	WIL/WIL/SPI
	None
	3+3
	3

	Navigate
	PER/PER/INT
	Half
	3+3
	3

	Orate
	INT/INT/CHA
	Half
	3+3
	3

	Persuade
	CHA/CHA/INT
	Half
	3+3
	3

	Pickpocket
	DEX/PER/SPI
	Half
	3+3
	3

	Physician
	INT/INT/DEX
	None
	5+4
	5

	Repair
	DEX/INT/PER
	None
	3+3
	3

	Riding
	AGI/PER/SPI
	None
	3+3
	3

	Rune Knowledge
	INT/INT/SPI
	None
	5+4
	5

	Seduce
	CHA/CHA/INT
	Half
	3+3
	3

	Stealth
	AGI/AGI/PER
	Half
	3+3
	3

	Streetwise
	CHA/PER/INT
	Half
	3+3
	3

	Survival
	INT/PER/SPI
	Half
	3+3
	3

	Tactics
	INT/PER/SPI
	None
	3+3
	3

	Theology
	INT/INT/SPI
	Half
	3+3
	3

	Track
	PER/PER/INT
	Half
	3+3
	3

	Trade
	CHA/PER/WIL
	Half
	3+3
	3


Skill Cost

When you buy a skill, you pay 1 – 7 points for it. This cost is listed as the first number in the cost column. Buying a skill at this cost gives the character his base level in the skill. 

To increase the skill level, you can purchase bonuses in the skill. The cost for each bonus is listed after the + in the cost column. Each bonus purchased gives the character a +1 to his starting skill level (see Skill Attributes and Skill Base Level).

Example of Skill Bonuses: Torus the Magnificent is purchasing the acting skill at +3. Looking at the cost column of the acting skill, we see its cost is listed as 3+3. This means that the base level of acting costs 3 points, and each bonus costs an additional 3 points. Thus, to buy acting +3, Torus would have to spend 12 total buy points.

If you already have a skill because of your template and you wish to increase the level of that skill, then you only pay for the bonus levels. You do not have to repurchase the skill at base level.

Example of Increasing a Skill You Already Have: Telanis took the assassin template and thus has stealth at base level. Stealth is listed as 3+3. So, if Telanis wants to purchase a +1 to his stealth skill, it costs him 3 points to do so.
Skill Attributes and Base Level

In addition to a list of costs, each skill lists 1-3 attributes. These attributes determine the characters base skill level with the skill. To determine the character’s base level with a skill, add the three characteristics and then consult the chart below.

Example of Base Level Calculation: Vorlund is buying the Combat: Swords skill. The skill has the attributes DEX/AGI/STR. Vorlund has a 13 DEX, 13 AGI and 12 STR. His total is 38. This gives him a 10 sword skill to start. This costs 3 points. If Vorlund wanted a skill of 11 in swords, he would have to spend a total of 6 points. If he wanted a 12 skill, he would have to spend a total of 9 points. Finally, a 13 skill in swords would cost 12 points.

Another Example: Davross buys the Alchemy skill. This skill is based on INT/INT/SPI. Davross has an INT of 19 and a 14 SPI. This is a total of 52. Davross would start the game with a 14 alchemy skill by spending 5 points. A 15 skill would cost 9 points; a 16 skill costs 13 points and a 17 skill costs 17 points.

Skill Level

	Total
	0-9
	10-12
	13-16
	17-20
	21-24
	25-28
	29-31
	32-35
	36-39
	40-43
	44-46
	47-50
	51-54
	55-58
	59-61
	62+

	Level
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17


Skill Defaults

Each skill has a default category to which it belongs. This default determines how well a person with no training in the skill will perform when faced with a skill test. Everyone can climb to a limited degree, but they might need a rough surface, or a bunch of tree branches to succeed. Not everyone can cast magic spells and it takes specialized training to mix a potion. 

Characters that purchase a skill with buy points, or gain a skill through their template are trained in the skill.  A trained character uses his full skill level as calculated. Characters that did not buy the skill or gain it via their template are untrained in the skill and use their default skill level. The skill default categories are listed below.

· None: Characters must have the skill to succeed at any tests involving this skill. Skills with this default require very specialized training to perform with any proficiency. Most scholarly and magic skills, as well as a few of the rare physical skills fit into this category.

· Half: Many physical and combat skills have half defaults, as do some people skills. Anyone can try these skills and when they do, their skill is half (rounded up) their base level calculated from their attributes. Anyone can try to swing a sword, or climb a wall, but they will have only half the level of someone who actually purchased the skill or gained it from a character template.

· Full: Every character gets this skill for free. Bonuses to the skill should be purchased normally, but base level costs 0 points. Unarmed combat is the only skill that falls into this category.

Characters using skill defaults can get checks if they succeed in skill tests, but cannot place discretionary checks into these skills. Thus, raising the skill will be a slow, tedious process. See Experience for more details on raising skills.

Skill Improvement

Each skill has a number of improvement points listed in the chart. This is the number of improvement points needed to increase the skill by one level. Characters gain improvement points by using their skills and successfully completing adventures.

See the experience section for more details on raising skills.

Skill Descriptions and Clarification

Acrobatics

Acrobatics allows the character to leap, flip, tumble, walk tightropes and perform other superhuman feats of agility. When a character wants to pole vault onto a rooftop, flip over his opponent and strike him in the back or walk a tightrope in a windstorm, this is the skill to use. It may be substituted for any agility check at the GM’s discretion. In addition, if the character has enough space to run up, it can be substituted for the jumping skill.

Suggested DLs and Modifiers for Acrobatics
	Activity
	DL

	Walking a wide balance beam
	6-8

	Walking a narrow beam
	9-12

	Walking a greased beam
	+4

	Walking a tightrope
	13-16

	Walking a tightrope in the wind
	+2-4

	Doing a routine trapeze move
	6-8

	Doing a difficult trapeze move
	12-16

	Doing a standing back flip
	6

	Performing the flip in combat
	10-12

	Vaulting onto a one-story building
	8-10

	Vaulting onto a two-story building
	12-14


Acting

Acting is the ability to make an entertaining and convincing performance. In simple situations, like street plays, a roll against a low to moderate DL (between 6-12) based on the mood of the crowd can determine the reaction of the audience.

Acting can also be used to help disguise attempts. Often the DL of the acting roll will be the INT of the onlookers. The GM should apply modifiers to this DL based on the alertness of the onlookers and their association with person being impersonated. A success means that you seem to know what you are doing and the observers believe you are who you say you are. A failure means they spot some flaws in your performance and begin to ask questions and investigate further.

Suggested DLs and Modifiers for Acting
	Activity
	DL

	Performing a simple street play
	8

	Performing complex play with great character depth
	14

	Crowd is happy, drunk, well-disposed
	-2

	Crowd is “tough” or uncultured
	+2

	Crowd is openly hostile
	+4-6

	Impersonating someone else
	INT

	Onlooker does not really know impersonated person
	-1-3

	Onlooker is friendly with impersonated person
	+1-3

	Onlooker is intimately associated with impersonated person
	+3-6


Administrate

Administrate is the skill of running an organization. It encompasses aspects of accounting, bureaucratics and management. For an administrator, a skill roll could be made each month or so to determine the success of the organization.

For an adventurer, this skill allows the character to navigate the red tape that government and church offices generate. An administrate roll could be used to get a meeting with a clerk, determine the chance that a bribe will convince an official to change his decision and see errors in paperwork.

The DL of these skill checks will be up to the GM. Some suggestions are below.

Suggested DLs and Modifiers for Administrate
	Activity
	DL

	Spotting an obvious error in paperwork
	6-8

	Obtaining a license to sell goods in a major city
	9

	Determining if an official can be bribed
	9

	Obtaining an audience with a low-level clerk
	8

	Obtaining an audience with a high-level official
	13

	Obtaining an audience with a nobleman
	11-16

	Foreign culture
	+1-5


Alchemy

The world of Bostonia has an advanced alchemical science. Characters with the alchemy skill can identify and mix potions assuming they have the time and facilities to do so. The skill of alchemy has an entire section devoted to it. DLs for identifying and mixing potions will be in that section.

Ancient Knowledge

This skill allows the character to know some of the customs, magic and places of the ancients. The ancients are a powerful race of wizards that created all sorts of powerful devices and spells. The sun god Stratus destroyed these wizards when they defied him and tried to gain the gift of immortality. Today, most of the works of the ancients are gone, but remnants of their greatness exist all over Bostonia. Examples of architecture, roads, bridges, sewers and mysterious items can be found. When these “ancient artifacts” are encountered by the PCs, a character with ancient knowledge should be given a skill test to see if what information he has about the thing.

The DLs involved with this skill should be based on the obscurity of the information. If a piece of ancient history is common knowledge, then the DL should be low (like 4-8). If it is obscure, then a high DL (14 or more) should be required. 

Example of Ancient Knowledge: Davross and his companions are traveling in a rocky ravine in search of an ancient temple. Davross has heard rumors that the key to his puzzle box can be found in this temple. To this end, he hired some adventurers and set out to locate this place. Davross has an ancient knowledge skill of 16 and he has been using this skill to help get his team to the site.

At one point in the journey, Davross and his company come to an odd walkway in the ravine. It is a narrow set of wooden planks, set off the ground a few inches by metal beams. This walkway starts abruptly and wends its way along the ravine for as far as they can see. One of Davross’ companions asks him if this could mark the way to the temple. Davross considers this (and the GM makes him roll against his ancient knowledge).

The GM decides that the DL to know what this roadway is for is high (the information is obscure), so he picks a DL of 18. Davross rolls a 6, adding to his skill of 16, to get a 22. The GM rolls an 8 for a total of 26. Davross does not know what the walkway is for. However, the GM rules that since Davross has researched the temple, he is pretty sure the walkway is unrelated to that place.

The group continues onward…

Another Example: Following the walkway, the group comes the end of the ravine. The walkway leads directly into a large cave. The group is discussing exploring the cave when they hear a rumbling noise from deep within the cave. Everyone looks up to see a single bright eye piercing the darkness and peering at them. The rumbling gets louder and the eye seems to get closer.

The GM has Davross roll ancient knowledge against a DL 12 (he has ruled that there are many rumors about this type of creature). Davross rolls a 10 for a total of 26. The GM rolls an 8 for a total of 20. The GM tells Davross that the eye belongs to a Belcher, an ancient beast that belches smoke and steam and has powers over wind.

Davross yells for his group to flee…

Animal Handler

This skill allows the character to groom, feed, pack and train many common animals. The character could calm spooked animals, break a newly found horse and diagnose common problems and diseases. In addition, training an animal falls under this skill. 

Training an animal would take from several weeks to several months. Each creature could learn several commands. As a guideline, 2xINT would be a maximum number of commands that could be learned.

Suggested DLs and Modifiers for Animal Handler
	Activity
	DL

	Training an animal
	20 – beast INT

	Diagnosing a common illness
	9

	Diagnosing a rare illness
	14-18

	Packing an animal (increase its carrying efficiency by 20%)
	10

	Calm a spooked animal
	10

	Calm a raging animal
	16

	Animal is even-tempered
	-1-3

	Animal is foul-tempered
	+1-6


Artifacts

This is the ability to discern the properties and uses of a magic object. A skill roll can be made to determine whether an item has arcane properties. The nature of these properties can then be determined with another artifact roll. The DL of these tests is variable, but should be proportionate to the power of the item.

A failed roll might mean the artificer must try again after some time. It may mean the PC has used a charge from the item, but learned nothing. If the roll fails by a considerable amount (10 or more), then the item might backfire causing damage to the PC and anyone around him. See Magic Items for more details on the artifacts skill.

Breakfall

Breakfall allows the character to reduce the damage taken from a fall. If a fall is short (less than 10 feet), then the character needs to test (see the DLs below) to take no damage and roll to his feet. Failure means the character takes normal damage from the fall. 

For long falls, see the Falling Damage section for details and Breakfall DLs.

Suggested DLs and Modifiers for Breakfall
	Activity
	DL

	Landing on a padded surface
	8

	Landing on soft ground
	9

	Landing on a hard surface with some give 
	11

	Landing on a hard surface with no give
	12

	Landing on a rough, jagged surface
	13-15

	Thrown a considerable distance 
	+2-4

	Hitting a wall as opposed to the ground
	18-20


Carousing

This skill allows a character to fit in, make friends and feel at home in new surroundings. Carousing gives the character the ability to find entertainment, good food, drink and company wherever he travels. A successful roll means the character finds facilities that suit him at a reasonable price. In addition, carousing helps the character fit in with the locals, make new friends in social situations and make strangers feel at ease with him. This can be helpful when trying to gain information, or impress a patron.

Climb

This skill allows the characters to climb trees, rock faces, walls and even sheer surfaces with the proper equipment. The difficulty of the check depends on the surface, its angle, smoothness and slickness.

Suggested DLs and Modifiers for Climb
	Activity
	DL

	Climbing a tree
	4-8

	A rough stone wall
	8-11

	A bricked wall with spaced ledges
	12-15

	A bricked wall with no ledges
	16-18

	Totally smooth wall
	20-24

	Wall is slick or wet
	+2-4

	PC has climbing tools
	Up to -8


Combat Skills

In general, when a character buys a melee combat skill, they actually get two skills. The first is an attack skill and the second is a parry skill. When the skill is first purchased, the levels in these skills are the same. Thus, if a character buys sword skill and has a 12 base level, they get a 12 parry skill with swords. Note, that the parry skill is modified by the parry modifier.

Attack and Parry Skill Calculation: Tarin the Ranger purchases combat: swords. His DEX is 12, AGI 16, STR 12. This gives him a 40 total and looking at the chart, an initial sword skill of 11. He purchases another level, so he starts the game at a 12 skill. This means he starts the game with a 12 attack skill as well as a 12 parry skill with swords. However, Tarin’s base defense is 10, which gives him a +2 parry modifier. Thus, Tarin attacks at level 12, while defending with level 14.

After calculating, initial attack and parry values, the character treats them as two separate skills. Skill checks and improvement points are accumulated for attack and parry separately and the two scores can increase separately. See Experience for more details on raising skills.

In general, the combat skills are much the same. There are a few notable exceptions and they will be listed below.

Combat: Magic

This skill allows a mage to effectively target spells at his opponents. It is used for any ranged spell that is listed as a “ball/bolt” effect. The mage must roll to hit his target in this case, and his attack skill to do so is his combat magic skill. Combat magic is subject to all the rules that other missile combat skills follow. See Ranged Combat for more information.

Combat magic is unique in that it does not fall into one of the normal default categories. Instead, it defaults to half + 3. Most mages, even those without formal training, have an innate understanding of how to direct their spells, thus the higher default.

Combat: Thrown

This skill gives the character the ability to throw most weapons made for that purpose (knives, axes, rocks and throwing spikes). This skill does not impart the melee skill with any of these weapons.

Combat: Shield

This skill is different in that it has no attack value, only a parry value, also called a shield block. See Defense Modes for more information on the shield block.

Combat: Unarmed

This skill covers unarmed combat, as well as attacking with a makeshift weapon, such as a club. If striking with no weapon, only the character’s strength affects the damage. Clubs can add to that damage, much like a weapon. However, most makeshift weapons take significant penalties to hit. This skill is free, but bonuses must be purchased as normal.

Conceal

This skill gives the character the ability to hide objects on his person, in a room, under a wagon or nearly anywhere. The size of the object does not matter, as long as there is enough space to hide it. The object in question could anything, including a person. This skill would be appropriate for a game of hide and seek, hiding goods from tax officials, stowing away on a ship, or any other situation where the hider is concealing a stationary object from a search and has time to consider the task.

In general conceal “tests” will not be rolled. Instead, the character concealing the object will determine where he will hide the object, the GM will figure out some appropriate modifiers and then the conceal skill will be added to these modifiers to determine the DL for the perception test required to find the object.

Conceal is special in that its default level is not the same as other skills. All characters have the conceal skill with a default of Half (see Skill Defaults for more details) or the character’s PER score – 7, whichever is greater.

Suggested DLs and Modifiers for Conceal
	Activity
	DL

	Hiding a speck of dust
	+16

	Hiding a ring-sized object
	+8

	Hiding a hand-sized object
	+4

	Hiding an arm-sized object
	+2

	Hiding a man-sized object
	0

	Hiding an elephant-sized object
	-8

	Hiding a house-sized object
	-12

	There is no “good” place to hide the object
	-2-8

	There is no place to hide the object at all
	-12-20

	Deception is used
	+1-8

	Hider has time to prepare the environment to help his endeavor
	+1-12


Concealment Example: Grasshopper has the concealment skill at level 10. A group of town guards is searching for him. He flees into a small yard with a hay wagon, several boxes and a small pile of trash. The guards will be here soon and there is nowhere to run. Grasshopper decides to find himself a place to hide. He decides that the trash pile is his best bet (the GM has indicated that it is big enough to hide him). The GM determines that there are no modifiers for size or space. However, since the number of places a human could hide is so few here, the GM rules that there is a –2 to the concealment. Thus, the DL of the guard’s perception test to find Grasshopper will be 8.

Another Example: Let’s rewind a bit and say that Grasshopper opens one of the windows of one of the buildings bordering the yard. The GM figures that the guards will probably check in the hay wagon and in a few of the boxes, and then assume Grasshopper went through the window. The GM rules that this deception is worth a +5 to the concealment attempt. Thus, the DL for the perception test is 13.

