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WHY A NEW VERSION OF ARDUIN?

Arduin first debuted in the mid-1970s. In the years since it was updated many times by David Hatgrave via
the Arduin Grimoires. When he passed away in 1988, a coterie of his friends and fans held high the standard
of Arduin and worked to make his vision reality. Something that happened in the early 1990’s with the
publication of the Compleat Arduin. In the more than 15 years since Arduin was last updated, fans have sent
in feedback and posted even more to the internet. They grabbed us at conventions and listed changes they
wanted to see. They clamored for change, asking for 2 game system that aligned all the previous .Arduin game
systems into one and married it to the world that drew us all in the first place. Our response was to retool
Arduin from the ground up and incorporate the flavor and strength of the old.

If you ate expetriencing Arduin for the first time, we welcome you to a daring new ride. The rabbit
hole is deep and its inhabitants are something you’ve never dreamed. If you are an old fan, welcome back to
Arduin.  She’s gone through some changes but she’s just as beautiful and darling as before and just as a
treacherous and dangerous as you remember.
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INTRODUCTION

This is Arduin Eternal, the latest incarnation of a
dream that began over 35 years ago. In its past,
Arduin has broken the accepted rules of the genre
time and time again to shake up the role playing field,
and in Arduin Eternal, takes that fateful step once
more.

More than anything, Arduin Eternal is a game of
imagination and story telling, one where you are
everything your dreams tell you that you are and more
than you can imagine.

WHAT IS ARDUIN ETERNAL?

Arduin Eternal is a powerful and flexible role playing
game. At Emperor's Choice, we have done our best
to produce a rich, varied, and detailed game that tells
the glotious and gore-filled tale of Arduin. At the
same time, Arduin Eternal i1s a flexible system which
can be adapted to many different campaigns or
settings. With Arduin Etemnal, the legacy begun by
David Hargrave is carned on!

WHAT IS ROLE PLAYING?

At its simplest, role-playing i1s a structured game of
make-believe. Imagine a game that is not unlike the
games of cops-and-robbers or cowboys-and-
indians you played as a child...but with rules to help
determine what happens (and therefore avoid the
inevitable "I shot you!" "No, you didn't!").

In a role-playing game, you take on a
persona, a personality that you have created. This
persona is referred to as your character, or player
character (PC). You take the role of your character,
deciding-what he or she-does and thinks. Each player
in the group will have his or her own player character;
typically, these characters will cooperate to achieve
some common goal. The other people and enuties in
the game are acted out by another real person known
as a game master (or GM). The GM controls the
world apart from the player characters. He or she
plays the roles of the mynad characters the players
meet: the townsfolk with whom they talk, the allies
with whom they cooperate, and the enemies and
monsters they struggle to overcome. While the story
is directed by the GM, the PCs are the focus of the
tale, taking on the roles of heroes, villains, or folk
somewhere in-between Everyone playing helps build
the story as the PCs seek adventure, fame, glory,
wealth, or just try to stay alive in a dog-eat-dog world.

In many ways the tales are theatrical productions of
imagination, told jointdy by everyone involved. The
script, however, 1s impromptu, and the dialogue and
scenes are crafted on the fly! The GM crafts the
framework of the tale, but the decisions and choices
of the players shape the history of the tale, and, like
our own lives, impact the future and the world around
them.

WHAT IS A CHARACTER (PC)?

The persona you craft and play out to interact with
the game world 1s your character. You portray their
actons: descrbe what they do, how they feel, or when
they act. Each character has specific strengths and
weaknesses; the game's mechanics help define these,
telling you how strong, smart, and skilled your
character is in any given area.

For the ease of use, Arduin Eternal has prebuilt
skills, cultures, professions, and races. These assist the
new player in building the underpinnings of a
character, and come with their own individual
strengths, focuses, unique abilities, and, above all,
diversity.

The character sheet is the home for all this
information and other things. One is provided with
this volume, or you can go to htp://
www.empcho.com to download a free one as well.
While you are there, you might as well pick up some
of the other great tools we have as well.

WHAT IS A GAME MASTER (GM)?

The game master is the facilitator of the game, the
director of the story and acts very much like one; and
of course, the main writer. The GM builds the world
the PCs adventure in and must be comfortable being
the center of the world for the players. Building plots,
generating interest, and providing flexible storylines is
just some of the many talents 2 GM should possess.
The GM portrays all the non-player characters
(INPCs) the PCs meet and interact with duning their
adventurng. The GM also looks ahead to see where
the story ts going, and adjusts or changes the
background scopt to accommodate. The GM also
adjudicates the rules and enforces them. Players, in
contrast, need only worry about their own characters!
Acting as GM can be challenging, but i1s rewarding
and fun.
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PLAYING THE GAME

Arduin Eternal uses a very basic mechanic in its

system to handle acuons. When you attempt

anything, any action or to derive outcomes from

actions taken, Arduin Eternal has you roll two ten-

sided dice to find a value between one and one-

hundred (d100). Maintaining this integral rule keeps

game play fast paced and easy. So, any action follows

this golden rule:

¢ Roll d100

® Add any bonuses or modifiers

e Compare the results to a Target Difficulty (TD).
If the result equals or exceeds this value then you
succeed. If the value is lower than the TD then
you fail.