Another Example: The Dread Pirate Roberts is creating a hidden compartment on his ship. He spends a considerable amount of money to create a seamless wooden panel in the wall of his quarters. His concealment skill is 15 and the GM rules that his preparation is worth another +6. The DL for finding his panel is 21.

Converse

This skill is the ability to use small talk to gain the confidence of a person. A successful test will allow the character to talk to the target, and gain useful information (assuming the target has any) and leave the target feeling good about the exchange.

The DL of this skill is the INT of the target (or his skill in conversation) modified by circumstance. This skill cannot be successfully used if the target knows the speaker is an enemy and should be very difficult if the target is expecting such a conversation.

Suggested DLs and Modifiers for Converse

	Activity
	DL

	Target is mildly intoxicated
	-1-2

	Character has distinctive feature that causes dislike or discomfort in target
	+4 or more

	Target is wary or supposed to keep tight-lipped
	+4

	Character has basic proficiency in target’s language
	+2-4

	Character has full proficiency in target’s language
	0

	Conversation takes place in an inappropriate environment (guard on duty, in a loud place)
	+1-6


Craft

This skill covers any number of jobs through which the PC can earn money in the fantasy world. Jobs include baker, cook, fisherman, sailor, candle maker, jeweler, fence, town crier and many others. A successful check will allow the character to find work in the field. When the character’s job performance is tested, a skill check against the craft is required.

The GM and the player will have to determine the primary and secondary attributes for a craft. A partial list of crafts and attributes is below. GMs can make changes to the attributes listed, or add crafts as necessary for his campaign.

	Craft Name
	Attributes

	Accounting
	INT/INT/PER

	Architect
	INT/INT/PER

	Astronomy
	PER/PER/INT

	Baker
	PER/PER/SPI

	Barrel Making
	DEX/PER/INT

	Brewer
	PER/PER/SPI

	Carpenter
	DEX/INT/PER

	Cartographer
	PER/DEX/INT

	Cook
	PER/PER/SPI

	Fence
	CHA/PER/INT

	Fisherman
	DEX/STR/INT

	Instructor
	INT/WIL/CHA

	Jeweler
	DEX/DEX/PER

	Law
	CHA/CHA/INT

	Mason
	STR/DEX/PER

	Mathematics
	INT/INT/PER

	Packer
	STR/TOU/PER

	Sailor
	STR/AGI/DEX

	Scribe
	DEX/DEX/PER

	Storyteller
	CHA/CHA/INT

	Teamster
	STR/TOU/PER

	Traveling Performer
	CHA/DEX/AGI


Detect/Disarm Traps

Detect gives the character the ability to inspect an area for traps. A successful roll means the character spots a pressure plate, trip wire, bolt holes in a wall or the needle above the lock. A failed roll will often turn up nothing, but could occasionally make the character waste time looking for a trap that “must be there.”  A botched roll (failed by more than 10) might set the trap off. The GM should have an idea of what trap exists so that he can describe it and its workings (at least in general terms) to the players. The GM can determine the DL of the skill check, or it can be the concealment or detect traps skill level of whoever set the trap.

Disarm tells the would-be thief which wire to cut or which floor tile to pry loose to safely disable the trap. Some simple traps do not need to be “disarmed”. A plank can span a covered pit. Boltholes can be covered or avoided. Other traps have complex mechanisms, are placed so that they cannot be safely avoided, or use deception to hide its mechanisms and effects. In these cases, a disarm test can be made to see if the character can disarm the trap safely. The GM can determine the DL of this skill test, or the test can be based on the disarm traps skill, or the engineering skill of the trap maker.

If a character has the disarm traps skill, then he can spend one extra point to gain the ability to set traps. His skill at setting traps will be the same as his disarm traps. A character with set traps skill must have knowledge or instructions detailing the traps he sets. He cannot design new traps. To design new traps, he must have the engineering skill.

Diplomacy

This skill allows the character to understand complicated political arguments and broker a deal between two or more factions. It is similar to the skill persuade, but diplomacy also includes an understanding of laws, proper procedures, and past precedents. A character using the persuade skill to conduct negotiations would come off as naive when dealing with the affairs of barons and bishops.

In general, a successful diplomacy roll means that the parties in question see the character’s views favorably. Based on the situation, and the discretion of the GM, this might mean that a deal is reached, or it might mean that a particular phase of the negotiations was concluded.

The DL of a diplomacy test is based on the complexity of the issues involved, the current relationship between the factions in question, and whether or not the diplomat is trying to reach a fair settlement, or a deal that favors one side over the other.

Suggested DLs for Diplomacy
	Situation
	DL

	Issues are simple (treaty with one provision, agreeing to unite against an obvious common foe, getting someone to come to the negotiating table, short-term treaties, or agreements with escape clauses)
	8-12

	Issues are complicated (treaties with multiple provisions, trade treaties, terms of surrender, treaties with long-term ramifications)
	14-18

	Parties are allied
	-4

	Parties are friendly
	-2

	Parties are unfriendly
	+2

	Parties are enemies
	+4-8

	Diplomat is attempting to obtain the upper hand, as opposed to a fair negotiation.
	Opposing Diplomat’s Skill, INT, or WIL


Disguise

This skill allows the character to use makeup, wigs and costumes to look like someone else. This could be someone specific, or a type of person (i.e. a guard, monk or priest). In general the DL of the skill is the PER of the targets, or depending on the situation and the GM’s discretion, the INT of the targets. 

In general, the modifiers to disguise are similar to those for acting when the character is trying to impersonate a specific person. Other modifiers are up to the GM.

Suggested DLs and Modifiers for Disguise
	Activity
	DL

	Target does not know impersonated person
	-1-3

	Target friendly with impersonated person
	+1-3

	Target intimately associated with impersonated person
	+3-6

	Cursory physical search
	+4

	Thorough physical search
	+8


Engineer

This skill permits the character to design and build structures including bridges, shelters, houses and castles. The DL of any engineering skill test is based on the complexity of the structure being built and whether or not the design of the structure is new, or whether there are plans and examples for the character to work with.

In general, a successful test means that the design of the structure is sound and reasonably efficient. A failed roll means that the character has trouble designing the project. A failure of a couple points might mean delays in the project and another roll. A major failure might mean the project is beyond the character’s skill, or it might mean a fatal flaw in the design that will not appear until after the project has been started.

Suggested DLs and Modifiers for Engineer
	Activity
	DL

	Building a basic structure such as a shed or shelter.
	6

	Building a simple structure such as a bridge
	9

	Building a moderately complicated structure such as a house
	12

	Building a complicated structure such as a castle
	15-22

	Character is designing something new for which he has no plans or previous examples
	+4


Escape

Escape is the ability to escape from bonds or manicles. It covers techniques such as contorting the body, dislocating joints, and breathing deeply to keep tied bonds from being too tight. The DL of the skill test is based on the type of bonds binding the character. 

Suggested DLs for Escape
	Activity / Condition
	DL

	Ropes tied carelessly
	8

	Ropes tied carefully (may also use opposed escape or tying skill)
	12-14

	Manacles
	12-18

	Chains
	14-20


Etiquette

A character with etiquette can mix with the rich merchants and nobility of Bostonia. They know the proper tone and mannerisms that will impress the upper class. This skill can be used to gain audience with a baron or high Church official. In addition, it prevents the character from making mistakes, like taking the wrong position at the baron’s table, or ordering the wrong wine.

Fast Draw

This skill allows a character to ready an item in less time it would normally take. In the case of drawing a weapon, this normally takes a ½ action. With fast draw, it would take no time at all. In the case of readying other items, the time it takes a character with this skill is generally half the time it takes others. Also, this skill might take the place of certain SPD or DEX checks at the GM’s discretion.

Since fast draw is generally used in combat, the DLs for most of the uses of this skill are in the combat section.

Fast Talk

A character with fast talk thinks quickly and can often fool onlookers in stressful situations. When there is little time to check on the validity of the character’s statements, a fast talk test against the INT of the listener will mean that the listener believes what he hears. Obviously, the GM can apply bonuses or penalties if he feels the fast talker’s statements are particularly clever or patently absurd.

Forgery

This skill allows the character to create genuine-looking documents and even coins. A character that wants to forge documents must be able to read and write. A character that wants to forge coins will need to have knowledge of metallurgy. In addition, knowledge of the organization in question and the administrate skill can be helpful.

Suggested DLs and Modifiers for Forgery
	Activity
	DL

	Forging a simple seal, coin or document (functional lettering, pictures, no ornate borders)
	10

	Forging a moderately complex item (ornate lettering, many or complex pictures)
	14

	Forging a complex item or one designed to resist counterfeiting (very ornate lettering and borders, has “hidden” pictures)
	18+

	Documents will only undergo cursory inspection
	-1-4

	Document undergoes thorough inspection
	+1-4

	Character has access to equipment (tools, dies, presses) that are used to produce the item
	-2-8


Gamble

This skill measures the character’s ability at games of chance. Depending on the GM’s mood, the character can make a skill test anytime he wagers. However, for long bouts of gambling, one test can be made for a whole evening. Success indicates that the character comes out ahead. Failure means a loss of money.

The DL of the skill test depends on the game and the opposing players. If the players are gamblers, their gambling skill is the DL. If the opponent is the house, the DL should be set by the GM and will probably be pretty high, since the house will stack most games in its favor.

Herbalist

The herbalist skill allows characters to find, recognize and prepare useful herbs. Each herb has its own methods of preparation, properties and skill DLs. A successful skill test allows the character to find useful herbs in the area and prepare them for use. The herbalist section has more details.

Interrogate

This skill allows the character to force a target into providing useful information. This might mean questioning the target unceasingly for hours at a time, intimidation, withholding food and water, or torture. A successful roll means the target breaks down and talks. A failure means that a target is resistant. The DL of this skill is the WIL of the target.

Suggested Modifiers for Interrogate
	Activity
	DL

	Using particularly horrific methods of torture
	-1-4

	Using friends or loved ones as hostages
	-1-4

	Using a target’s psychological limitation against them
	-2-8

	Target has pain resistance
	+6


In addition, the GM may allow this skill to be used to intimidate people without using the more unpleasant methods usually associated with interrogation. The character’s skill level would be the same, but most of the modifiers would not apply. Most notably, “using particularly horrific methods or torture” and “target has pain resistance” would not apply.

Investigate

This skill represents a character’s ability to find clues, interpret the testimony of witnesses and suspects and draw conclusions from this information. A character with investigate can substitute this skill for conversation, concealment, physician or PER when the character is investigating a crime scene, or questioning witnesses and such a test is required. If the character has investigate and one of these skills, the higher of the skills is used and the other can be used as a secondary skill. See Secondary Skills for more details.

Example of Substituting Investigate for a Skill: Pandorn the Devout is investigating the scene of a brutal murder. There is blood and broken glass everywhere. In the middle of the room, lies the unfortunate priest who was the victim of this assassination. Pandorn examines the body carefully, attempting to determine the approximate time of death. Normally, this would require the physician skill. However, Pandorn has the investigate skill. The GM rules that Pandorn can roll an investigate test to determine the time the priest was killed.

Knowledge

A knowledge skill can be nearly anything. Since they represent scholarly knowledge of the subject, knowledge skills are based on intelligence. The DL of the roll depends on how obscure the requested information is.

Language

The language skill has three levels. For two points, the character has the ability to converse in basic sentences. He may trade and ask for directions and convey simple ideas. He still stumbles a bit and cannot convey complex ideas, nor can he necessarily speak quickly. The character will take penalties to any skill that requires conversation. For three points, the character speaks nearly as well as a native. He can convey any ideas he needs to. The character is not at a penalty to conversation skills unless an accent would cause prejudice or suspicion. For four points, there is no accent and no penalty.

Literate

This skill allows the character to read and write any language he can speak. If this ability is associated with a template, it is free. However, characters that do not obtain literacy through their template must buy it as a skill for a cost of 4 points.

Lockpick

This skill allows the character to pick locks. A successful roll means the lock is defeated. A failure might mean that the attempt takes a couple minutes and then can try again. At the GM’s discretion, a bad failure (7 or more) means that the character cannot pick that lock until gaining more experience. A really bad failure might mean a broken set of lockpicks or even a jammed lock.

Suggested DLs and Modifiers for Lockpick
	Activity
	DL

	Simple lock
	6-8

	Average lock
	9-12

	Complex lock
	14-18

	Puzzle lock
	20+

	Improvised tools
	+1-4

	Normal tools
	+0

	Good tools
	-1-2


Magic

This skill means the character has taken a rune and can cast the spells in the rune. The cost of this skill depends on the rune taken. Generally, a rune costs 7 or 8 points. A different magic skill must be bought separately for each rune. In addition, each rune has certain rituals, advantages and disadvantages associated with it. This skill is more thoroughly described in the magic section.

Medical

This skill allows the character to treat wounds, stop bleeding and set broken bones. A successful roll can give hit points back to the character as well as keep them from dying. The DL of this skill is based on the task attempted and the condition of the injured party. See the healing section about healing and the medical skill.

Meditation

This skill allows a mage to clear his mind and enter a trance-like state. After about an hour of this, he can regain some of his magical power. The DLs, modifiers and effects of this skill will be detailed in the magic section.

Navigate

This skill measures the ability of a character to find his way using landmarks, maps and the stars. Success means the character can find his way and guide the group to its destination. Failure means the way is unclear of that the group gets lost.

Suggested DLs and Modifiers for Navigate
	Activity
	DL

	Following a reasonably well-marked path with landmarks (light woods with game trail, plains or barren hills)
	5-8

	Path is not well marked, few landmarks and moderately difficult terrain (wooded hills, thick woods)
	9-12

	Difficult terrain with few or no landmarks (deep woods, swamps, mountains)
	14-18

	Character has good maps
	-2-6

	Character has bad or confusing maps
	+2-6

	Character has sextant, spyglass and other tools
	-2-6

	Low visibility
	+3

	Terrain is hard to pass or requires special skills to pass (mountains, rivers)
	+0-4


Example of Navigation: Vorlund has navigation skill of 14. He is leading his adventuring band through thick woods. There are no marked paths, and there are few landmarks. The GM rules that the DL for this terrain is 12. However, the woods are so thick and dark, that the GM rules it is hard to maneuver through them, this adds 2 to the DL for a total of 14.

Another Example: Vorlund is trying to find a pass through a mountain chain. The terrain is difficult for a DL of 16, but Vorlund has some good maps and bought a new cobrat spyglass. The GM rules that the maps give him a –3 DL and the spyglass an additional –2. This makes the final DL 11.

Orate

This skill allows the character to communicate effectively with large groups. A character with this skill can write and deliver speeches, as well as compose speeches extemporaneously. Success with orate means that the character’s views are expressed well and are considered by the audience. This generally means that he gets a warm reception and sways many of the listeners to favor his viewpoint. Failure means the speech was ineffective. Perhaps even to the extent of boring or offending the audience.

Suggested DLs and Modifiers for Orate
	Activity
	DL

	Friendly crowd
	4-8

	Neutral crowd
	9-13

	Hostile crowd
	20+

	Speaker has language level 2
	+4

	Speaker has language level 3
	+0-3

	Speech plays upon compulsion or code of behavior
	-2-4


Persuade

A character with this skill can convince others to help him. This skill is often used when PCs directly request aid or information from NPCs. The GM should use the results of this skill test to determine the NPC’s reaction to the request. The DL of this skill test is based on the NPC’s attitude toward the characters and their cause. However, at the GM’s discretion, the target may “resist” the persuasion attempt with their INT or WIL.

Suggested DLs and Modifiers for Persuade
	Activity
	DL

	Friendly target
	4-8

	Neutral target
	9-12

	Hostile target
	14-18

	Enemy
	20+

	Request is costly to the target
	+2-4

	Request is extremely costly or dangerous to the target
	+4-8

	Cause is in the long-term interest of the target
	-0-4

	Cause directly benefits target
	-0-4

	Persuasion attempt plays upon compulsion or code of behavior
	+/- 2-6


Pickpocket

This skill allows the character to pilfer small objects from a target without the target realizing. Success gains the pickpocket an object from the target’s inventory. This could be a random item, or a specific one if the pickpocket knew what he was looking for. The victim’s PER is the DL of this skill test. This is modified by the situation.

Suggested DLs and Modifiers for Pickpocket
	Activity
	DL

	In a crowd
	-1-3

	In large crowd with lots of distractions
	-3-6

	Target is watching for such an attempt
	+4

	Target is intoxicated
	-2

	Target is sleeping
	-4

	Item is being worn by target
	+4-8


Physician

This skill allows the character to diagnose and treat diseases, poisons and serious wounds. A successful skill test can return hit points to the target, or diagnose an ailment as well as suggest possible treatments. A more detailed discussion of this skill is in the section on healing and the physician skill.

Repair

This skill allows a character to repair his weapons and armor when it takes damage. Equipment can take damage by exposure to water, extreme temperatures, bending, prying, unintended use or just daily wear and tear. As a piece of equipment takes damage, its durability goes down. When an item’s durability reaches zero, it breaks.

A successful repair roll allows the character to return 1 or more durability point to an item. The character must have sufficient materials and equipment to perform the repair. In addition, any damage that remains after a repair attempt is made is considered “permanent” and comes off the items maximum durability. Such permanent damage cannot be repaired in the field, but will require a weapon smith and a full forge, leather or woodworking shop to repair.

A character with repair skill can spend an additional point for any of the following: Armor smith, Bowyer/Fletcher, Weapon smith. These allow the character to create weapons and armor given time and equipment.

Suggested DLs and Modifiers for Repair
	Activity
	DL

	Repairing a weapon for 1 durability
	9

	Repairing a weapon for 2 durability
	13

	Creating a makeshift weapon (might have penalties to one or more categories)
	13

	Creating a standard weapon
	17

	Creating a weapon of quality (might have a +1 to some category)
	21

	Character has scant materials or
	+2-4

	Character has adequate materials (must have at least adequate materials to create)
	0

	Character has access to a well-stocked forge or shop
	-2-4

	Rush job
	+2-4

	Character has lots of extra time
	-1-2


Riding

Riding allows the character to ride a suitable animal. This includes the basic commands, controlling the animal as well as use of the various types of equipment. Riding a trained animal under normal conditions does not require a skill roll. However, untrained animals, or dangerous conditions, require a successful riding roll.

Suggested DLs and Modifiers for Riding
	Activity / Condition
	DL

	Calm an uncertain or startled animal
	8-10

	Forcing an animal to do something outside its nature (like getting a horse to run through a fire, or a giant lizard to jump an obstacle)
	14-16

	Guiding an animal on uncertain footing or through distractions
	10-18

	Remain on a bucking animal
	16-20

	Animal is well trained
	-2

	Animal is poorly trained
	+2

	Animal is untrained
	+4

	Rider knows this particular animal
	-2-4

	Rider knows this type of animal
	-1

	Animal is wild
	+2-4


In addition, various jumps and other tricks will require a riding test with the DL assigned by the GM.

Riding in Combat

Riding also allows the character to control an animal during combat and fight from its back. 

The animal and rider move on the rider’s initiative.  Controlling the animal is considered a zero-phase action, allowing the animal to move a full move and the rider to still make an attack.  

Ordering the mount to attack is a half phase action and is performed using the riding skill of the rider as the attack value.  NOTE: Only animals trained specifically to fight (such as a warhorse, or a stoor) will even consider attacking unless cornered.

The following combat penalties apply when attacking from the back of an animal. Penalties on an untrained animal are increased by 2. Regardless of combat skill and penalties, the attack value of the rider can never be higher than his riding skill.

Penalties for attacking while riding an animal
	Riding Skill
	Melee 
	Ranged

	0-8
	-4
	-5

	9-12
	-3
	-4

	13-16
	-2
	-3

	17-20
	-1
	-2

	21-24
	-1
	-1

	25-27
	0
	-1

	28+
	0
	0


When attacking from the back of an animal, the high shot  (1d8) hit location table is used.  When attacking the rider of an animal the low shot (1d8+4) hit location table is used.


Rune Knowledge

This is knowledge of the magical symbols that exist in the world of Bostonia. Some of these symbols are manifestations of elemental power. Others have been left by wizards as wards and traps for the unwary. A character with this skill can recognize these symbols and determine their meaning and power. The DL of skill tests is based on the power and obscurity of the rune in question. A more detailed discussion is in the Magic section.

Seduce

Seduction is the art of flirting and using sexual tension to get a member of the opposite sex to do what you want. Generally, this skill is used to convince the other person to sleep with you. However, seduction could also be used to get the target to do you a favor, or to let a secret slip.

The DL of the skill test is based on the target's WIL. Alternately, the DL can be the target's INT if the motive for the seduction is obvious.

Stealth

This is the ability to move without being seen or heard. A successful check means that the character is undetected until the situation changes (a spotlight shines in the character’s direction, or the floor changes from a hard stone floor to a creaky, wooden one). The DL is the PER of the people being sneaked upon. This can be adjusted depending on lighting, ground/floor conditions, terrain and other factors.

Suggested DLs and Modifiers for Stealth
	Activity
	DL

	Bright lighting, no shadows or cover
	+6

	Adequate lighting, few shadows and cover
	+1-4

	Dim light and/or lots of cover
	+0

	Very dark with lots of cover or distractions
	-1-4


Streetwise

This skill is like etiquette for the slums. It allows the character to adopt the proper mannerisms and speech for dealing with the lower elements of society. The character can use this skill to gain contacts with the underworld, access the black market, gain information or hire an assassin. Failure might mean the character is rebuffed. A botched roll might bring hostility.

Survival

This is the ability to find shelter, food and water in a hostile environment. This skill is associated with a single type of environment that the character will pick when he chooses this skill. For an additional 2 points, the character can use his survival skill in another environment. In addition, for an extra point, the character can set simple pit and snare traps. 

Environments are:

· Arctic

· City

· Forest

· Jungle

· Mountain

· Plains/Grasslands

· Underground

· Urban

· Water

A successful roll means the character can find food, shelter and sufficient water for that day. For each point the skill roll is made by, one additional person can be fed. The DL of survival tests is based on the terrain.

Suggested DLs and Modifiers for Survival
	Activity
	DL

	Lush terrain with lots of small game, insects, fruits, nuts and so on
	4-8

	Average terrain with sufficient, but not always obvious resources
	11-13

	Rough terrain with little wildlife or vegetation
	15-18

	Bleached desert or frozen wastes
	22+

	Must find shelter quickly for a coming snow or sandstorm
	10-16

	Clean, fresh water is scarce
	+8

	Clean, fresh water is abundant
	-4

	Character has little or no useful equipment to  cut, saw or dig
	+2-4

	Character is well equipped with outdoor equipment
	-2-4

	Frigid water
	+6

	Swimming or treading water for an extended period
	+2-8


Tactics

Tactics allows the character to assess his opponents, terrain and the combat situation. It allows characters to gain information and small advantages on the battlefield.

Suggested DLs and Modifiers for Tactics 
	Activity
	DL

	Detect Ambush – This allows the character to find good ambush zones as well as determine when he is about to fall into an ambush. A successful use of this skill eliminates the free surprise round given to an ambusher.
	10 or opposed

	Determine Enemy Plan – This allows the character to determine the plan of the enemy combatants, their objectives and what conditions (if any) would cause them to break off the attack.
	14 or opposed

	Determine Terrain Bonus – This allows the character to take a terrain feature and determine what bonus or penalty someone would take for fighting from that feature.
	10

	Gage Enemy Stats – Normally, the GM should try to keep the stats of the opponents secret. This allows the character to know hit points, attack and defense values and armor.
	12

	Recognize Enemy Leader – This allows the character to determine who is the leader of an enemy group by watching them for a short time in or out of combat.
	12 or opposed


Theology

This skill gives the character knowledge about the religions of the world. The nature of the religion, the philosophy, outlook, sects, totems and rituals are included.  One use of theology is for the powers held by the Priests of Stratus (see Priest Powers for more details). Other uses include answering questions about the character’s religion, the religions of other cultures and also religions that have passed from the world.

Suggested DLs for Theology
	Activity
	DL

	Question is about the character’s religion.
	8

	Question is about a common religion, but not one practiced by the character.
	12

	Question is about a foreign religion that is known in the world and about which there has been much written.
	16

	Question is about a little known religion.
	20

	Question is about a religion that has been forgotten.
	24

	Question is very general and deals with well-known aspects of the religion.
	-2-6

	Question is specific and/or deals with an obscure piece of knowledge.
	+2-6

	Question deals with a secret piece of knowledge. Something that is deliberately hidden from non-believers.
	+4-8


Tracking

This skill allows the character to follow a person or a group by finding signs of their passage. Success means the trail can be followed until the situation changes. Failure means the trail is lost. The DL of this skill is based on the conditions and number of people being tracked.

Suggested DLs and Modifiers for Tracking
	Activity
	DL

	Tracking through brush, soft ground, lots of potential for leaving a trail
	7

	Tracking through sparse, hard ground with little potential for leaving a trail
	13

	Tracking with no vegetation and stone or road
	19

	Large group making trail
	-1-6

	Group contains animals
	-2

	Rain, high winds or other harsh conditions
	+2-4

	Darkness
	+3

	Path crosses water
	+2

	Group knows they are being followed and make an effort to not be tracked
	+1 or opposed


Trading

A character with trading can barter when he buys or sells goods. Success means the character gets a beneficial change in the price of an object. A failure can mean the original price remains, or that the shopkeeper no longer wishes to deal with the insulting character. To barter the DL is often the trading skill of the merchant. The price break given should range between 5% and 25%. A good guideline is about 2% for each point the die roll was made by.

In addition to barter, the trading skill can be used to appraise goods. The DL in this case is based on the type of goods in question and their rarity in the region. A wagon full of hides might be easy to appraise, but an ingot of strange meteoric metal might be very difficult.

Suggested DLs and Modifiers for Trading
	Activity
	DL

	Common goods, foodstuffs, hides, common metals
	6

	Rare metals, specialty goods
	10

	Foreign goods, goods that are not found in the region
	14

	Goods that are very rare, or are of interest only to collectors.
	20+

	Magic or ancient items
	N/A


Talents

Talents are special abilities and traits. Unlike skills, most talents have no levels associated with them; a character either has the ability or he doesn’t.

At character creation time, a character can purchase any talent for which he has the prerequisites by spending the required number of buy points. All such talent purchases are subject to the GM’s discretion unless dictated by the character’s template.

Once play starts, characters gain templates by spending free checks. See the Experience section for more details on learning talents once the campaign begins.

The table below lists the talents available to Runebearer characters. Each talent is described by the following attributes:

Name – The name of the talent.

Effect – This describes the game effects of the talent. Some talents can be purchased multiple times for an increased effect. This is shown as multiple lines in the effect section.
Prerequisites – Each talent requires the character to have certain skills and attributes at certain levels before he can purchase the talent. The prerequisites are divided into lines. To be eligible for a talent, the character must have all of the items in a single line.

Cost – Each talent costs a number of buy points to purchase at character generation, or a number of improvement points to learn once the campaign has started. 



Talent List

	Name
	Effect
	Prerequisites
	Cost

	Absolute Direction
	You always know which way you are facing and a rough estimate of the distance traveled. All navigation rolls and area knowledge skills are at a +2.


	· Navigate 10+
· Survival 10+
· SPI 13+
	3

	Absolute Timing
	You know how much time has passed between two events and can make accurate assessments of how much time some action will take. At the GM’s discretion, you get a +2 to any skill test for which knowing the exact time would be important.
	· Alchemy 10+

· SPI 13+
	3

	Acrobatic Attack
	1. You make an acrobatics skill roll vs. your opponent’s AGI or PER. If successful, the character can attack at any point during full move and gets a +2 to hit.
2. The attack also does +2 damage.
	· Acrobatics 15+
	5

	Acrobatic Cleave
	When you drop an opponent in melee combat, you may immediately take a half move and attack another enemy if you can make an acrobatics check vs. DL 15. You can do this once per combat round.
	· Acrobatics 15+, Melee 15+
	5

	Acrobatic Escape
	You make an acrobatics skill roll vs. DL 14 + 2/adjacent opponent. If successful, you can make a full move away from your attackers without suffering a free attack.
	· Acrobatics 15+
	5

	Administrator
	1. When running the finances of an organization, you can reduce the cost of operations by an additional 5%

2. Your bonus is increased to 10%. Requires Administrate 15+.

3. Your bonus is 15%. Requires Administrate 18+.
	· Administrate 12+
	4

	Adrenal Rush
	If you remain conscious after being knocked to 50% of his hit points or less, you gain a +1 INI, +1 attack, -1 to all defenses and +2 to all damage rolls. Also, any physical skill rolls are made at +2.
	· None
	5

	Advanced Meditation
	1. You may make a meditation skill roll vs. DL 16 to give yourself a +1 bonus to a single aspect of your spellcasting (cast roll, to hit, damage, save DL) for the rest of the day.

2. You get two points of bonus that you can split between the various categories any way you like.
	· Meditate 15+


	5

	Adventurer
	1. You gain +2 hit points. If your template has a bonus to hit points, you gains additional hit points equal to 1/3 of your template bonus (round down).

2. Same bonus, but requires a skill of 20+

3. Same bonus, but requires a skill of 25+
	· Combat 15+

· Magic 15+

· Survival 15+
	5

	Aegis
	You gain a +2 to all saving throws due to being a favorite of the gods.
	· Theology 15+
	5

	Aestra’s Blessing
	You are favored by Aestra and as such, cannot drown. You may still need to make swimming checks to maneuver in rough water, but under no circumstances will you drown. If you are in a situation in which you would drown, you will be washed ashore, saved by a passing boat, or otherwise saved by circumstance.
	· Sailing 12+

· Swim

· Theology 15+
	4

	Agile
	You get a +1 to agility.
	· Various 15+
	5

	Agile Escape
	You may use your agility score to escape or maintain a hold.
	· Escape 15+

· Unarmed 15+
	4

	Aimed Shot
	1. This is a combat maneuver in which the fighter takes an entire round to aim. He must stand perfectly still (taking a -3 to his defenses and may only dodge) for the entire round and can only draw and knock an arrow if he makes a quick draw skill test (at a DL of 15 instead of 10). The next round, he may loose the arrow with either a +3 to hit or +2 damage. For guns, this is a simple full action with no quick draw required.

2. Both the +3 to hit and the +2 damage are gained each aimed shot. (Requires a ranged skill of 20+)
	· Ranged 15+


	5

	Alchemy on the Cheap
	You may substitute one component of a potion recipe with a mundane substance (costing 10p), but the potion created will have only ¼ the effect and/or ¼ the duration and possibly an unwelcome side effect (GM’s call).
	· Alchemy 15+
	5

	Ambidextrous
	You can use either hand with no penalty. Off-hand parries are done at no penalty.
	· None
	5

	Analyst
	When analyzing an artifact, you learn two characteristics of a device instead of one for each successful skill test.
	· Artifacts 15+

· Investigate 15+
	4

	Anesthetist
	You can knock someone unconscious while in combat. On any blunt attack to the head or shoulders, you may make a physician roll vs. DL 20. If successful, the target must save with TOU or WIL vs. DL 20 or fall unconscious. This only works on humanoid targets.
	· Physician 15+
	5

	Animal Companion
	You may train and keep a dedicated animal companion. The companion becomes a full-fledged NPC written up by the GM, gaining experience and so on.
	· Animal Handler 15+
	5

	Athletic
	You are a talented athlete. You get a +1 to any STR, TOU or AGI check and an additional +2 if the check is related to running, swimming or jumping. Your base swim is increased by 1 hex/round and your base jump is increased by 1 meter.
	· None
	5

	Attractive
	You are physically beautiful and NPCs who care about such things will initially react well to the character. As you and your target interact, your personality skills and CHA come into play, but the initial reaction will be favorable. In addition, any skill roll based on sex appeal or seduction gets a +3.
	· None
	5

	Armor Limitation
	This character has a fighting style that precludes him wearing heavy armor. No armor gives the character 5 buy points. 1 maximum armor is a 4-point bonus. 2 maximum armor is a 3-point bonus. 3 maximum armor is a 2-point bonus.
	· Template
	?

	Artifact Nullification
	You get a +2 to save against any effects of artifacts.
	· Artifacts 12+

· Theology 15+
	3

	Artifact Resistance
	When wearing an artifact with harmful side-effects, you take a -1 or -1/die from the effect. In some cases, the GM might have to come up with an appropriate lesser side-effect.
	· Artifacts 15+
	4

	Artificer
	When you study an artifact, you learn 2 properties per success.
	· Artifacts 15+
	5

	Assistant
	When assisting another character, you get an additional +1 to their skill roll and always get a check for your efforts.
	· Intelligence 13+
	3

	Avoid Bankruptcy
	If an organization you are administering runs out of money, you manage to somehow find the funds to continue operations for one more month, essentially running the operation for free.
	· Administrate 15+
	3

	Back Biter
	When you use your Backstab ability any wound roll is at +1.
	· Backstab
	5

	Backstab
	1. If you surprise your opponent, you do double damage. If your opponent is in combat, but you can approach from behind, or with stealth, you do +2 damage.

2. You do triple damage on a surprise attack and +4 damage when attacking from behind.
	· Template
	5

	Bard
	After making a successful performance check, you get a +2 to all social skills when dealing with anyone in your audience.
	· Craft 12+
	5

	Base Defense Bonus
	This ability increases the character’s base defense score. Please note, this will almost certainly increase the character’s dodge score and might increase the character’s parries as well. See Base Defense for more details.
	· Template
	5 ea.

	Base Move Bonus
	This ability increases the character’s base move score. See Base Move for more details.
	· Template
	5 ea.

	Bleeder
	1. Any attack that does more than 3 points of damage has a 4/12 chance of causing a bleeder.