RULES, RULES, RULES

You don’t have to memorize the rules in this book to
play. Once you grasp the basics, start playing! If you
run into a snag, fall back on your basics, keep playing
and have fun. Clarfy problems or questions later, if
possible. If you must handle them in game play, do
so as quickly as possible and get back to having fun!

If you need to find information quickly, use the
table of contents at the front of the book. They will
allow you to quickly reference the chapters and
information you need Arduin Etemal has its fair
amount of acronyms and gamer jargon. Don’t be
daunted by it. Once you learn it you won’t know how
to speak without it!

WHAT YOU NEED TO PLAY

You will need the following for Arduin Eternal.

¢ Imagination. No, really, imagination is the poimary
ingredient for everything and without it you might
as well just return this book and go home to watch
TV or play on your computer.

e This book and the Arduin Bestiary rulebook. In
fact, it would be handy but not necessary, for each
player to have the Arduin Etemal book. Oh, and
a World of Khaas book too.

® A copy of the character sheet from this book for
each player. See copy permission front of book.

e Dice. You will want several ten-sided (d10) dice
and a vanety of four-sided (d4), six-sided (d6),
eight-sided (d8), twelve-sided (d12) and twenty-
sided (d20) dice as well.

® Pencils, scrap paper and anything you need to take
notes and track events duning game play.

HANDY DICE NOTES

While Arduin Eternal uses d10 as its paimary dice it
also uses other dice too. You will see references to
d4, d12 and other dice as well as multiples of each.
When you see expressions such as 3d10 or 5d12+5,
you should reach them as roll three ten-sided dice or
roll five twelve sided dice and add five to the result.
Simply said, the first number gives the amount of that
dice to roll, the number following the “d” gives the
dice type, and any value immediately after is the
amount to add to or subtract from the result.

WHAT’S A PERSON TO DO?

You, as your character, can do anything your happy
imagination will let you. The GM, as previously
descrbed, will set the scene and within it you can do
whatever seems approprate (or not) and interact with
others as you see fit. If confronted by a bullying
dandy whose condescending attitude bothers you, you
can return the favor with a dazzling display of wit.
When the Amarydion priestess you ate facing cracks
the ground open at your feet, you can leap across the
cracked earth and introduce her to the hammer in
your left hand. When the sutly but rich dressed men
at the table next to you in the Ruby Rifleman drinking
house in Talismondé start talking about the gold they
found in the Howling Tower, feel free to eavesdrop.

You can do any or all of these things by just
telling your GM. He or she, in turn, may require that
you make an appropniate skill or check using the base
d100 mechanic.

Making checks follow the same mechanic
previously described: roll a d100, add modifiets and
then compare it to a given TD.

CRITICAL SUCCESS OR FAILURE

Most rolls in Arduin Eternal have a chance for
wondrous success and dismal failure. Rolls that have
this chance always list a Fumble and Critical value.
For a Fumble, if you roll this unmodified number or
less on the d100 roll'you suffer a dismal failure. For a
Critical, you must roll the given unmodified number
or higher on the d100 roll. When you roll either of
these, consult the appropnate tables (see GM
Assistance to see what results thereof.

ACTING OUT THE RESULTS

The GM sets the scene and puts events in motion. Its
your job to employ your character and decide what
they like and don’t like, how they will interact with
others, feel fear, pain and act in a mynad of other
situations. Consider how you will respond. Decide

=



whether you will speak like your character (“I stand
tall and pull forth my blade, raising it to the heavens
in a quick prayer before plunging forward into
battle.”) or narrate what you do and the results
thereof (“Wildren charges into battle”). Neither 1s
better than the other and you will find the balance
between the two that suits your style of play best.

Arduin lives in your imagination but it 1s
hammered on the forge of community. Playing is a
social experence. Be daring, be bold, be adventurous
and creative; live life, search for fame, find wealth,
lose it and discover death...but more than anything,
have fun doing it all!

IMPORTANT POINTS

Throughout the book you will see small boxed
captions. These are in place to help guide you as you
learn the game and to, well, point out things we
thought you would find important. Below are
examples of these.