2. Your chance of causing a bleeder increases to 6/12.
	· Bow 15+

· Knives 15+

· Physician 15+
	5

	Blessed
	This ability confers the blessing of the gods to the character. Two times each gaming session, the character gains a +1 bonus to a roll he would normally have missed. The player may choose when this ability is used. So, two times each gaming night, this character succeeds when he misses a roll by one point.
	· Template
	4

	Blind Fighting
	You ignore all penalties for fighting blind. As long as your opponents are within weapon’s reach, you fight normally.
	· Perception 13+, Spirit 13+
	5

	Blue Collar
	You make 20% more when hired to perform a craft skill.
	· Craft 15+
	3

	Bodyguard
	If you are standing next to an ally, you give them a +2 to defense, but can not have any defensive bonuses given to you by allies.
	· Parry 15+

· Shield 12+

· Tactics 12+
	5

	Bookworm
	You have a knack for finding useful information when you have a library available. You get a +2 to any skill roll when you have a library nearby and time to peruse it.
	· Investigate 15+, Literate
	4

	Bone Cutter
	You can use knives and swords to damage skeletal creatures normally.
	· Necromancy 10+

· Physician 15+

· Theology 15+
	3

	Bound Cast
	You can cast when your hands are bound at a +3 spell DL and take no spell casting penalties for arm and hand wounds.
	· Magic 15+
	5

	Brawler
	Your unarmed attacks to +1d6 damage as opposed to +1d4.
	· Unarmed 15+
	5

	Breath Control
	You can hold your breath 5x longer than normal.
	· Swim
	3

	Campaigner
	You sleep well under any circumstances, including bugs, heat, noise, or wearing armor. As long as there is some time for you to sleep, you are rested and suffer no penalties.
	· Toughness 13+
	3

	Caretaker
	You may use medical and physician spells on animals without a penalty.
	· Animal Handler 12+
	3

	Casting Parry
	You can cast with a single hand and parry or shield block with a weapon in the other. Either spell casting or the parry attempt take a -2.
	· Magic 15+, Staff 12+

· Magic 15+, Shield 12+

· Magic 15+, Sword 12+
	5

	Catch
	You may use your skill to catch thrown projectiles directed at you. The difficulty for doing so is the thrower’s skill + 3.
	· Thrown 15+

· Unarmed 15+
	5

	Channeling
	Before casting a spell, you may pledge up to 3 magic levels (they must come from the same rune as the spell you are about to cast) and get a bonus of +1 for each level. These levels are automatically lost.
	· Magic 12+
	5

	Charismatic
	You get a +1 to your charisma score.
	· Various 15+
	5

	Choke Hold
	When you grapple a foe, you can choose to do STR(-1) + 1d4 damage through all armor.
	· Unarmed 15+
	5

	Circus Rider
	You take no penalty for riding strange animals, or riding without a saddle. You get a +2 to your riding skill to perform tricks and jumps and any combat penalties for riding are reduced by one.
	· Animal Handler 15+

· Riding 15+
	3

	Cleave
	When you drop an opponent in combat, you may immediately take a one hex move and attack another enemy. You can do this once per combat round.
	· Combat 15+
	5

	Closet Fighter
	With regards to obstructions, a medium weapon is considered small and a small weapon takes no penalty.
	· Combat 15+

· Escape 15+
	4

	Combat Caster
	You get a +3 to the willpower roll to maintain a spell after taking damage.
	· Magic 15+
	5

	Combat Medic
	If you add +4 to the DL, you may perform a medical skill check in 2d3 combat rounds instead of the usual 5 minutes.
	· Medic 15+
	4

	Combat Reflexes
	You get a +1 INI. In addition, you are never surprised.
	· Perception 13+
	5

	Contingent Casting
	You may cast a spell at a DL of +4 and then have it fire based on a trigger and target you define.
	· Rune Knowledge 15+
	5

	Contortionist
	You can twist your limbs in ways they should not be able to go. You get a +2 to any escape or concealment roll that depends on you being able to fit inst a small space or twist yourself into an awkward position. You get a +2 to all breakfall checks and take -1 damage against any blunt attacks or from falls.
	· Agility 13+
	4

	Coordinated Attack
	If you attack your target at the same time as an ally who also has this talent, you both get a +1 to hit and +1 damage.
	· Combat 15+

· Tactics 12+
	4

	Counter Attack
	Once per combat, you may make a counter attack against an opponent who approaches you from the front and attacks you while you are engaged. This attack is a free attack, but comes after your opponent takes his turn.
	· Combat 15+
	5

	Crafter
	Raising craft skills costs one improvement point and gaining new crafts costs ½ the free checks and time.
	· Three craft skills at 12+
	3

	Crippling Blow
	1. A blow to the chest cripples your opponent on a 4/12, a blow to the legs on a 6/12. A crippled opponent is -1 INI, -1 movement and -1 defense for 1d3 rounds.

2. Your chance to cripple an opponent increases to 6/12 and 8/12.
	· Combat 15+

· Physician 15+
	5

	Dark Consumption
	You may pledge 3 hit points when you cast a spell and its damage increases by 3.
	· Magic 15+
	5

	Dark Curse
	You may pledge 3 hit points when you cast a spell and its resist DL increases by 3.
	· Magic 15+
	5

	Darkvision
	You can see in dim lighting as though it were daytime. You can see in total darkness up to a distance of 40 meters.
	· Template
	5

	Darn Lucky
	In anything but a knowledge skill, you may replace one INT with SPI to determine your skill level.
	· Gambling 15+
	5

	Deductive Leap
	Once per gaming session, you may roll your skill against a DL 16 to ask the GM a question pertaining to the current scenario. The question must be able to be answered with a  yes or no.
	· Investigate 15+
	5

	Defensive Draw
	With a fast draw skill check vs. DL 12, you may draw your weapon as a free action just before an opponent swings at you in combat. This allows you to parry with your weapon normally against the incoming attack.
	· Fast Draw 15+
	3

	Dexterous
	You get +1 dexterity.
	· Various 15+
	5

	Dirt In The Eyes
	This is an attack maneuver using the throw or unarmed skill at a -3 penalty to hit. If the attack hits, the target’s eyes are irritated and he takes a -2 to attacks and defenses for 1d4 rounds. The target must be adjacent to the attacker.
	· Throw 15+

· Unarmed 15+

· Template
	5

	Disease Resistant
	You get a +4 to save against disease or disease-based effects. Any effects that do occur are -1 point/die. Any diseases you succumb to have their effects and duration halved.
	· Medical 15+

· Physician 15+

· Survival 15+

· Theology 15+
	3

	Divine Aura
	Your very presence gives your allies a +1 to-hit, damage and saves against demons, the undead and cults opposed to Stratus and Aestra.
	· Theology 15+
	5

	Dodge Bonus
	This ability increases the character’s dodge score. See Dodge for more details.
	· Template
	3 ea.

	Door Finder
	When searching for a secret door or compartment, you get a second chance if you fail.
	· Conceal 15+

· Detect Traps 15+

· Investigate 15+

· Streetwise 15+
	4

	Double Shot
	1. You can fire two arrows in a single draw, but both must be at the same target.

2. Each arrow can be fired at a different target and the penalty is only -3.
	· Bow 15+

· Template
	5

	Dying Breath
	Before going unconscious in combat, you get one final action. If you are surprised, you may not use this talent.
	· Willpower 13+
	4

	Free Parry
	This ability allows you to parry an extra blow each combat round without his defenses degrading due to multiple attackers. Whereas a normal character takes a –3 penalty on his second parry of each combat round, you do not take the penalty until your third parry each round. See Defense Modes for more details.
	· Template
	5

	Echo of Vengeance
	Your Prayer of Vengeance lasts into the night, ending the next morning.
	· Theology 15+, Template
	4

	Empowered Consecration
	All effects of your consecration are increased by one.
	· Theology 15+, Template
	4

	Everyman
	You can use your skills to blend in with a crowd. Treat the skill in question as the stealth skill and the number of people around as the “darkness” conditions.
	· Acting 15+

· Stealth 15+

· Streetwise 15+
	5

	Extended Block
	You may use the maneuver “Block for Someone Else” on any ally in an adjacent hex, but you take an additional -1 to the parry attempt.
	· Parry 15+
	5

	Extended Spell Casting
	Any spells delivered directly, or through touch have their area of effect increased by one target, or one hex (cone, radius increases).
	· Magic 15+
	5

	Fast Climber
	Your climb speed is 2 hexes/round.
	· Climb 15+
	3

	Fast Healer
	You heal 1.5x as fast and all healing results on you are at +1
	· Spirit 13+

· Strength 13+

· Toughness 13+

· Willpower 13+
	5

	Fast Learner
	You learn new skills (except for knowledge skills and crafts) in half the time and they cost two less free checks.
	· Intelligence 13+
	4

	Fast Reload
	Any weapon with a reload time takes one round less to reload. If the weapon takes one round already, then its time is reduced to ½ round.
	· Crossbow 15+

· Fast Draw 15+

· Pistol 15+

· Rifle 15+
	5

	Favored Enemy
	You may name a class of opponents (a species or faction) and get a +1 to hit, +1 damage and +1 wound rolls against them. You cannot choose your own species.
	· Combat 15+

· Magic 15+

· Tactics 12+
	5

	Fearsome Display
	You take a round to show others your prowess with your weapons. All intelligent enemies that saw the display must save (INT or WIL vs. DL of your skill) when they first approach you. If they fail they are -1 to hit and -1 damage against you.
	· Acting 12+

· Combat 15+
	5

	Feat of Strength
	You can push your Strength by up to 5 points, but you take damage (1d2 for 1 extra STR, 1d3 for 2, 1d4 for 3, 1d6 for 4 and 1d8 for 5) after doing so.
	· Strength 13+

· Willpower 13+
	5

	Feign Death
	You can lie still and slow your metabolic processes to the point where people will mistake you for dead. Someone actively checking will need to make a PER (-5) roll vs. your skill.
	· Acting 15+

· Meditate 15+
	4

	Ferocious Spell Casting
	Your spells do +2 damage.
	· Magic 15+
	5

	Fighting Mastery
	1. You may reroll any single die roll pertaining to combat (to hit, damage, etc.) once per session.

2. You may reroll any single die roll pertaining to combat (to hit, damage, etc.) twice per session.

3. You may reroll any single die roll pertaining to combat (to hit, damage, etc.) three times per session.
	· Combat 15+
	5

	First Shot
	When you are using your bow and an enemy wins initiative and runs up to you, you may get off a first shot if you have not yet used your action this round.
	· Ranged 15+
	4

	Flanker
	When you flank an opponent, you get a +2 damage.
	· Physician 15+

· Stealth 15+
	5

	Focused Research
	If you have a library available to you, you can study for six hours to gain a +4 to a single skill roll. For instance, you could research artifacts to get a bonus to identify a magical sword, or you could study a treatise on lock smithing to gain a bonus to pick a certain lock.
	· Ancient Knowledge 15+

· Investigate 15+

· Rune Knowledge 15+
	5

	Focused Spell Casting
	You may cast spells marked not engaged as though they were combat spells.
	· Fast Draw 12+

· Magic 15+
	5

	Free Dodge
	You can dodge an additional attack each round without your defense degrading. (This replaces combat sense.)
	· Dodge 13+

· Template
	5

	Free Parry
	You can parry an additional attack each round without your defense degrading.
	· Parry 15+

· Template
	5

	Free Spirit
	You get a +2 to any save against an effect that would immobilize or slow you.
	· Escape 12+
	4

	Frugal Alchemist
	1. Your potions cost 10% less to make.

2. Your potions cost 20% less to make. (Requires 15+)
	· Alchemy 12+
	3

	Frugal Archer
	You have an 8/12 chance of recovering missiles that miss.
	· Ranged 15+
	3

	Get Inside
	You can close against an opponent with a longer weapon without losing the initiative. Once you have closed with your opponent, you get a +1 defense.
	· Knives 15+

· Speed 15+

· Unarmed 15+
	5

	Glass Master
	Somehow, the glass vials you carry on your person never break, regardless of how you treat them.
	· Alchemy 15+

· Breakfall 12+
	4

	Greedy Disarm
	When you disarm an opponent, you can choose to end up holding the weapon.
	· Combat 15+
	5

	Green Thumb
	You can make anything grow in even the harshest conditions. You get a +4 to any checks dealing with growing plants
	· Farming 15+

· Herbalism 15+
	3

	Grenadier
	You can alter the target hex of a thrown bottle or spell by 1d3 hexes even if this makes the missile land around a corner or into an unseen area.
	· Thrown 15+

· Alchemy 15+
	5

	Hard Drinker
	When drunk, you take no penalties to any physical action. In addition, you always win a drinking contest unless your opponent has this talent.
	· Carouse 12+

· Toughness 13+
	3

	Hardy
	You are a hardy sort and are generally nonplussed by physical hardship. You get a +1 to TOU rolls, rarely gets ill. In addition, you move 20% more when traveling overland and never suffer ill effects from fatigue, hangovers and other minor physical ailments.
	· Toughness 13+

· Willpower 13+
	5

	Headbutt
	If you have previously grappled a target, you can hit him in the head for STR + 1d4 damage. Alternately, you can attack a non-grappled, adjacent target, but only if you surprise him.
	· Unarmed 15+

· Template
	5

	Healing Hands
	1. Any healing effects you perform get a +2 to their amount.

2. Any healing effects you perform get a +3 to their amount. (Requires 20+)
	· Alchemy 15+

· Healing Magic 15+

· Herbalism 15+

· Medical 15+

· Physician 15+

· Theology 15+
	5

	Heavy Infantry
	Your armor encumbrance is reduced by 20%.
	· Combat 15+
	5

	Herb Finder
	When searching for herbs, you may choose one specific herb to find as long as you are in the correct terrain. You still have to make a skill roll to find the herb.
	· Herbalist 15+
	5

	Hiker
	Your overland movement rate is 50% greater than normal. In addition, any Navigation roll to determine if you can overtake, or beat another group to a location is at a +4.
	· Navigate 15+

· Survival 15+
	4

	Hit Point Bonus
	This ability increases the character’s hit point total.
	· Template
	2 ea.

	Holy Sacrifice
	When sacrificing artifacts, the GM gives you a choice of two boons.
	· Theology 15+, Template
	4

	Impaler
	1. When you wound someone, you may choose to leave your weapon in them on a 6/12. This will increase any wound penalties they suffered by 1. If they pull the weapon out, it takes a full round and they suffer a bleeder.

2. Wound penalties are increased by 2 and they take 1d6 damage if they pull the weapon out in addition to the bleeder. Requires skill level 20+.
	· Spear 15+

· Sword 15+
	5

	Improbable Shot
	1. Once each night, you may call for an improbable shot and regardless of your normal chance to hit, you get a 2/12 chance to succeed.

2. Your improbable shots have a 4/12 chance to succeed.
	· Bow 15+

· Crossbow 15+

· Gambling 15+

· Pistol 15+

· Rifle 15+

· Theology 15+
	4

	Improved Charge
	When you perform the “Charge” maneuver, you get no penalty to hit.
	· Combat 15+

· Tactics 12+
	5

	Improved Disarm
	When you perform the “Disarm” maneuver, you get a +1 to hit and a +3 to the attribute test.
	· Combat 15+

· Tactics 12+
	5

	Improved Feint
	If you feint and fail, there is no penalty.
	· Combat 15+

· Tactics 12+
	5

	Improved Press
	1. When you press, you take only a -1 to hit and may push your opponent back up to 2 hexes.

2. When you press you do full damage.
	· Combat 15+

· Tactics 12+
	5

	Improved Rushed Shot
	You take a -2 to hit for a +4 to initiative.
	· Combat 15+

· Tactics 12+
	5

	Improved Sweep
	1. You take only a -3 attack penalty and do full damage when you sweep.

2. You may attack everyone in the front three hexes when you sweep.

3. You may attack all adjacent opponents when you sweep. Requires Combat 20+ or Tactics 17+.
	· Combat 15+

· Tactics 12+
	5

	Improvised Weapon
	You can use everyday objects as weapons. Objects will typically have a -2 to hit and do a die step less in leverage. However, you can use your regular combat skills to wield them.
	· Combat 12+, Perception 13+
	

	In Plain Sight
	You take only ½ the penalties for having “no good place” or “no place” to hide an object.
	· Conceal 15+
	4

	Increased Range
	Increase the range step of your missile weapons or spells by 2 hexes.
	· Ranged 15+
	5

	Infused Alchemy
	1. On any potion that gives hit points or statistics, you may sacrifice your own points to give a bonus effect to the potion. Lost stats and hit points return at a rate of one/week. You can add up to 3 points to a potion.

2. You can add up to 6 points to a potion.
	· Alchemy 15+
	5

	Instant Aim
	You can aim your bow with a 0-time action, meaning you can move and shoot a bow without taking a snap shot penalty.
	· Ranged 15+
	5

	Intelligent
	You get a +1 to your intelligence.
	· Various 15+
	5

	Iron Grip
	You can climb and still have a hand free to act (and even fight) without penalty. You get a +4 to any check against being disarmed.
	· Climb 15+
	3

	Iron Skin
	You get a +1 AV as long as you are not wearing armor, but take a -1 to your defenses.
	· Toughness 13+
	5

	Jack of All Trades
	You may use any craft skill as though you had a skill of 8, or half the score you would have had if you had bought the skill whichever is higher.
	· Any three Craft skills
	5

	Keep Away
	1. If you preempt someone due to having a longer weapon and then hit them, you have a 2/12 chance of ending their turn before they attack, but not before they move into the adjacent hex.

2. The chance increases to 4/12. (Requires a skill of 18+)
	· Polearm 15+

· Staff 15+

· Template
	5

	Knockdown
	1. A blow to the chest that does 3 or more points of damage knocks the target down on a 4/12. A blow to the legs that does 3 or more points of damage knocks the target down on a 6/12.

2. Your chances to knock down increase to 6/12 and 8/12. Requires Combat 18+, or Tactics 15+.
	· Improvised 15+

· Staff 15+

· Tactics 12+

· Two-Handed 15+

· Unarmed 15+
	5

	Know It All
	You can make a knowledge check on any reasonable subject (GM’s call) as though you had a skill of 8 (or half if that is higher).
	· Charisma 13+

· Intelligence 13+
	5

	Ladies’ Man
	You get a +2 to all social skill checks when dealing with the opposite sex. Also, members of the opposite sex will generally go out of their way to help you and will take a -1 to all skill rolls when acting against you. If you are captured, or otherwise in jeopardy, members of the opposite sex who are your enemies will have to make a WIL or INT roll vs. your CHA (alternately, you can use a social skill if you are able) to resist coming to your aid.
	· Charisma 13+

· Seduce 12+
	4

	Leap Attack
	When you can drop onto your opponent from above, you get a +2 to hit and have a 6/12 chance of knocking him prone.
	· Acrobatics 15+
	5

	Light as a Feather
	You take 1 point/die less damage from falls.
	· Acrobatics 15+

· Breakfall 15+

· Climb 15+
	4

	Light Infantry
	You get a +1 INI and a +1 move if you wear less than 36 points of armor.
	· Acrobatics 15+

· Combat 15+
	5

	Light Sleeper
	You will wake up to any disturbance. While sleeping, the character instantly wakes up and is alert as soon as any noise occurs near him.
	· Perception 13+
	3

	Linguist
	At character generation, you may purchase new languages for one point less. When learning them through experience, they cost 5 checks less to learn.
	· Intelligence 13+
	4

	Lone Wolf
	You get a +1 to all rolls when acting alone.
	· Stealth 15+

· Survival 15+
	5

	Lucky SOB
	Once per session, you may totally ignore the effects of one attack. Your incredible luck makes the attack miss you entirely. However, you immediately get a point of unluck (as the character limitation) for the rest of the session.
	· Spirit 15+
	5

	Luddite
	When attacking inanimate objects, robots or other machinery, you get +1 damage/die.
	· None
	3

	Mage Slayer
	When you strike a mage, they take a -4 to their concentration check to maintain spell casting. You also get +1 to wound rolls against mages.
	· Rune Knowledge 15+

· Theology 15+
	5

	Magic Mastery
	1. You may reroll any single die roll pertaining to spell casting (cast roll, to hit, damage, etc.) once per session.

2. You may reroll any single die roll pertaining to spell casting (cast roll, to hit, damage, etc.) twice per session.

3. You may reroll any single die roll pertaining to spell casting (cast roll, to hit, damage, etc.) three times per session.
	· Magic 15+
	5

	Mana Burn
	1. When you choose to lose hit points due to spell failure, you lose one less point.

2. You lose 1 less point for every spell level you would have lost.
	· Magic 15+
	4

	Master Trader
	1. You get an additional 5% break/profit when you make a successful trade check.

2. Your bonus profit increases to 10%. Requires a skill level of 20+.

3. Your bonus profit is 15%. Requires a skill level of 25+.
	· Persuade 15+

· Trade 15+
	5

	Medical Mastery
	1. You may reroll any physician, medic or herbalism roll once per session.

2. You may reroll any physician, medic or herbalism roll twice per session.

3. You may reroll any physician, medic or herbalism roll three times per session.
	· Herbalism 15+

· Medic 15+

· Physician 15+
	5

	Meditative Shield
	1. At the beginning of the day, you may make a meditation skill roll (DL 16) and gain a +2 to all magic saving throws for that day.

2. You also take -1 effect/die from spell effects.


	· Meditation 15+
	5

	Mentor
	When someone assists you successfully, they get an improvement point instead of a check.
	· Charisma 13+

· Intelligence 13+
	3

	Method Actor
	If you can study a target for at least three days and make a successful skill check of DL 15, you gain useful insight into the target’s nature and get either a +2 bonus to all non-combat checks against the target, or a +1 to any combat skill rolls against the target. This bonus lasts for a single adventure.
	· Acting 15+
· Investigate 15+
	5

	Mimicry
	You may use your skill to imitate a sound or voice you have heard.
	· Acting 15+

· Fast Talk 15+
	3

	Mobile Fighter
	You get a +1 initiative, take no penalty for moving before attacking, and get a +1 base move.
	· Acrobatics 15+

· Combat 15+

· Tactics 12+
	5

	Mountain Affinity
	You get a +1 to all skill rolls when in the mountains.
	· Mountain Survival 12+

· Navigate 12+
	5

	Mounted Fighter
	1. You can ride an untrained mount into battle as though it were trained. If you ride a trained mount into battle, your penalties are reduced by 2.

2. When mounted you get an additional +1 initiative, +1 to hit and +1 damage.
	· Riding 15+
	4

	Nature’s Friend
	In general, animals no longer fear you. Small animals will come up to you and treat you as their friend. When alone in the wild, you will have 2d6 small creatures flitting around you.
	· Animal Handler 15+
	3

	No Escape
	When an opponent disengages you because they have support, you can choose to take a free attack on them anyway, but then their support characters get free attacks against you.
	· Combat 15+

· Tactics 12+
	4

	No Sense of Smell
	You cannot smell, but get a +2 to save against gases and are immune to attacks that rely on stench.
	· Alchemy 12+
	3

	Observer
	1. If you observe your enemy for one round, you get a +1 attack, damage and defense against him for that combat.

2. In addition to the other bonuses, any of your talent abilities get a +1 chance to occur against an observed opponent.
	· Tactics 12+, Perception 12+
	5

	Padfoot
	You can make full moves while using stealth.
	· Stealth 15+
	5

	Perceptive
	You get a +1 to your perception score.
	· Various 15+
	5

	Petitioner
	When you call upon Stratus to aid you, you have double the chance of him responding.
	· Theology 15+
	3

	Piercer
	1. When using a piercing strike, you get an additional 3 points of piercing on a 6/12.

2. Your chance for extra piercing is increased to 8/12.
	· Knives 15+

· Pick 15+

· Tactics 12+
	4

	Phalanx
	When standing next to an ally, you both get a +1 defense. The maximum you can stack this bonus is +4.
	· Shield 15+

· Tactics 12+
	5

	Point Blank Shot
	You get a +1 to hit and +1 damage when firing at point blank range
	· Ranged 15+
	5

	Poison Resistance
	You gain a +4 to save vs. poison or poison-based effect. Any effects that do occur are at a -1 point/die.
	· Alchemy 15+

· Disarm Traps 15+

· Survival 15+
	4

	Porter
	Your pack counts as 10 points less toward you encumbrance.
	· Strength 13+

· Agility 13+
	4

	Pin
	With a bow or thrown weapon, you can take a -6 to hit and pin a part of the foe to a nearby surface. The DL to escape a pin is the damage of the attack +5.
	· Bow 15+

· Thrown 15+
	5

	Press Gang
	This is a combat maneuver in which the attacker uses his unarmed combat skill at a -3 penalty. A successful attack stuns the target for 1 round. This attack only works with fists or clubs and the target’s head must be armored with 1 defense or less.
	· Unarmed 15+

· Template
	5

	Priest Powers
	You may use the ritual powers of the Church of Stratus. See the Magic section for more details.
	· Template
	5

	Prolific Herbalist
	When you search for herbs, you get a +1 to the amount gathered.
	· Herbalist 15+
	5

	Prone Combat 
	You suffer no combat penalties when prone.
	· Acrobatics 12+

· Breakfall 12+

· Knife 15+

· Unarmed 15+
	4

	Quick Investigation
	You can canvas an area for information in 1/3 the normal time.
	· Converse 12+

· Investigate 12+
	3

	Quick Return
	You may use Fast Draw to replace an item in its sheath or belt as a free action if you can make a skill roll vs. DL 14.
	· Fast Draw 15+
	3

	Quiet Investigation
	You can canvas an area without word getting back to your enemies. If you talk to someone who might inform your enemies of your interest, they have to make an INT roll vs. your skill to even know they've been questioned.
	· Converse 15+

· Investigate 15+
	3

	Rallying Cry
	Once per combat, you can bolster your allies’ resolve, returning 1d3 hit points of non-wound damage to them.
	· Orate 15+

· Tactics 15+
	5

	Ranged Ambusher
	You can use your backstab ability at range, but can only do the double damage when you surprise an opponent from point blank range.
	· Backstab, Ranged 15+
	5

	Recipe Book
	You get an additional 3 potion recipes with which to start the game.
	· Template
	5

	Repairer
	When you repair weapons and armor, you return an additional durability point to them.
	· Repair 15+
	3

	Rested Mind
	Successful meditation returns an additional two magic levels to distribute amongst your runes.
	· Meditation 15+
	5

	Reversal
	When you escape a hold, you can apply a hold on the attacker as a free action.
	· Escape 15+

· Unarmed 15+
	4

	Ritual Eye
	When you see a ritual spell cast, you have a 25% chance of instantly learning it. You can attempt to learn a spell in this fashion one time only.
	· Ritual Spell, Intelligence 13+, Spirit 13+
	5

	Rub Some Dirt In It
	When you shake off damage, you get a +2 to the roll.
	· Combat 15+

· Survival 15+
	5

	Rushed Casting
	You cast “Short” spells as though they were “Very Short” with no penalty.
	· Magic 15+
	5

	Scholar
	Raising knowledge skills costs only 1 improvement point. Learning a new knowledge skill costs ½ the normal amount of checks.
	· Any three knowledge skills at 15+
	4

	Scintillating Performance
	On a successful acting, or craft: perform check, you so enthrall your audience that they get a -2 to all checks to notice anything else going on.
	· Acting 15+

· Craft 15+
	4

	Second Chance Parry
	Once per combat, you may take a second attempt to parry or block an attack.
	· Fast Draw 15+

· Parry 15+
	5

	Second Wind
	Once per combat, you can heal yourself for 1d4 hit points of non-wound damage if the damage was taken this fight.
	· Spirit 13+

· Strength 13+

· Toughness 13+

· Willpower 13+
	5

	Self Taught Surgeon
	You ignore penalties due to performing medical operations on yourself. In addition, you get a +2 to all toughness and willpower rolls.
	· Medical 15+

· Physician 15+
	5

	Sense Lie
	You get to make a skill check to detect when someone is lying to you.
	· Converse 15+

· Interrogate 15+

· Investigate 15+
	4

	Shield Bash
	By taking a -3 to hit for the entire round, you can make a second attack with your shield. Your shield does STR(-1) + 1d6 damage.
	· Shield 15+

· Template
	5

	Shield Smasher
	When you do damage to an opponent’s equipment in combat, you do an additional point of durability damage.
	· Axe 15+

· Two-Handed 15+
	4

	Shifty
	1. Once per combat, you can make a skill roll vs. DL 15 to move one hex as a free action.

2. Once per combat, you can make a skill roll vs. DL 20 to move up to a half move as a free action. (Requires skill of 20+.)
	· Acrobatics 15+

· Conceal 15+

· Fast Talk 15+

· Stealth 15+
	5

	Silencing Strike
	When you surprise or flank a target, you may take a -2 to hit, but your attack silences them for one round.
	· Backstab

· Stealth 15+
	5

	Silent Cast
	You can cast when silenced at a +3 spell DL.
	· Magic 15+
	5

	Social Mastery
	1. Once per session, you may reroll a failed social skill attempt.

2. Twice per session you may reroll a failed social skill attempt.

3. Three times per session you may reroll a failed social skill attempt.
	· Social Skill 15+
	5

	Special Sense
	You can sense things others cannot. This may be a type of material, or energy, or anything that manifests a physical presence. The cost is based on the range of the sense. A PER roll will be required for the sense to work. The DL is up to the GM, but should be based on the amount of material present and other mitigating factors. The GM should approve each special sense, since it is possible for a sense to ruin adventure twists and surprises.
	· Special Background
	5

	Speed Reader
	You read 5x as fast as a normal person. Any skill check or action that requires reading gives you a +2 and you can complete it in ½ to 1/5 the time (GM’s discretion).
	· Alchemy 15+

· Investigate 15+

· Rune Knowledge 15+,

· Scholar
	3

	Speedy
	You get a +1 to your speed score.
	· Various 15+
	5

	Spell Blocker
	You can block a spell with your shield, but the shield is destroyed on an 8/12. Magic shields are destroyed on a 1/12.
	· Theology 15+, Shield 12+

· Shield 15+

· Magic 15+, Shield 12+
	5

	Spell Gift
	You can cast a spell and then give control of it to another. This works for spells with a duration, or spells that can be held.
	· Magic 15+
	5

	Spell Hands
	You can hold a spell for an indefinite period of time.
	· Magic 15+
	5

	Spell Preserver
	The DL to maintain your spells is reduced by one point.
	· Magic 15+
	5

	Spell Scribe
	You may scribe spells onto surfaces, triggering them when someone disturbs the text. It takes 5 minutes to write the spell, and you must cast the spell at a DL of +2. The inscribed runes will last until they are triggered.
	· Rune Knowledge 15+
	5

	Spell Spike
	You can cast a spell into an object which is then driven into the ground.  The spell will trigger when anyone aside from the caster approaches within 1 hex of the spike. It takes no more time to cast the spell than normal, but you must cast at DL+2. A spell spike lasts until triggered or until the mage takes the object out of the ground.
	· Artifacts 15+

· Rune Knowledge 15+
	5

	Spiritual
	You get a +1 spirit score.
	· Various 15+
	5

	Spy Mastery
	1. You may reroll any single die roll pertaining to acting, conversation, disguise, fast talk or interrogate once per session.
2. You may reroll any single die roll pertaining to acting, conversation, disguise, fast talk or interrogate twice per session.

3. You may reroll any single die roll pertaining to acting, conversation, disguise, fast talk or interrogate three times per session.
	· Acting 15+

· Conversation 15+

· Disguise 15+

· Fast Talk 15+

· Interrogate 15+
	5

	Stand Ground
	You get a +4 to fear effects and are immune to press attacks or attacks that knock you back or down.
	· Strength 13+

· Willpower 13+
	4

	Steel Spirit
	You may substitute spirit for toughness on wound saves and saves to remain conscious.
	· Spirit 13+
	5

	Steel Will
	You may substitute willpower for toughness on wound saves and saves to remain conscious.
	· Willpower 13+
	5

	Strike True
	If you roll a graze on a wound, you may reroll but have to take the second roll even if it is a graze.
	· Combat 15+

· Physician 15+
	5

	Strong
	You get a +1 to your strength score.
	· Various 15+
	5

	Stunning Blow
	1. A blow to the chest that does 3 or more points of damage has a chance to stun the target on a 2/12. A blow to the head that does 3 or more points of damage stuns on a 4/12.

2. Chances to stun increase to 3/12 and 5/12. Requires skill level of 18+.

3. Chances to stun increase to 4/12 and 6/12. Requires skill level of 22+.
	· Mace 15+

· Staff 15+

· Tactics 15+

· Unarmed 15+
	5

	Subjugator
	You can use the “Club Weapon” maneuver for full damage.
	· Combat 15+

· Interrogate 15+
	3

	Swamp Affinity
	You get a +1 to all rolls in swampy terrain.
	· Navigate 12+

· Swamp Survival 12+
	5

	Swim
	You can swim.
	· None
	3

	Targeted Shot
	By taking a -1 to hit and a -1 defense, the archer may move the hit location of his shot up to two places. Thus, an attack that the arm (location 3) could be moved to the head, hand, or chest (locations 1-5).
	· Bows 15+

· Template
	5

	Taste Tester
	You can test potions in the field by tasting them. You need to make a skill roll at DL +3. If the potion is harmful, you get a +2 to any save you have to make because you drink so little.
	· Alchemy 15+
	5

	Taunt
	You can get intelligent foes who understand your language to attack you if you can make a test against their INT or WIL and they are in a position to attack you (within a move and don't have to disengage to do so).
	· Fast Talk 15+

· Persuade 15+
	5

	Tenacious Spell Casting
	1. The DL to resist your spells is +2.

2. The DL to resist your spells is +4. (Requires 20+)
	· Magic 15+
	5

	Thievery Mastery
	4. You may reroll any single die roll pertaining to climb, lockpick, stealth or traps once per session.

5. You may reroll any single die roll pertaining to climb, lockpick, stealth or traps twice per session.

6. You may reroll any single die roll pertaining to climb, lockpick, stealth or traps three times per session.
	· Climb 15+

· Lockpick 15+

· Stealth 15+

· Traps 15+
	5

	Throw Voice
	You can use your skill to throw your voice up to four hexes away from you.
	· Acting 15+

· Singing 15+
	3

	Tough
	You get a +1 toughness.
	· Various 15+
	5

	Tough SOB
	Once a session you may totally ignore a wound effect. You take the damage, but take no effect from the wound and do not have to roll to remain conscious. After the battle ends, the wound affects you as normal. In addition, roll a d4, take that many hit points as additional damage and add them to the wound.
	· Toughness 13+

· Willpower 13+
	5

	Tourist
	You can speak every language as though you purchased it for 2 points. However, you suffer an additional -2 penalty to all social skills while using this talent.
	· Carouse 15+

· Converse 15+
	5

	Test of Wills
	In any social skill, gambling, investigate, survival or track, you may substitute an instance of intelligence, perception or charisma with willpower.
	· Willpower 13+
	5

	Tower of Will
	Your allies get a +1 to all toughness and willpower rolls.
	· Orate 12+, Willpower 13+

· Template
	5

	Trap Avoidance
	You get a +2 to any saving throws pertaining to traps and take 2 less damage from their effects.
	· Traps 15+
	4

	Turn Unholy
	1. This ability allows a priest of Stratus to call upon his god to destroy his most heinous enemies (undead and demons). It acts as a skill based on SPI/SPI/WIL. A successful skill test will destroy the undead creature. The DL of the skill test is the SPI of the target.