A3 L

YL
- ARDUIN LEGEND

As you read through the Arduin Etemnal
book you will find numerous side captions
labeled as Legends of Arduin. In these
| captions you will find bits and pieces of
Arduin’s  famous history, characters,
events, mythic artifacts and more.

GAME HINTS

Game tps and notes that will help you leam
the Arduin Eternal system are presented on
parchment maps like this without nails. Pay
attention to these maps as they will guide you
to better understand key points of the system
or point to ways to better have fun while you

are playing.

WHAT IS ARDUIN?

Arduin is everywhere. Or, at least in this book. The
world setting behind the game 1s the world of Arduin.
The world that contains Atduin is called Khaas; 1t 1s a
wotld in flux, and deeply steeped in history, magik,
and technology. It’s a world full of the bizarre,
wondrous, and mysterious; where people live,
breathe, and die as heroes, beggars, pawns, and kings.
Arduin is 2 place whete the fantastic and historic walk
side by side, and where endless possibilites and
startling outcomes are common fare.

Ardutn is an ancient land, one littered with
cultures dead and past. Some of these are native to
Arduin, while othets are botn out of the confluence
of the nexus. Magik sleeps in these wrecks of ancient
realms, and in some cases, technology waits with
enduring patience for the nght hands to besur it to
life once more. Every yeat, marvels come to light;
rediscovered items of power, machinery, or the
arcane. Mote often than not, abominatons and
darkness rise to trouble the light of day. They are
disturbed from their sleeping homes by the
unscrupulous, those who seek to unleash them on the
wortld, or are uncaring enough to ignore the dangers
that lie in their awakening.

Then thete is the nexus. Known widely
across the world are the folklore, legends, and reality
of the nexus gates in Arduin. These gates provide a
supernatural exchange where all possibilities meld and
merge, allowing anything to happen. Nexus gates
open into a vast number of temporal, spatial, and
dimensional locations. The gates lead to places in
dreams, uncharted jungle worlds, or streams of time
not yet set.




HISTORY OF THE WORLD

Arduin is the breath and life of Arduin Eternal. The
pulse of the game system beats in rhythm to the
mysterious beat of Arduin's darkly beautiful heart.
Sll, it need not be so if you do not want it. While we
present the history of the wotld to onent readers to
the past of Arduin, the game system is designed to
function within the boundanes of any world you see
fit to apply.

Khaas is an old wordd, full of many things,
especially old empires and fantastic wonders. Many
races have rose and fell on its surface over the years
before the current time, and many more ate yet to
come before the epoch when the sun gutters in the
sky and tme ends. While Khaas’ history is usually
begun with the Kthoi, like all things there is a

beginning before 2 beginning.

Before the myths, the legends, or even the thought
of history was a time of the Eldest Ones. This
protean spawn of the Multverse lived in the time of
chaos where suns birthed and bore progeny, and the
dust of the first explosion of life had yet settled.
While seas of cosmic dust formed into oceans over
epochs of time, these great eldest things swam the
deep cosmic streams: living, leaming, and growing.
Tied together only in ongin, these beings were as
unlike to one another as any could be — beings of
thought and form nigh beyond comprehension. In
time, the differences between the cosmic spawn
brewed into conflict, and these beings warred in a

battleground made of universes. While the great wars
of these beings eventually ended, the cold tendsls of
this protolife would reach long beyond its final resting
place.

Somewhere past the first explosion of life and the
cosmic wars of the Eldest Ones was the beginning
that all the oldest religions of Khaas speak of in soft
and quiet tones. Before the ten thousand gods, there
were but three true gods and one great demon in the
entire world. These three had, as far as anyone can
ever know, always existed. Each was a face or avatar
of some facet of existence, and had its abode upon ot
within one of the three moons circling the world of
Khaas. A fourth would come: the dread Black Moon,
also called the “Wandering Moon’. The triad of gods
worked against the intruder, and cast it away from the
wortld, hoping to send it so far beyond Khaas in space
and tme that even should the demon break free
somehow, it could never find its way back.

In ame, however, other gods came, and they
warred for rulership over the mortal and immortal
races, stamping through the cordors of ume,
dimension, and the lines of power to war and slay one
another. Many creatures and cultures gave rise during
the time of the Gods War in the Heavens. Mythology
is rife with many battles of the Gods War, not the
least of which is the famous Heaven’s Siege. While
these initial beings influenced Khaas in many ways,
theirs was not the only influences. While the gods
battled and engaged in conflict, tears and gaps were
torn into the fabrc of tme and space of the eons.
Beings from other worlds, times, and dimensions
came through these gates (and not a few gods too).
While these nfts eventually healed of their own
accord, those that have not been repaired came to be
what 1s known commonly as nexus gates.