2. When you Turn Unholy, you turn one additional creature (of the same resistance DL or less) for every 3 by which you make the roll.
	· Template
	5

	Uncanny Escape
	You may use your escape skill to escape magical bonds.
	· Escape 20+
	3

	Underworld Reputation
	You get a +2 to all streetwise rolls. In addition, you may make a roll vs. a DL of 16 to gain access to any criminal organization. How they react to you is another story, but you can almost always gain an audience.
	· Carouse 15+

· Streetwise 15+


	4

	Unique Recipe
	You may create a new alchemical recipe. The GM will help you produce a reagent list for the new potion. You incur research costs of 10x the cost to create a dose of the new potion.
	· Alchemy 15+
	5

	Unique Spell
	You may create a new spell (though you might incur a component cost). You can only create a spell from a circle you can cast.
	· Magic 12+
	5

	Urban Affinity
	You get a +1 to all rolls when in an urban environment.
	· Streetwise 12+

· Urban Survival 12+
	5

	Weapon Hands
	1. You may use your hands as finely-honed weapons. You get an additional 1d4 damage when fighting bare-handed. In addition, you get an additional attack when you roll an 11-12 on initiative. You can also parry weapons while unarmed without penalty.
2. You do an additional 1d6+1 damage and get an extra attack on 10-12. This requires Unarmed 17+.

3. You do an additional 1d10 damage and get an extra attack on 8-12. This required Unarmed 20+.

4. You do an additional 1d12 damage and get an extra attack on 7-12. This requires Unarmed 25+.
	· Template
	5

	Weapon Mastery
	1. You have learned special weapon techniques that make you an extremely deadly combatant. You add an additional 1d6 with your favored weapon and get an additional attack when you roll a 12 on your initiative.

2. You do an additional 1d8+1 damage and get an additional attack on 11-12. This requires Combat 17+.

3. You do an additional 1d10+1 damage and get an additional attack on 10-12. This requires Combat 20+.

4. You do an additional 1d12+1 damage and get an additional attack on 9-12. This requires Combat 25+.
	· Template
	5

	Weapon Touch
	Your touch spells can be delivered through a held object like a staff or sword, even as you attack with that weapon.
	· Artifacts 15+
	5

	Weathered
	You get a +2 to save against effects based on heat/cold and a -1 effect/die. In addition, you may ignore effects of heat or cold based on your species.
	· Survival 15+
	4

	Welcome Traveler
	You ignore penalties to social skills due to languages or cultural differences. You always manage to get by using body language, hand signals, or find a translator or guide willing to help.
	· Carouse 15+
	4

	Willful
	You get a +1 willpower.
	· Various 15+
	5

	Woodlands Affinity
	You get a +1 to all rolls when in a wooded environment.
	· Navigate 12+

· Woodland Survival 12+
	5

	Wrestler
	You are adept at grappling foes and get a +1 to hit and +4 to your strength checks when doing so.
	· Unarmed 15+
	5

	Wrestling Throw
	When you throw a held opponent, you do an additional 1d6 damage and can throw them up to 3 hexes away.
	· Unarmed 15+
	5

	Zone of Control
	1. As a melee fighter, you can engage and tie down one additional opponent.

2. As a melee fighter, you can engage and tie down two additional opponents. (Requires melee 20+, or tactics 17+.)
	· Melee 15+

· Tactics 12+
	5





Limitations
In addition to attributes and skills, characters will have quirks, traits, virtues and flaws. Generally, players choose limitations to give their character more points, a background story and more role-playing depth. Then, they use the points earned from the limitations to purchase a few more skills, or special talents.

Players can take as many limitations as their GM will allow. In most games, 3 or 4 is a good limit. Each GM will have a different idea of what is reasonable and even then a bizarre character concept might be an exception. Each limitation is worth from 1-6 buy points to the character. He can use these points to buy skills, raise existing skills, or purchase advantages.

A list of limitations is provided below. However, it is possible that the GM or a player will need to create a new limitation and give it a point value. The value of the limitation should be based on how often and how severely it limits the character.

	Limitation
	Points

	The limitation is interesting, but the effect is minimal or occurs very infrequently. The limitation rarely affects the character’s decision-making process. More of an interesting side note than a limitation. It will however cause problems often enough to make sure the character remembers it exists. Say once every couple gaming nights, or more often, but it is a weak effect.
	1-2

	The limitation will hamper the character often, but is not a continuous factor in the life of the character. If it comes up once a gaming night, and it is annoying, this is a good category for it. The limitation will affect the character’s decision-making.
	3-4

	The limitation is a constant issue that drives the character’s decisions. The character will almost never pass up a chance to follow the dictates of this limitation. This is a powerful limitation that should really cause the character trouble. These should not be taken lightly because they can really hamper a character. If the limitation is not well thought out and fun to role-play, it will become a chore.
	5-6



Boss
The character has a boss. This can be an individual or organization that will periodically give him orders. This could be a mission or quest, or could be a request for more mundane duties. In addition, some bosses will require the character to pay a tithe or dues. The award for this limitation depends on how often the boss interferes in the character’s life.

	Boss
	Points

	The boss generally permits the character to do as they please. The character is a freelancer, or the organization is so loosely organized that they have no means of regularly contacting the character. He might be expected to check in periodically, and otherwise he will rarely be contacted.
	1-2

	The boss is not a constant factor in the character’s life, but has frequent need of his services and will call upon him fairly often (once every 2-4 game sessions is a guideline). This boss will occasionally need the character for mundane duties.
	3-4

	The boss is a constant presence and will appear in some fashion in nearly every gaming session. When the character is not risking his life for the boss, he will have mundane duties to perform. The boss is central to the character’s story. 
	5-6

	The boss generally pays the character well, or equips him well for his missions.
	-1

	The boss requires a substantial tithe or dues from its members.
	+1


The GM should note that having a boss is like having a code of behavior except that the code is due to a character’s internal motivation, while a boss is more of an external motivation. Characters should generally NOT be permitted to take both a boss and then a code of loyalty to that boss without consulting the GM first. In most cases, they should take only one of those two limitations.

Code of Behavior

The character has a code of behavior, ethics or morals that dictates his actions. This code might limit the character’s choice of tactics in a fight, cause him to protect those weaker than himself, keep him from fleeing an obviously losing battle, or otherwise force him into unpleasant situations. The player and GM should write up the code and the limitations placed on the character’s actions before deciding how many points to award. Some examples:




· Thieves’ Code – Will never rat out other thieves. The authorities are our enemies. Never use force when stealth will do. Money is all-important. Kill anyone who breaks this code. Always be loyal to your “family.” (4 points)

· Swordsman’s Code – Never attack an unarmed opponent. Never fight a single combat with the element of surprise on your side. Never turn down a legitimate challenge. Practice and strive to be the best. Never pass up a chance to hone or prove your abilities. (3 points)

· Code of the Woodlands – Protect the forest and its denizens. The ways of nature are the ways of life. Avoid the cities. Fire mages, lightning mages and loggers are our enemies. (3 points)

· Templar’s Code – Follow the teachings of the Church. Always follow direct orders from a priest or priestess. Dying for the Church is honorable. Destroy all enemies of the Church. (4 points)

· Code of Revenge – I have been wronged. I must hunt those who have offended me and destroy them. I will never tire of the hunt and never pass up an opportunity to get closer to my prey. It is my life. (6 points)

Obviously, anything is possible. The GM should award points based on how often and how severely the code hamper’s the character’s actions. This depends on the campaign style and the GM. For instance, the Code of the Woodlands might only be worth one point if the game is to take place in a sylvan woodlands with little or no encroachment from civilization. If the PCs will have to spend time in cities, or on the fringe of growing farmlands, it may be worth more, since the character will likely have to deal with city dwellers and those who would destroy his lands.

Compulsion

The character finds himself compelled to action in inconvenient and inappropriate circumstances. This is much like a code of honor, in that it dictates the character’s response to a situation. However, a compulsion usually pertains to less acceptable actions. Generally, the chance to succumb to a compulsion is based on the number of points awarded. 

	Points
	Chance 

	1
	20%

	2
	35%

	3
	50%

	4
	65%

	5
	80%

	6
	95%


This is just a guideline and should be adjusted based on the GM’s discretion and the situation.

· Alcohol – The character will drink whenever the opportunity presents itself. The character will be afflicted with chronic drunkenness and hangover. A drunk character gets a –3 to skills and attribute checks (except for STR and TOU), but gets 5 extra HITS due to pain resistance.

· Cleanliness – The character is a neat freak and will spend most of his free time cleaning his armor, weapons, clothing, his room, etc. If there is nothing to clean, the character will find something. This character will have a very hard time entering any situation where he will obviously become soiled.

· Drinking/Eating – The character is a glutton and will not pass up a chance to partake if food or drink. Assuming the situation is not life and death, the character will not resist food. They will consume until sated. Afterward, the character will be at a –2 to physical skills for an hour or so due to a bloated and sluggish feeling.

· Gambling – The character loves to gamble and bet. This includes organized games, as well as simply betting on everyday events. The character will almost always be trying to engage others in a bet and will accept all bets that are not obviously rigged.

Dependent

The character has a friend, lover, relative or rival that is continuously in need of rescue, support, money, a should upon which to cry or whatever. The PC will have to spend time dealing with these situations which always come at the most inopportune times.

The points awarded are based on the dependent’s relationship with the character, the frequency with which they muddle the character’s life and their stats, skills and needs. Dependents that appear often, are incompetent or have their own disadvantages will be worth a lot of points. Rugged adventurers that never need the character are worth few, if any, points.

· Distant Cousin Eldin – The PC belongs to a wealthy family and has one particularly annoying cousin named Eldin. Eldin is nice enough, but has the unfortunate delusion that he would make a good adventurer. In reality, he has just enough skill to get into bad situations, but not enough to get out. Occasionally, that places him in harm’s way and he needs the character to save him. It does not happen often, but when it does, it is serious trouble. 3 points if Eldin appears infrequently; 5 if he appears often.

· Baby in a Carriage – The PC has responsibility for an infant. It is always with him and he must feed, clothe and change it. In addition, the baddies that face the character will use this helpless child to get at the character and generally make his life miserable. This is worth 6 points.

· Aunt May – The PC has an old, but spry old aunt that generally takes care of herself. However, she does need the character’s financial support and tends to drain his funds. It is rare that Aunt May gets into real trouble. Worth 2 points.

Dislike/Hatred

The character dislikes a certain group, species or behavior. He will often attack, cast spells on, steal from or otherwise make miserable the life of his hated targets. The award is based on the frequency and reaction of the PC. If the character merely gives a snide remark and avoids the hated group, then the limitation is worth 1 or 2 points. If the character has a stronger reaction, then 3 or 4 points might be appropriate. If the hated group is particularly strong or prolific, then the award might be more.

· Dislikes Grunj – The PC buys into the Bostonian stereotypes about the grunj. He feels they are dirty and dumb. He will avoid contact with them and when he does encounter them, he will be rude and condescending. (1 point or 2+ for a slightly stronger reaction)

· Hates Talak – The PC’s family was killed by these monsters and the player looks for any chance to avenge the deaths. These opportunities come rarely, but are quite dangerous. (4 points or 5+ if the character is in a western region where Talak are more prevalent)

· Dislikes Mages – The PC does not like magic and will avoid those who wield it. He will try to stay away from mages, and if he is forced to travel with one, he will ignore him. He will not allow beneficial spells to be cast on him. (3 points or 4+ for a stronger reaction)

Distinctive Feature

The character has a feature that sets him apart from others. He will be easy to recognize and remember, easy to pick from a crowd and his enemies will have less trouble tracking him down.

	Feature
	Points

	Feature can be concealed with the proper clothing, or a simple disguise.
	1-2

	Feature can be concealed with a major effort and someone who has the skill disguise.
	3-4

	Feature can only be concealed with magic.
	5-6

	Feature causes an adverse reaction to anyone who sees it.
	+1


· Dueling Scar – The PC has a scar obtained from a youthful duel. It is across the face and cannot be concealed unless the character wears makeup, or a hood (which in itself is conspicuous). Unless the scar is particularly hideous, it does not cause an adverse reaction. Quite the opposite, many women find themselves interested in the story behind the scar. (2 points)

· Huge Nose – Just what it says. This PC has a legendary nose, like Cyrano de Bergerac. People will remember him for his nose and he probably has a nickname or two dealing with it. Social situations are difficult because people will be commenting, making fun of or staring at the nose. Difficult to conceal without a ton of makeup, or magic. (4 points)

· Awful Smell – If you buried something and dug it up some time later, that would describe this character’s smell. He can easily be noticed in a closed room and outdoors close, or downwind. In a tight spot, he is downright repulsive and causes eyes to water. (5 points if a bath will cover the stench and 6 if only magic will do the trick)

· Evil Aura – The character has no physical features, but makes others uneasy. In social situations, this is definitely a penalty. In addition, animals tend to bark and growl at the character. (2 points)

· White Hair – The PC has stark, white hair. This is unusual and people tend to take note of it. (1 point)

· Albino – Not only white hair, but pale skin and eyes as well. Harder to conceal than white hair. (3 points)

Hunted/Monitored

The character has someone who is interested in his activities. The organization/individual will watch the character closely. If the character performs an action that affects the monitoring organization, they will know and intercede. Alternately, the character has already performed such an action and the organization is out to punish the character.

	Hunted
	Points

	Hunter is weak, or generally disinterested in the character. It is a rare occasion when the hunter remembers to take action against the character. Alternately, the hunter could be tenacious, but unable to affect the character most of the time.
	1-2

	Hunter can find the character often enough and has the power to make his presence known. The hunter will appear in several of the character’s adventures, conspire with his enemies and cause trouble. They are not a constant presence, but enough of one to make the character regret his transgressions against the hunter.
	3-4

	These guys are either extremely powerful and appear once in a while, or more normal opponents who appear all the time. The character ought to really regret messing with these people because they are always plotting the character’s demise. When they cannot act directly, they will take the time to leave messages, spread nasty rumors and otherwise harass the PC. 
	5-6

	Hunter is only monitoring the PC. Generally, they do nothing until the character causes trouble, then they act.
	-1


· Sandalfeet – The Sandalfeet are definitely trouble. They will cause the character problems whenever he is in a major city. Their agents are everywhere. The PC might be the target of assassination attempts, theft or ugly rumors. (5-6 points)

· Grundel the Mage – Grundel is a moderately powerful mage. He is hunting the PC due to an old dispute. Though he is dangerous, he often has little time for the PC as he is busy with his studies. (3 points)

· Old Lover – Like Carrie Fisher from the Blues Brothers, this person will come after the player tenaciously. However, the lover’s skills are nowhere near up to the task and the revenge attempts are usually laughable. More of a nuisance than a real threat. (1 point)

· Well-Meaning Father – This hunted is not out the kill the PC. In fact, he does not want his poor little son or daughter to be maimed in the dangerous world and does not understand the adventuring life. So, he has hired the best bounty hunters in the land to capture the PC and bring him back to the safe manor life. (2 points)

Neurosis/Psychosis

These limitations are reserved for the truly twisted and as such, ought to be left for the GM to give to the crazed villains. The player and the GM (and possibly even the other players in the group) should discuss the situation before any PC takes a limitation this severe and potentially disruptive. Most of these limitations affect the character’s behavior continuously and in terrible ways and so are worth 6 points.

· Compulsive Liar – The character cannot pass up an opportunity to tell a story. He will make up details about his life to impress people. He will be deceitful to everyone he knows. This character has a difficult time telling the truth, even at the expense of a comrade, or when faced with his own contradictions.

· Megalomaniac – The character thinks he is a powerful figure and is destined to rule others. He will continuously plot schemes to increase his personal power on the way to his “destiny”. These schemes might include assassination attempts, research into demonology, necromancy, astrology and blackmail attempts -- anything that will increase his personal power. People are pawns in his delusional game of power politics.

· Psychopath – This character is cold-blooded and feels it is his right to do anything to anyone at any time. This includes torture and murder. He feels he is the only being in the world with thought and emotion and others exist only for his amusement.

Physical Handicap

The character has limited physical capacity.

	Handicap
	Points

	Minor limitation, or only affects the character in rare circumstances. Much of the time, it is a nuisance and only rarely does it hamper the character to a dangerous degree.
	1-2

	Moderate limitation that affects the character continuously. It is a constant inconvenience and critical functions are made more difficult and dangerous.
	3-4

	Severe limitation that seriously affects the character’s ability to survive in his world. Something others take for granted, this character must struggle with. Very limiting.
	5-6


· Minor Limp – Character has –1” movement and overland travel is slowed. Any running or jumping test is at –2. (3 points)

· Hobbled – Character has a –2” move and running and jumping tests fail. This is a serious impediment to overland travel, causing the rate to be halved. (5 points)

· Nearsighted – Character cannot make out details at range and takes a –4 to all sight perception checks that require him to see at a distance. All missile fire is at –2. (4 points)

· Deaf – Cannot hear and communication is difficult. (6 points)

· Blind – Cannot see. (6 points)

· Migraines – Character gets terrible headaches. These can occur at the GM’s discretion, or as a guideline the PC can have a 1 in 6 chance of having a headache on a given day. The character will be at a –1 to all activity and –2 to anything requiring mental concentration. (2 points)

· Heavy Sleeper – Character has a hard time getting up, regardless of the circumstances. In a crisis, the character gets a –4 to any PER rolls to notice trouble and wake up. In addition, anyone using reasonable care will not wake the character. For the first hour after the character wakes, he is at a –1 to all action due to this grogginess. (2 points)

Quirk

The character has a small quirk that makes him memorable. This is similar to a distinctive feature, but includes mannerisms and attitudes as well as appearance. All number of minor, odious habits fall under this category. These are generally worth 1 point to a character. Behaviors that are worth more points fall into the code of honor and compulsion categories.

· Wears Red – Character likes the color red and will always dress in red if not in disguise and it is not obviously inappropriate. He will probably have a nickname like “blah The Red” or “Red” or something like that. He is easier to remember and describe.

· Bites Nails – Character bites his nails when nervous or in new social situations. This is probably a –1 or –2 to most social skills.

· Continuous Narrative – Character mutters a constant narrative of events to himself. This is generally audible to others, though it can be whispered in stealthy situations.

· Flirt – The PC loves to be around members of the opposite sex and flirts when he can. Generally, this is not a problem, but it can be when the flirtations are inappropriate (i.e. the character flirts with a married woman or a noble lady).

Special Need

The character needs a substance, ritual or event not normally required to survive. If the character is deprived of this thing, he will waste away and die.  The rarity of the substance and the speed at which the character will perish determine the points awarded. Most normal people do not have special needs. Only in certain special cases will this limitation be available to PCs. The player and GM will have to work out the special need and its value.

	Need
	Points

	The substance is common, or at least not hard to find within the time period required. It may be purchased in certain towns and villages, or is something that exists in nature. In odd circumstances, the character might have to worry about finding this substance, but it is not often a problem.
	1-2

	The time in which the character withers is reduced, making acquiring the substance more of an issue. Alternately, the substance is odd enough that it is not easily found. Perhaps it exists only in a certain locale, or can be bought in the largest cities only. The character will have to remain close to his source of material, or carry a store to be safe.
	3-4

	A severe need. If the character is away from his substance for any length of time, he starts to suffer. Alternately, the substance could be so rare, that special expeditions will have to be organized to find it. The character should be obsessed with finding and attaining this substance.
	5-6


Susceptible

The character is adversely affected by something that does not normally harm people. The damage taken is the major factor in determining the award. The substance must be common enough to be a threat. Damage can be taken in 3 ways:

1. Simple proximity to the substance is enough to do damage to the character. Every minute of game time, the GM rolls and applies damage to the susceptible character.

2. Weapons made from the substance do more damage to the character.

3. Spells and other effects that include the material will do more damage and the character will have a harder time saving.

	Effect
	Points

	Character takes 2d3 points of damage each minute. Weapons do +2 damage and spells do +2 points/die. The character gets –2 to all saves against the material.
	1-2

	Character takes 2d6 points of damage each minute. Weapons do +4 damage and spells do +4 points/die. The character gets –4 to all saves against the material..
	3-4

	Character takes 2d10 points of damage each minute. Weapons do +6 damage and spells do +6 points/die. The character gets –6 to all saves against the material.
	5-6

	The material is very rare.
	-1

	Character must be in physical contact with the material and not just in the same room.
	-1


Ugly

A special type of distinctive feature. It means that people consider the character unattractive. The character’s CHA is not affected, but all initial reactions and social skills are at –3 until the target gets to know the character. This is worth 2 points.

Unlucky

The character is inherently unlucky. This will affect him in minor ways during the game. The GM should afflict this character with minor equipment problems, misunderstandings and generally make it known that things do not go this character’s way. 

More importantly, if during the night’s gaming, this character needs to make an important roll, it will automatically fail if either the player or GM rolls a 1 or 12 on his d12. This failure will happen in an inconvenient way if both player and GMs roll 12s. If either rolls a 1, the failure is more improbable and fantastic. If both roll a 1, then it is a horrendous failure that might cause the character to be placed in serious trouble. The GM should have fun with this one.

The award for this limitation is based on the maximum number of times it can affect a character during a gaming session. Once per night is worth 4 points. Twice per night is worth 8 points. Three times is worth 12 points.

Example of Unluck: Tangent the mathematician and his companions are on board a ship fighting an undead sea captain. This captain seems to be resilient to most types of damage. However, fire seems to harm him. One of Tangent’s companions empties an oil lantern on the zombie and sets him alight. The zombie is burning, but is still dangerous. Tangent comes up with an interesting idea. He casts speed on the zombie, hoping to speed him and the rate at which he is consumed by the flames.

Tangent casts his spell and rolls a 12. His player groans… Tangent is unlucky! The GM chuckles as he rolls his die and gets a 1. Normally, this would be a great success. However, since a 12 was rolled, the unluck is triggered and the skill check automatically fails. Worse yet, a 1 appeared in the roll as well meaning that the failure was “improbable and fantastic.”

The GM has a bit of a revelation and determines that Tangent did succeed in casting his spell. Only he cast it too well and the zombie, as well as the surrounding wooden ship, is now burning out of control.

Unathletic

This character takes a -3 to all skill tests dealing with athletic ability. This includes running, jumping, climbing, swimming, and acrobatic tests. In addition, this character's overland movement rate is 75% of normal.  Unathletic is worth 2 points.

Wimpy
A character with wimpy has a low tolerance for pain. He hates to see people in pain, and cannot stand to have it inflicted on him. Such a character will take a -2 to all TOU rolls that deal with unconsciousness, or wounding. In addition, he is more easily wounded and for the purposes of determining if a wound effect occurs, the wimpy character is treated as though he has 8 less hit points than he actually does. Finally, this character takes a -4 to all interrogation checks.  Wimpy is worth 4 points.

Equipment and Money

The following section lists some equipment found in the World of Bostonia, as well as a basic explanation of the monetary system.

Money in Bostonia

The standard currency in Bostonia is the silver penny or coin. In addition, copper Bits are minted and are valued at 1/10 of a coin. Gold crowns are worth 20 pennies. For very large purchases, precious metal ingots or bank notes can be valued and traded. 

In general, a laborer working in a city can expect to earn between 1-2p each day. Likewise, his food, clothing and housing will probably cost him about half that much. Much of the remainder goes to consumables like coal, lamp oil and the occasional luxury or tool. Savings is almost nil.

Prices are listed in pennies or bits. Mixed coin prices are listed as 2&3p5. This means the price is 2 crowns, 3 pennies and 5 bits. This is not done in this list, though it is common notation in the world at large.

Starting Equipment

Determining what equipment with which a character starts the game is a matter of the game in question, as well as the GM’s preference. For that reason, these rules do not include hard and fast rules for starting money and equipment. Instead, here are a few guidelines based on my own games.

Quite simply, I allow starting player characters a “reasonable” list of equipment and a meager amount of starting cash. The definition of reasonable generally means a character can take a suit of light armor (defense 1-3), one of each weapon for which the character has a skill and a selection of equipment from the list. The miscellaneous equipment chosen should be limited to what the character could carry. The starting cash is on the order of 10-200 (1d20x10 or 3d6x10) silver coins.

Obviously, this could be very different based on the character concept and the game being run. Often, if a character wants to play a rich playboy turned adventurer, I will discuss it and try to determine whether it will disrupt my plans for the campaign. If the answer is “no”, then I will try to accommodate the player’s request. Likewise, if the player wants his character to start out destitute, then that can be done as well. Determine what fits the campaign and players – that is the only real rule.


Equipment List

Common Adventuring Equipment

	Backpack
	8 p
	

	Bedroll
	10 p
	

	Belt Pouch, Large
	6 p
	

	Belt Pouch, Small
	25 b
	

	Blanket, Wool/Rough
	2 p
	

	Blanket, Cotton/Nice
	8 p
	

	Blanket, Silk/Fine
	25 p
	

	Candle
	4 b
	Lasts 6 hours, enough light to read by

	Chalk, 10 pieces
	6 b
	

	Cooking Pot, Small
	2 p
	Can cook for 1-2 people

	Cooking Pot, Large
	4 p
	Can cook for 4-8 people

	Cooking Utensils, Metal
	9 p
	

	Cooking Utensils, Wooden
	3 p
	

	Flint and Steel
	1 p
	45% chance of striking flame on dry tinder

	Flask, Large Metal
	8 p
	

	Framepack
	14 p
	

	Hammer, Utility
	6 p
	

	Hammer, Sledge
	9 p
	

	Hammock
	2 p
	

	Iron Spike
	4 b
	

	Knife, Utility
	5 p
	

	Lamp Oil
	1 p
	1 vial lasts about 3 hours

	Lantern, Regular
	10 p
	15 m radius

	Lantern, Shuttered
	17 p
	15 m radius

	Matches, 12
	5 p
	75% chance of striking flame on dry tinder

	Mirror, Polished Metal
	10 p
	

	Mirror, Silver
	20 p
	

	Plank, Wooden 2m
	2 p
	

	Pickaxe
	15 p
	

	Pole, Iron 3m
	4 p
	

	Quiver
	5 p
	20 arrow capacity

	Rope, 15m
	2 p
	

	Sack, Small
	5 b
	

	Sack, Large
	2 p
	

	Scabbard, Fine
	25 p
	

	Scabbard, Masterwork
	70 p
	+1 to fast draw attempts

	Scabbard, Regular
	10 p
	

	Scroll Case, Regular
	10 p
	85% chance of soaking contents if immersed

	Scroll Case, Water Resistant
	35 p
	15% chance of soaking contents if immersed

	Sharpening Stone
	7 b
	

	Shovel
	8 p
	

	Tarp
	6 b
	

	Tent, 2 Person
	6 p
	

	Tent, 4 Person
	12 p
	

	Tent, 8 Person
	20 p
	

	Tinderbox
	2 p
	85% chance of soaking contents if immersed

	Tinderbox, Water Resistant
	10 p
	15% chance of soaking contents if immersed

	Torch, 6
	2 p
	6 m radius, lasts about 1 hour

	Twine, 30m
	8 b
	

	Vial, Glass
	12 p
	Alchemically inert

	Wineskin
	2 p
	


Clothing

	Belt, Ornate
	5 p
	

	Belt, Plain
	3 b
	

	Belt, Weapon
	8 b
	

	Boots, Dress
	8 p
	

	Boots, Traveling
	15 b
	

	Boots, Work
	3 p
	

	Chemise, Common
	8 b
	Shirt; rough cloth; plain

	Chemise, Fine
	7 p
	Shirt; fine, light cloth

	Chemise, Heavy
	16 b
	More suited to cold climates

	Cloak, Fur, Common
	15 b
	Beaver fur

	Cloak, Fur, Uncommon
	8 p
	Fox fur

	Cloak, Regular
	5 b
	Rough cloth

	Clogs
	5 p
	

	Coat, Fur, Common
	8 p
	

	Coat, Fur, Uncommon
	60 p
	

	Coat, Cloth
	3 p
	

	Gloves, Cloth
	4 b
	

	Gloves, Leather
	3 p
	

	Harness
	1 p
	

	Hat
	6 b
	

	Hood
	4 b
	

	Hose
	3 b
	

	Leggings, Thick
	8 b
	

	Padded Undercoat
	12 b
	

	Pants, Common
	6 b
	Shirt; rough cloth; plain

	Pants, Fine
	5 p
	Shirt; fine, light cloth

	Pants, Heavy
	12 b
	More suited to cold climates

	Sandals
	3 b
	

	Scarf
	2 b
	

	Surcoat
	1 p
	

	Suspenders
	5 b
	

	Tunic, Common
	4 b
	

	Tunic, Heavy
	16 b
	

	Veil
	3 b
	


Luxury Goods

	Brush, Writing
	6 p
	

	Comb, Bone
	5 p
	

	Comb, Silver
	12 p
	

	Druth, Flavored
	5 b
	

	Druth, Unflavored
	2 b
	

	Hourglass
	30 p
	

	Ink, 1 vial
	1 p
	

	Oil, Perfumed, 1 vial
	15 p
	

	Paper, Cheap
	2 b
	

	Paper, Fine
	6 b
	

	Paper, Smoking, 12 smokes
	2 b
	

	Perfume, 1 vial
	25 p
	

	Pipe, Corn Cob
	2 p
	

	Pipe, Wooden
	6 p
	

	Quill Pen
	10 p
	

	Seeing Lens
	50 p
	Magnifying glass, gives +1 PER checks for small detail

	Soap, 1 Bar
	8 b
	About 10 washes

	Sponge
	2 p
	

	Sundial
	20 p
	

	Tobacco, Exotic, 12 smokes
	4 p
	

	Tobacco, Exotic, 12 smokes
	8 b
	


Food

	Ale, Common
	1 b
	Per glass

	Ale, Fine
	2 b
	Per glass

	Food, Cold Meal
	3 b
	

	Food, Hot Meal
	6 b
	

	Groceries, 1 Day
	5 b
	Per person

	Spices, Common
	4 b
	

	Spices, Exotic
	2 p
	

	Trail Rations, 1 Day
	1 p
	Per person

	Whiskey, Common
	3 b
	Per shot

	Whiskey, Fine
	5 p
	Per shot

	Whiskey, Uncommon
	9 b
	Per shot

	Wine, Common
	4 b
	Per glass

	Wine, Fine
	5 p
	Per glass

	Wine, Uncommon
	1 p
	Per glass


Lodging

	Apartment, 1 Month
	20 p
	

	Lodging, Common Room, 1 Night
	5 b
	

	Lodging, Fine Room
	4 p
	

	Lodging, Single Room
	2 p
	


Services

	Alchemy, Potion Analysis
	40 p
	Regardless of success, might use 1 dose

	Animal Trainer, Training
	5 p/day
	Takes 1 week – 1 month

	Armorer, Repair
	Varies
	5%-20% of original armor cost

	Bard/Entertainer
	Varies
	

	Bounty Hunter
	Varies
	

	Cartographer
	6 p/day
	

	Guide
	2-4 p/day + food
	

	Historian
	Varies
	5p for simple questions and 3p/day for research

	Lawyer
	3 p/day
	

	Mage, Artifact/Rune Analysis
	50-100 p/day
	

	Physician, Diagnosis
	25 p
	

	Physician, Healing
	25 p
	

	Physician, Surgery
	50 p
	To cure wound damage

	Prostitute
	5 b - 10 p
	

	Sage
	Varies
	Similar to historian

	Sailor
	1-3 p/day
	Food and lodging is also usually included

	Scribe
	3 p/day
	

	Soldier/Guard
	2-5 p/day
	Food and lodging is also usually included

	Sign painter
	5 p/sign
	More for larger signs

	Teamster/Driver
	2 p/day
	

	Town Crier
	2 p/day
	

	Tracker
	3 p/day
	Food in addition


Medical Equipment

	Alcohol, 1 liter
	15 p
	

	Anesthesia, Crude
	5 p
	Per application

	Anesthesia, Fine
	35 p
	Per application

	Bandages, 10
	1 p
	Bleached

	Leeches
	7 p
	Live for 3-6 months

	Medicinal Elixirs
	5 p
	1 week for 1 patient, of varying effectiveness

	Needle
	3 p
	

	Plaster
	10 p
	Per application

	Saw
	5 p
	

	Scalpel
	25 p
	

	Surgical Tools, Crude
	300 p
	-1 to surgery attempts

	Surgical Tools, Fine
	750 p
	

	Surgical Tools, Masterwork
	1200 p
	+1 to surgery attempts

	Thread
	4 b
	


Uncommon Equipment

	Clamp
	20 p
	

	Drill, Fine
	100 p
	Thin and precise

	Drill, Normal
	25 p
	

	Lockpick, Fine
	50 p
	Hard to break; break on a roll of 1 on attempt

	Lockpick, Masterwork
	250 p
	+1 to Lockpick attempts

	Lockpick, Normal
	20 p
	Break on a roll of 1 or 2 on pick attempt

	Mirror, mounted
	25 p
	Silver mirror mounted on crooked metal handle

	Pliers
	12 p
	

	Snips, Fine
	20 p
	Thin and precise

	Snips, Heave
	6 p
	

	Wire, Copper, 1/3 meter
	5 b
	

	Wire, Copper, Spool
	10 p
	


Weapons

Weapon Statistics

Accuracy

Accuracy modifies the attacker’s weapon skill when he swings a weapon in melee combat. Add the accuracy listed for the weapon to your character’s attack skill when you strike with this weapon.

Throw

Throw modifies the attacker’s thrown weapon skill when he throws this weapon in combat. Weapons with no entry in the throw column cannot be thrown.

Leverage/Damage

Leverage indicates which die to roll for damage when attacking with this weapon. Damage is generally the attacker’s STR die added to the leverage die for his weapon. Bows and arrows do not have a leverage entry. Instead, they have a damage entry. Missile damage is generally calculated by adding the weapon’s damage to the projectile’s damage. See the section titled Ranged Combat for details.

Parry

Parry modifies the parry skill of the defender when he parries with this weapon in melee combat. Add the parry modifier to your character’s parry skill when you defend with this weapon.

Initiative

Initiative measures the attack speed of the weapon and modifies the combatant’s initiative roll when using this weapon in combat.

Length

Indicates the relative length of the weapon. Weapons are listed as short (S), medium (M), long (L) and 2 hexes (L2).

Durability

This is the amount of damage a weapon can take before breaking. A weapon or piece of armor that is reduced to zero durability is destroyed. Weapons that are subjected to water, banging, prying or other adverse conditions can have their durability reduced at the GM’s discretion.

Strength Min

Every weapon has a minimum STR score required for effective use. Characters who do not have the required STR can still wield the weapon, but suffer a –2 accuracy, -2 parry and a –2 die step to leverage. Characters who are 4 or more below the required STR cannot use the weapon in combat.

Example of STR Min Penalties: Parsons the scholar is used to wielding a short sword with his 8 STR. His sword attack and parry skills are both 10. When forced to pick up a long sword, Parsons fights with an attack and parry skill of 8 (ignoring the long sword’s bonuses) and does 1d4+1d6 damage. Compare this to his values with a short sword. With a short sword, Parsons has an attack and parry of 10 and does 1d4+1d8 damage.

Range

Each ranged weapon has a set of ranges listed in hexes.