In this dim time of the past, many other creatures
and cultures exploded into life leaving their traces on
Khaas. Yet for all their glory, none were to truly
change the world greater than the Kthoi.

The saga of Khaas beings truly at 2 time that
stretches back to when the world's first rulers, the
dread reptilian Kthoi (the Thunder Lotds, the Great
Grey Beasts from Beyond Time) were the supreme
masters of all. While other cultures and races existed
on Khaas before their time, theirs was a cold-blooded
reptilian intelligence that plumbed not only the depths
of arcane lore but knowledge from places where even
gods feared to tread. What other civilization and races
did exist before their supremacy were exterminated in
their ose to greatness. The Kthoi skill with magik
defeated their first nvals for dominance, back in the
hoary mists of pre-time when the Kthoi had yet to
achieve spaceflight. They were merciless in destroying



all potential nvals, and once done conquenng Khaas,
they ventured outward, seeking to expand their
dominion into the stars and beyond the nexus gates.
With their arcane magik and equally arcane
technology, they stalked the stars in fire and blood,
racing across the galaxy unchecked. Worlds and
realms untold fell to their influence, and Kthot
dominion was a wide and ternble empire, reigning in
space, dimension, and time.

When they ventured beyond their current hold
towards the hazy lights in the intergalacuc darkness,
they came up against a force older than even their
own. Many had fallen befote their might, and in
absentminded arrogance, the Kthoi sought to brush
aside this newest annoyance. The beings out of the
intergalactic cote were a new matter however,
responding with power even beyond the eldrtch
technology and might of the Kthoi. They would
become a fotce that would dnve the Kthoi back, ever
back, untl they had nowhere else to go. Drven to
near extinction, the Kthoi withdrew to the place that
was the source of their power. It was in this place,
their final impregnable fortress, that they began their
plan of vengeance and re-conquest. Delving into foul
lore and even darker technology acquired from across
the Multiverse, they began to create onginal beings,
races, and creatures. These new creations were
combined with slave stock collected through stellar
travels for use against the enemy as soldiers. While
initially successful, the enemy understood the Kthot
and how to defeat them. They had watched and
waited patiently for the Kthoi to résurface from the
depths of their impregnable planet. Thus, when the
Gteat Grey Beasts from Beyond Time emerged, the
forces arraigned against them acted, and did one
simple thing: it gave understanding to those newly
created races and beings.

Many wars swayed and switled in the Multiverse as
the Kthoi struggled against the powers arrayed against
them to regain dominance of their empire. While the
wars raged, the hidden bomb planted by their enemy
grew strong. In the mulutude of beings, the once
slaves of the Kthoi, those now blessed with
independent conscious grew slowly in will and
thought. In tme, while the Kthoi were extended
* greatly 'in their campaigns against the intergalactic
core powers, they rebelled against their masters. The
struggle was long, but in time the dark ascendancy of
the Kthoi ended. It was the firstborn Rune Weavers,
who in the Wars of Freedom usurped the Kthos.

In the twining of fate, the reptilian Kthot in their
methodical merciless way bred their own destruction.
The firstbom of the races could not grasp the arcane
magik or technology of the Kthoi, but the reptilian

overlords taught them a means to use and understand
the power through the weaving of runes. These runes
were built from Eldann, the tongue constructed by
the Kthoi from their own to allow their subordinates
use of the same power they did so casually through a
time consuming scientific process. In the teaching of
this rune magik is where the overthrow and
destruction of the Kthoi was bom. It was how the
Rune Weavers cast down the Kthoi. In casting them
down, they succeeded in freeing the world and
Muldaverse from the tyranny of their former masters
once and for all.

In the aftertime of the Great Rebellion (another
name for the Wars of Freedom), the skies thundered
no more with the mighty ships of the Kthoi. The
skies were no longer lit by the flickering powers of
their arcane lote as they blazed or flickered in passage
on some unknown quest across the globe. The
domination and slavery of the reptilian masters was
gone. The great cities and impregnable redoubts now
sprawled in ruins; the vast communications network
once linking stars and domains beyond dimension and
time were gone. Gladly discarding these remnants of
their former master’s power, the newly freed races
took to new paths. With them went the leaders who
stole freedom from the Kthot and took a hold of the
reins of power in the new world.

As the old world of Ssass-Khaa faded and became
the new word of Khaas, the Rune Weavers ruled the
wortld for some half million years in relative peace as
inheritors to the great morass of beings on the planet
and beyond. This time was not without trouble or
difficulty, as even with the overthrow of the Kthoi
many allies of the Thunder Lotds were rampant. They
rose and struggled against the Rune Weaver dominion
of the wordd, but fell to their power, one after
anothet. The Rune Weavers held the throttde of
knowledge tight, and allowed the technology and
arcane power that sent the Kthoi into the stars and
dimensions to falter and die; hurrying along the
process where needed until few could remember the
glorious mantle of the stars once lay under the cold
Kthoi dominion.




Some things do not easily die, but fight as they go
into the great night. The Titans, long-time allies of the
Kthoi, grew in strength and power until they could
unleash another great war on the world. Time was
needed to build the forces required; devastated by the
downfall of the Kthoi, it took the Titans much of the
Rune Weaver rule to recover from their losses, build
bastions of power, and eventually ignite a worldwide
war. Known as the Great Night War, this conflict
shocked the wortld, involving all races and every
portion of the globe. At its heart lay the dark angst of
the Titans and their restless exploration of the paths
of power. The greatness of the Kthoi power was not
forgotten by some, and while the rune weaving
learned from the Kthoi was powerful, many sought to
use its power as the Kthoi did, with ease and innate
skill. While a slow divergence of magik had occutred,
the great root of rune weaving power still lay in the
runes. The scientific method which enables rune
weaving’s great strength also retards its expansion.
Unhappy or disgruntled under the restriction of the
Rune Weavers, some discontent with the traditional
path of power took new roads to form a type of cast

The Rune Singers wete the first of this breed, and
they wete directly bom in the conflict of the Great
Night War. In this war, the divergence of rune
weaving and mundane or wild magik truly grew to
fruition. Out of the warring came the newly bom Star
Powered Mages, who joined the Titans against all
others to attempt to overthrow the world’s current
rulers. They had ventured down wilder paths than
most, finding a way to cast magik from their dark
allies, which while not quite as powerful as rune
magik, nor as predictable, still was powerful enough
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Arduin Legend:
Cavems of the Ancients

In the Tale of Nine Teeth, Gwindolor and his
band of six braved the Great Rift in Arduin to
seek out this mythical place. If the tale be true
they found it: its doorway a living barrier, a
wet, crawling mass of scarabs, moving like
lamp oil and just as black, taking on an
endless array of shapes, binding those within
with a living rune. Four two years they
labored to pass it, finding the answer in the

minds of twin idiot savants.

in its own right, and much more quickly available.

- As is the nature of war, no new weapon remains
ignored for long. Thus, while the conflict raged for
some 20,000 years, and though the Titans and their
allies were defeated and neatly annihilated, the Rune
Weavers themselves were so decimated that they wete
no longer a major force in the world. The sinking of
the second continent at the terminus of this long
struggle shattered both the powerful domains of the
Titans and their allies, as well as the cities of the Rune
Weavers. The rule of the true firstborn slowly faded
from the varied denizens of Khaas, and burgeoning
younger races took hold in the more hospitable third

-and fifth continents: The erosion of Rune Weaver

power would end after a half million year rule in the
Wars of Life brought on by the Time Lotds.

In the vacuum of power left by the explosion of
the restrictions levied by the Rune Weavers, new
beings, races, and creatures emerged on Khaas, ot
entered from elsewhere unchecked. One such race
entered Khaas on the third continent, beings called
‘Time Lotds’. Given time, they would come to
threaten the world once again with the anguish of
destruction and war.

Bomn somewhere in the Multaverse, these fell
beings came into Khaas from the nexus. Their reign,
while bnef in the scope of the world’s history, was a
brutal one, which saw the bright and shining glory of
many races extinguished forever. Hete the peoples of
the world fought in the War of Life against the
destructive ambition of the Time Lotds. The prce of
victory for the Rune Weavers in the previous war had
cost them greatly in both power and numbers. So
much so, that it was the all they could do to cast
down the tramping armies of these fell beings, and
trap the Time Lords in the Cavemns of the Ancients.
Their power irteparably broken, the Rune Weavers
then slowly faded as a force in the world.

The lack of guidance left by the Rune Weavers
fading from power allowed for the new inhentots of
the world, the ‘Free Mages of the Circle of Light’ to
come into being. The rule of the Rune Weavers had
eroded in the Great Night War and was shattered in
the Wars of Life. Those who followed in their
footsteps were of the new blood, the young races, and
consisted of beings come into power on the end of
the era. Restless with the long path of rune magk,
these Free Mages instead wrestled with the mastery of
the quick and fast path or the use of the wild magik
unleashed in the Great Night War.

They dominated the guiding of the world, and
while far from idyllic, their reign was relatively
peaceful. .\ great test was put to their rule, and like
many times in the past, war flung bloody prints across
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Khaas. This war was different than before, though
this was not readily apparent at first. Ultimately,
however, it would come to light that all those who
stood for light and order would face the challenge of
a force seeking the entropic destruction of all. Infused
with the armies of many beings deceived or uncaring
of the end, a great conflict raged in what is called the
‘Eternal War’. While those who clung strongly to light
and reality won, the price was dear, as is always the
case in such battles. Changes occurted which could
not be undone, and the world was a different place
than before the war had begun.