Example of Range Listings: A light bow has its ranges listed as 4/15/25/45. This means that from 0-4 hexes is point blank range; from 5-15 is short range; 16-25 is medium range and 26-45 is long range. Anything more than 45 hexes is considered extreme range for this weapon.

Thrown axes and knives generally have ranges of 2/5/9/14. Spears and javelins have 3/7/12/20.

Cost

This is the cost of the weapon in Bostonian pennies.

Weapon List

Short Blades

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Boot Knife
	+1
	-1
	1d4
	-1
	+1
	S
	6
	3
	7p
	

	Dagger
	+1
	-1
	1d6
	0
	+1
	S
	6
	5
	15p
	

	Fencing Dagger
	0
	n/a
	1d6
	+1
	+1
	S
	8
	5
	30p
	large, hilted dagger

	Stiletto
	0
	-1
	1d4
	0
	+1
	S
	6
	4
	40p
	+2 damage vs. armor

	Throwing Knife
	+1
	+1
	1d4
	-1
	+1
	S
	4
	3
	10p
	

	Throwing Dagger
	+1
	0
	1d6
	0
	+1
	S
	6
	5
	20p
	


Long Blades

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Short Sword
	+1
	n/a
	1d8
	+1
	0
	M
	8
	6
	30p
	

	Fencing Rapier
	+1
	n/a
	1d8
	+2
	0
	M
	6
	7
	75p
	thrusting weapon

	Pirate Cutlass
	0
	n/a
	1d10
	+1
	0
	M
	8
	9
	50p
	single edged blade

	Long Sword
	+1
	n/a
	1d10
	0
	0
	M
	10
	9
	50p
	


Maces and Hammers

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Mace
	0
	n/a
	1d8+1
	0
	0
	M
	10
	7
	35p
	

	War Mace
	0
	n/a
	1d10+1
	0
	0
	M
	12
	10
	50p
	

	Hammer
	0
	-2
	1d8+1
	0
	0
	M
	10
	7
	35p
	

	War Hammer
	0
	n/a
	1d10+1
	0
	0
	M
	12
	10
	50p
	

	Throwing Hammer
	0
	0
	1d6+1
	0
	+1
	S
	8
	6
	25p
	


Axes and Picks

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Hatchet
	0
	-2
	1d6
	-1
	+1
	S
	8
	5
	20p
	small utility axe

	Axe
	0
	-2
	1d10
	0
	0
	M
	8
	10
	50p
	

	War Axe
	0
	n/a
	1d12
	0
	-1
	M
	10
	12
	90p
	

	Throwing Axe
	0
	0
	1d8
	0
	0
	M
	6
	8
	35p
	

	Throwing Hatchet
	0
	+1
	1d6
	-1
	+1
	S
	6
	6
	25p
	

	Pick
	0
	n/a
	1d8
	0
	0
	M
	8
	7
	30p
	+2 damage vs. armor

	Heavy Pick
	0
	n/a
	1d10
	0
	0
	M
	10
	11
	70p
	+2 damage vs. armor


Flail and Chain Weapons

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Light Flail
	+1
	n/a
	1d8
	-1
	0
	M
	8
	7
	40p
	flail maneuver.

	Morning Star
	+1
	n/a
	1d10
	-1
	0
	M
	8
	10
	50p
	flail maneuver.

	War Flail
	+1
	n/a
	1d10+1
	-1
	0
	M
	10
	13
	75p
	flail maneuver.

	Bladed Flail
	+1
	n/a
	1d12
	-1
	0
	M
	10
	13
	90p
	flail maneuver.


Nets

	Weapon
	Acc
	Throw
	Parry
	Init
	Range
	Dur
	Str
	Cost
	Notes

	Weighted Net
	n/a
	0
	-2
	-2
	2/4/-/-
	4
	9
	60p
	Entangles opponents on a hit. STR or AGI vs. DL 16 to escape.


Two-Handed Weapons

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Great Sword
	+1
	n/a
	1d12
	0
	-1
	M
	10
	13
	100p
	2-H

	Battle Axe
	0
	n/a
	1d16
	-1
	-1
	M
	12
	15
	130p
	2-H

	Maul
	-1
	n/a
	1d12+2
	-1
	-1
	M
	16
	14
	80p
	2-H

	Great Mace
	0
	n/a
	1d12+1
	-1
	-1
	M
	14
	13
	100p
	2-H


Pole Arms

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Short Spear
	-1
	0
	1d10
	0
	-1
	L
	8
	9
	30p
	

	Long Spear
	-1
	n/a
	1d12
	-1
	-1
	L2
	10
	11
	40p
	

	Pole Axe
	0
	n/a
	1d10
	0
	-1
	L
	8
	9
	50p
	

	Halberd
	-1
	n/a
	1d12
	-1
	-1
	L2
	10
	13
	65p
	

	Battle Scythe
	0
	n/a
	1d12
	-1
	-1
	L
	6
	12
	60p
	

	Throwing Spear
	-1
	+1
	1d8
	0
	-1
	L
	6
	7
	30p
	


Staves

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Quarterstaff
	+1
	n/a
	1d6 N
	+2
	0
	L
	6
	5
	20p
	2-H

	Heavy Staff
	+1
	n/a
	1d8 N
	+1
	0
	L
	8
	5
	25p
	2-H

	Long Staff
	+1
	n/a
	1d6+1 N
	0
	-1
	L2
	8
	7
	30p
	2-H


Unarmed and Improvisational Weapons

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Small Club
	0
	n/a
	1d3 N
	0
	0
	M
	4
	3
	n/a
	Stick

	Club
	0
	n/a
	1d4 N
	0
	0
	M
	4
	5
	n/a
	chair leg,

	Heavy Club
	0
	n/a
	1d6 N
	0
	0
	M
	6
	6
	n/a
	big club

	Small Furniture
	-2
	-2
	1d6 N
	+1
	-1
	M
	4
	6
	n/a
	chair, stool

	Large Furniture
	-3
	n/a
	1d8 N
	+2
	-2
	L
	6
	8
	n/a
	2-H, table, bench

	Bottle
	-1
	-1
	1d3 N
	-2
	+1
	S
	2
	3
	n/a
	

	Broken Bottle
	-1
	n/a
	1d3 K
	-2
	+1
	S
	2
	3
	n/a
	

	Small Rock
	-1
	0
	1d4 N
	n/a
	+1
	S
	4
	3
	n/a
	

	Rock
	-1
	-2
	1d6 N
	-2
	0
	S
	4
	7
	n/a
	

	Big Rock
	-2
	n/a
	1d8 N
	-2
	-1
	S
	6
	12
	n/a
	2-H

	Small Boulder
	-3
	n/a
	1d10 N
	-1
	-2
	M
	8
	16
	n/a
	2-H


Shields

	Weapon
	Acc
	Throw
	Lev
	Parry
	Init
	Len
	Dur
	Str
	Cost
	Notes

	Target or Buckler
	0
	n/a
	1d3 N
	0
	0
	n/a
	8
	6
	25p
	small shield

	Round or Flatiron
	0
	n/a
	1d4 N
	+1
	0
	n/a
	10
	8
	40p
	medium shield

	Tower or Kite
	0
	n/a
	1d6 N
	+2
	0
	n/a
	12
	11
	65p
	large shield


Missile Weapons

	Weapon
	Acc
	Dmg
	Init
	Dur
	Str
	Range
	Cost
	Notes

	Sling
	0
	STR–1 die
	-2
	4
	3
	3/10/18/26
	10p
	

	Staff Sling
	0
	STR die
	-2
	6
	4
	3/14/24/40
	20p
	Can wield as a short staff

	Light  Bow
	+1
	1d6
	-2
	10
	6
	4/15/25/45
	40p
	

	Heavy Bow
	+1
	1d8
	-2
	8
	8
	5/20/35/60
	60p
	

	Paladine Bow
	+1
	1d10
	-2
	10
	9
	5/25/40/70
	120p
	

	Druid Crossbow
	+1
	1d10+1
	-2
	8
	9
	10/25/45/75
	200p
	full phase to load


Arrows and Other Projectiles

	Weapon
	Acc
	Dmg
	Cost
	Notes

	Sling Stone
	-1
	1d6 K
	free
	small rock

	Lead Shot
	0
	1d6 K
	2b
	

	Heavy Shot
	0
	1d6+1 K
	4b
	

	Makeshift Arrow
	-1
	1d6
	free
	flint or horn arrowhead

	Hunting Arrow
	+1
	1d6
	7b
	

	Standard Arrow
	0
	1d8
	5b
	

	Heavy Arrow
	-1
	1d10
	7b
	heavy armor piercing arrowhead

	Crossbow Bolt
	0
	1d10
	n/a
	Druid’s crossbow bolt


Armor

Armor protects characters by reducing the amount of damage they take from a successful hit. Any damage taken by a character is reduced by the armor value of any armor he is wearing on the location struck. Damage that gets through the armor is taken from the character’s hit points.

Armor Value

This is the capability of the armor to absorb damage. All damage taken is reduced by the armor value worn on the affected hit location.

Locations

Each piece of armor covers a set of hit locations.

Encumbrance

Armor is heavy and bulky and slows its wearer down. Each piece of armor has an encumbrance value. A character’s total encumbrance is found by adding all the encumbrance scores of all the pieces of armor he is wearing. If a character’s total encumbrance is high enough, he may suffer penalties to his initiative, defenses, attacks and athletic skills.

Encumbrance Modifier Due to Strength

Characters with exceptional STR may have a modifier to their total encumbrance. This modifier is listed in the STR chart (see Strength) and takes the form of a multiplier. Once a character’s total encumbrance is determined, it is multiplied by the encumbrance multiplier on the STR chart. The final encumbrance value is used on the chart below.

Encumbrance Penalties

	Enc. Total
	INI
	Action
	DEF
	Attack
	Move

	0-24
	0
	0
	0
	0
	0

	25-35
	-1
	-1
	0
	0
	0

	36-45
	-2
	-2
	-1
	0
	-1

	46-55
	-2
	-4
	-2
	-1
	-1

	56-65
	-3
	-6
	-3
	-1
	-2

	66-75
	-3
	-8
	-4
	-2
	-2

	76 or more
	-4
	-10
	-5
	-3
	-3


The INI penalty reduces a character’s initiative rolls. The action penalty refers to every athletic skill such as running, jumping, swimming, climbing and acrobatics. The attack and defense penalties apply to all such combat rolls made by the encumbered character.

Equipment Encumbrance

Adventuring equipment has weight and bulk. Lugging around a bedroll and several days of food can be as tiring as wearing chain mail. However, keeping track of an encumbrance value for each piece of equipment is tedious. Instead of tallying encumbrance for each item a character holds in his inventory, the GM should assign the character’s pack an encumbrance value. If he acts with his pack on his back, he suffers the penalties of the additional weight. It takes between 1-4 rounds to remove a typical pack.

Equipment Encumbrance

	Pack
	Added Enc.

	Light Pack: Travels with little food, no bedroll. Only the barest essentials.
	10

	Standard Pack: Bedroll, about a week or so of food. Some standard gear.
	20

	Heavy Pack: Food, bedroll and loaded with treasure and adventuring items. This character carries torches, iron spikes and poles. A walking general store.
	30


In addition, the GM might assign encumbrance values to items that he deems to be exceptionally heavy and bulky. Large tomes, lead statues, coin-laden chests and other heavy or bulky items may be assigned encumbrance. Remember, the goal is not to assign a number to each piece of equipment – only those that are particularly difficult to carry.

Encumbrance Example: Navik the Steadfast is wearing an assortment of armor. He has a Hard Leather Helmet (enc 3), a Leather Jerkin (enc 12), studded arm and leg greaves (enc 9) and leather boots (enc 2). This is a total of 26. In addition to his armor, Navik carries a pack with some rope, torches, a couple blankets and food for 8 days. The GM rules that this is a standard pack and that adds 20 to Navik’s encumbrance total, taking him to 46.

Looking on the chart, we can see that if Navik must act with his pack, he will suffer a –2 to his initiative, a –4 to all athletic actions, a –2 to his defenses and a –1 to his attacks. However, if he can drop the pack, his penalties drop to a –1 initiative and –1 to his athletic actions.

Another Encumbrance Example: Bretan Baskerton has a STR of 18. After calculating his total encumbrance for all of his armor and equipment, he has an encumbrance of 63. His STR score multiplies this by 0.8 which leaves him with a total of 50.4. Comparing the two totals on the chart, we can see that Bretan’s STR has reduced his penalty for being encumbered.


Armor List

Please note the armor here is somewhat “light” when compared to that found in many other fantasy games. This is deliberate and meant to keep to the tradition of fantasy novels where you rarely see adventurers roaming the land in plate mail. Also, less armor keeps combats quick and deadly. GMs who want heavier armor for their characters could easily create their own scale mail, banded mail and plate mail with armor values of 6-10. The armor listed below is what is commonly found in the land of Bostonia.

Helmets

	Armor
	AV
	Locations
	Enc
	Dur
	Cost
	Notes

	Cloth Cap or Hood
	1
	1
	1
	4
	3p
	

	Leather Skullcap
	2
	1
	2
	4
	8p
	

	Hard Leather Helmet
	3
	1
	3
	6
	15p
	

	Hard Leather Head Covering
	3
	1-2
	6
	6
	30p
	

	Ring Head Covering
	4
	1-2
	10
	10
	60p
	

	Chain Head Covering
	5
	1-2
	12
	12
	120p
	


Chest Pieces

	Armor
	AV
	Locations
	Enc
	Dur
	Cost
	Notes

	Padded Cloth Jerkin
	1
	2, 5-9
	6
	4
	18p
	

	Padded Cloth Shirt
	1
	2-3, 5-9
	7
	4
	21p
	

	Leather Jerkin
	2
	2, 5-9
	12
	4
	48p
	

	Leather “Shirt”
	2
	2-3, 5-9
	14
	4
	56p
	

	Studded Leather Jerkin
	3
	2, 5-9
	18
	6
	90p
	

	Studded Vest
	3
	2, 5-7
	12
	6
	60p
	

	Ring Jerkin
	4
	2, 5-9
	30
	10
	180p
	

	Ring Long Jerkin
	4
	2, 5-10
	35
	10
	210p
	

	Chain Vest
	5
	2, 5-7
	24
	12
	240p
	

	Chain Breastplate
	5
	2, 5-9
	36
	12
	360p
	


Gloves and Arm Pieces

	Armor
	AV
	Locations
	Enc
	Dur
	Cost
	Notes

	Cloth Gloves
	1
	4
	1
	4
	3p
	

	Leather Gloves
	2
	4
	2
	4
	8p
	

	Reinforced Leather Gloves
	3
	4
	3
	6
	15p
	

	Ring Gloves
	4
	4
	4
	10
	30p
	

	Leather Arm Greaves
	2
	3
	2
	4
	8p
	

	Studded Arm Greaves
	3
	3
	3
	6
	15p
	

	Ring Greaves
	4
	3
	5
	10
	30p
	

	Chain Greaves
	5
	3
	6
	12
	60p
	


Boots and Leg Pieces

	Armor
	AV
	Locations
	Enc
	Dur
	Cost
	Notes

	Walking Shoes
	1
	12
	1
	4
	3p
	

	Leather Boots
	2
	12
	2
	4
	8p
	

	Long Boots
	2
	11-12
	4
	4
	16p
	

	Hard Leather Boots
	3
	12
	3
	6
	15p
	

	Leather Pants
	2
	10-11
	4
	4
	16p
	

	Studded Leg Greaves
	3
	10-11
	6
	6
	30p
	

	Ring Skirt
	4
	8-11
	20
	10
	120p
	

	Chain Leg Greaves
	5
	10-11
	12
	12
	120p
	


Optional Rules

This section contains optional rules for the character generation process. These rules are optional because they are not critical to the game, deal with matters of gaming preferences and may cause game balance issues. Consult your GM to determine whether any of these rules are being used.

Attribute Allocation

Runebearer uses random generation of attributes. This is an arbitrary choice. Many people prefer to have total control over their character’s scores. If the GM allows, the players can use one of the following methods to obtain their primary stats.

The first method is to roll 40d6-40 to generate a number of attribute points. The player is then free to distribute these points wherever they see fit. This method generates the same average for attributes as the original random method. In general, expect that players will be more extreme, with high stats in the places that matter and low stats elsewhere.

If 40d6-40 seems like a lot of dice to roll, then 30d6 will generate an average very close (actually it gives 5 extra points on average). If you want to generate characters that are better or worse than the “default” method produces, then either change the number of dice, or modify the constant. For example, 40d6-20 will produce characters that are good in all of their important attributes.

The second method is for the GM to assign a number of points that all players will use for their character’s attributes. The player can then assign these points as they see fit. 100 points will produce average characters. 120 points produces characters that are good in all of their important attributes. 140 points produces great characters with high stats and skill levels.

Swapping Attributes

GMs may allow players to trade their rolled scores at a rate of 2 to 1. Thus one attribute can be reduced by 2 points to raise another attribute by one point. No attribute can be lowered below a score of 8 by this method.

New Templates

Creating new templates is simple. Each template gets 60 buy points. Choose a list of skills and abilities that total about half of that. The remainder is listed as buy points that the players can use to customize the character. Templates have no special rules or cost bonuses. They exist so that the GM can enforce the continuity of his game world and to promote character niches in a party.

No Templates

It is possible to create characters using no templates at all. Each character gets 60 buy points and can then purchase skills and template abilities as they see fit. The GM should approve of each character’s concept and purchased skills and abilities to make sure they fit his sense of the game world and balance. 
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