Sdll, for all the change and difference, the world
luxuriated in peace and new prospenty. This time
ended, as all things do, through the good-natured but
misguided efforts of people. By allowing an influx of
starfaring races, beings, and creatures onto Khaas, the
Mages of the Circle soon found Khaas embroiled in
the many plots, conflicts, and wars between the
otherworld races. Chaos then quickly spread to
Khaas, and swept the world up in the Interstellar War.
The unpredictable arcane might of the Mages of the
Circle clashed powerfully with the interstellar energies
unleashed by otherworld visitors. In the end, this war
shattered the organization of the Free Mages of the

-..- - Circle -of Light,- ending their dominion and guidance

on the world. A further result of this world ranging
‘war left the fifth ‘and planet's-largest continent a
radioactive, fused, and desolate wasteland. Her cities
were morphed into glass rimmed craters, forests into
burnt ash, and most of the land transformed into a
hellish desert of fused green sand. The holocaust of
the war decimated the population of the planet, and
neatly wiped out civilization. Many races, beings, and
cultures were wiped out from the light of Syraath,
never again to illuminate their mysteres or tell the
tales of their cultures.

A time in history called the Datk Yeats or the
Interregnum followed, and lasted some 10,000 years.
The survivors of the holocaust unleashed on the fifth
continent shifted their remnants to the wild but
relatively untouched continent of Khaora. Civilization

" then struggled up out of the long night once more, as
it was set back at times by war, natural disaster, and
those seeking to rule or destroy the world. Many
nations rose and fell during this period as they would
hold and then to lose power over the world. The
name of the world, Khaas, even faded for a time,
especially as culture sank deeper towards savagery,
and much was forgotten even by those with the ability
to remember the past.

An event, which would launch the entite stretch of
Khaora and in truth the breadth of Khaas in great
tribulation and wat, occurred only a short 200 years

after the holocaust. On the fertle lands north of the
great mountain chain later called the ‘Mountains of
Madness” was fashioned into being an entity, rent
from the very land in the form of a black basalt tower.
This tower was to become Caliban, an evil and
sentient being bent on destroying the world and all
that is good. To this grim black hell mouth gathered
all things dark and vile, alive and dead, to create a
haven of sorts for everything that was foul and evil.
Caliban became a brooding pestilent of chaos,
entropy, and evil that sent fourth death and
destruction to all comets of the lands. Empires and
kingdoms came and went dunng these years, yet
Caliban remained. Then, some 1,100 ot so years after
the birth of Caliban, the kingdom of the Khaer-
Mideon Elves rose into full bloom, and the lands
rejoiced at their coming. This brghtness, happiness,
and celebration Caliban could not stand, so it sent out
its evil minions to destroy the Khaer-Mideon Elves
and to once and for all prove its omnipotence to the
entire world. Thus, with heavy steps began the War of
the One.

The Elves fought mightily and gallanty with sword
and magik for some 6,900 years. Yet before the
goliath of night, they were winnowed down to a mere
shadow of their former self. The Khaer-Mideon Elves
finally retreated to their greatest stronghold to forge a

-magikal -rune that would destroy Caliban forever.

Then, in their final encounter, the Khaer-Mideon
Elves and Caliban unleashed opposing forces of
incredible and awesome magikal power, for Caliban
had known of the Elves’ plan and prepared its own
counter rune. The outcome of the clash resulted in
the complete destruction of both: every single
purebred Khaer-Mideon Elf ceased to exist, and the
sentence of Caliban was snuffed out like a candle. In
the aftermath of the conflagration of opposing
powers, the physical form of Caliban, an empty shell,
was banished to a dimension of time and distance,




adnft in a sort of limbo. Another more far reaching
result of the power unleashed that day is that the
planet was caused to lurch and stumble in 1ts orbit
about the sun and in tumn permanently slow by one
hour the rotation of the very world itself.
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Atduin Legend:
Caliban

it

[~ Caliban is a bogeyman of Arduin lore,
lurking in the unseen windows of the mind,
temifying children but enticing the thoughts
of the adventurous. Many a tale has been
botne out of treks to its fulsome doors and
nearly as many dreams have been dreamt
about looting its purported treasures. And,
like evil is wont to do, Caliban retums
randomly to Arduin’s lands, 2 mindless but
potent beacon full of poison. Adventurers
teek to its door, fearful but dazzled by the
legends of yore and often, in opening up its
dark maw, find more than they bargained

for...

o

In tme while these events slowly faded from the
view of Almanity and were forgotten, nations and
lands rose and fell, and new wars, while terdble, did
not reach the world spanning extent of their
predecessors. In the fertle ashes of past empites and
lands grew new kingdoms. These new cultures went
on to powerfully and lustily make their individual
marks on the passage of history. Thus, ten thousand
years past the end of the Interstellar War, saw the
beginning of a new chapter in Khaas’ history. The
next great war, it involved every kingdom, country,
and nation on the stretch of Khaora and beyond,
starting with a simple finding by the College of Sages
in the land of Falohyr. This conflict started when it
was discovered that an area of transtemporal and
interdimensional instability had manifested itself in
the region roughly contiguous with the small Elven
Kingdom of Arduin. As word of this discovery
spread, more and more nations plotted to overthrow
and seize the kingdom, realizing that whoever
controlled this area and the newly discovered gates
controlled not only this world but perhaps untold
thousands of others as well. The avarice of men is
always the bane of peace, and in short order, the rule

12

of Arduin was tested, first by neighboring nadons
then hosts of others. The nexus gates of the Arduin
region embroiled the land and the continents beyond
in a long bloody war, which bled civilization white
and sent it teetering on the edge of the abyss of chaos.
The opening chapter in the Nexus Wat was known as
the Elf-Human Wars, a 100 year period that would
forever drive 2 wedge between Human and Elf, never
again allowing construction of the full badge of trust.

For ten thousand years, nations warred and
struggled to hold the land, and no country succeeded
to keep the area for more than seven yeats.
Ulumately, the Nexus Wars ended with the
affirmation of peace and an accord to seal the gates of
Arduin to a neutral government built of all the
nations. The aftermath of the great conflict would see
the land of Arduin come again into being and
proclaim a king, returning to a land with its own rule.

Also, amidst the warring and chaos of the time,
resettlement, and peace afterward came the araval of
several starfaring races. Their return to Khaas was
pomarnly overlooked, and since most are eithet
shipwrecked or stranded, there 1s no suspected repeat
of the mostly forgotten Interstellar Wars, and few, if
indeed any, could separate the starfaring denizens of
Khaas from the more planetary ones. For the majonty
of Khaas, these new beings were nothing new, no
matter how exotic or mysterious they appeared. To
the common man of Khaas, they were but another of
Khaas’ myriad scion, and joint heirs to the aged
hentage of the planet.




CHARACTER CREATION

Creating your first Arduin Eternal character is easy!
Character creation follows a simple pattern of steps
and guidelines. To complete them, you will need a
vardety of dice: 4, 6, 8, 12, and 20 sided dice, but most
especially a pair of 10 sided dice (2d10). You will also
need pencils, scratch paper, and a copy of the Arduin
Eternal character sheet. You can copy the sheet at the
back of this book or download several free versions
from the Emperors Choice website
(www.empcho.com). While you are putting all that
together, ask yourself some questions to guide what
kind of character you have in mind.

What is the character like?

How does he think?

What race do you want him to be?

Are you going to be a jaded juvenile raised on the
hard bitten streets of Talismondé?

Maybe an ex-gladiator, bloodied in arenas as far
as Ithalos or in the mud pits and bnck arenas of
Viruelandia?

Pethaps a courtier in the frozen courts of the
High Elves in the Heaven Wall Mountains?

A simple looking soldier with untapped depths of
heroism and bravery waiting to come to the
surface with the right situation?

Something totally different entirely?

Background and personality are important
concepts to the creation of a real and believable
character. Still everything starts and ends with the
basic mechanics. Use your character sheet to record
your character’s important information. Follow the
pattern below for character creation.

STEP1

CHOOSE A RACE AND ASSIGN ATTRIBUTES
Atduin Eternal includes numerous races for you to
choose from. Each of these races starts out with a
unique set of abilities and attnbutes.

Racial Attributes — Arduin Eternal has 11 attabutes
that represent your character’s natural physical,
mental, and spiritual abilities.

Racial Traits — The races are more than a name with
different attabutes assigned. Each race has specific
traits that distinguish it from the others. Wrte these
traits down on your character sheet. Note any
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bonuses they provide, and roll for any random
numbers that may be noted.

Racial Choices — The different members of a single
race are not identical. Each race has the option to
allow you to tailor them to your ideal in some fashion.
Different races have specific racial options, and the
diffetent races have access to a general list, with a few
unique exceptions. Select from these to tailor your
character to make them unique. Note any bonuses or
capabilities provided, and roll for any random
numbers that might be listed.

When you are done note the Race, Attabutes you
rolled, Racial Traits, Racial Choices, and any other
racial data on the character sheet. Wait to look up any
bonuses from attnbutes undl after Step 3; note any
free skill ranks or bonuses on your character sheet ot
scratch paper for later when you are selecting skills.

CHARACTER CREATION TIP

Racial Choices help change races into
something more than vanilla, cookie-cutter
types coming out of the box. No amount
of mechanics can replace great imagination
and player investment in a character. Stll,

the Racal Choices do provide starting
points for players to create unique and
interesting characters for game play as well
as make mote than just the ¥ -
“next dwarf” out of the box.

STEP 2

FIGURE CHARACTERISTICS

Once you know your Race and Attributes, go ahead
and derive the Charactenstics. Look up any bonuses
provided by Attrbutes, Racial Traits, and Racal
Choices, and apply them.

STEP 3

CHOOSE CULTURAL INFLUENCES
Now is when you select and record your character’s
Cultural Influences. They enhance game play, and
provide unique features to role play not otherwise
available. Cultural Influences also modify your
inheritance and starting wealth. Note any bonuses or
additions to these ateas on your character sheet.

CHARACTER CREATION
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STEP 4

CHOOSE A PROFESSION OR PATH

Duning this step, you define the archetype road your
character has traveled in its life. Each Profession and
Path represents a unique background, and helps shape
your character. They all provide free skill ranks and
benefits, but skills (with one exception) are open to
any profession. Take some time to think about this
choice. You don’t have to develop a whole personality
or character history at this point, but now is a good
time to start thinking about it.

Profession Notes — Some of the professions have
specific notes about what they can do. For instance,
Mages use mana and have notes about how much
mana they gain, and how they gain 1t. Pay special care
to these notes, and mark them down on your
character sheet for easy reference.

Profession Options — Professions are tailored like
the races. Note any options, bonuses, and abilities
they provide to make your vetsion of the Profession
unique.

Paths and Path Options — Paths are a specialization
of a Profession and do not have options like a
Profession. The Path options describe the
specialization you took instead. Paths also define new
Core skills and Skill Advancement Bonuses but
maintain all the previous Favored Skills.

Y v

CHARACTER CREATION TIP
Some players prefer to figure out all the
bonuses and free skill ranks that can come
from Race, Profession, and Culture before they
begin assigning skill ranks. Take whatever path

is best for you, but don't get too hung up on
the pre-calculating of these things!

-

Skill Advancement Bonuses — Note your skill
advancement bonuses. These are crucial for skill
advancement and development as the game
progresses. Take care to ensute you do not confuse
these values with the skill ranks you are provided to
" flesh out your character’s skalls. ™~ R

Core Skills — Mark these down for later use. These 3
skills will determine the value of your Profession Skill,
and are the integral skills of your profession.

CHARACTER CREATION
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STEP 5

SELECT SKILLS

Depending on your race, profession (or path), and
cultural influences, you may already have a certain
number of skill ranks and bonuses defined for you.
Now is also a good time to assign the skill ranks
provided in Step 1, 2, and 4, and select the
discretionary skills and place skill ranks in them.
Record the skills on your character sheet, and
calculate any necessary totals as required.

Note Skill Advancement Bonuses — Mark down
any skill advancement bonuses. These will play an
important part in your skill development as game play
ensues.

Gain secrets — If you have access to a secret at this
point, note it down. Starting sectets can come from
Racial Choices, Profession Choices, Path Options, or
Cultural Influences.

Add skill bonuses — Place any skill bonuses next to
the skill. These bonuses figure in regardless of skill
rank, and add directly to your rolls when using the
skll.

Add attribute modifiers — Most skills are modified
by an attribute. Add the value of the attnbute in this
column.

Calculate total skill bonus — Add up your skill ranks
and bonuses to determine your total skill bonus.

STEP 6

SELECT EQUIPMENT

Your starting equipment reptresents the goods and
valuables you have managed to accumulate so far in
life. These might come from an inheritance, from a
successful apprenticeship, or perhaps from a lucky
night at the card table. Pay particular attention and
note down any inhertance you have in the form of
Wealth. Wealth 1s fully explained later, but note down
the value and the type (copper, silver, gold, noble, or
royal wealth).

CHARACTER CREATION



CHARACTER CREATION TIP
Professions and Paths provide |

discretionary skill ranks that can be placed
in non-Favored and non-Core skills. Apply
these wisely; skills without skill ranks can
still be used but do not advance when it
time for skill development.
Experience can be converted into skill
ranks after game play begins but setting up

a good base of skills is ¥
w@r
S

comes

always a wise tactic to ensure solid
development.

STEP7

GET PERSONAL

Now get personal with your character. Remember all
those questions we asked at the beginning? Here is
wherte you answer them. Invent or choose your name,
figure out how you look, your age, how you dmonk
coffee, whether you snore when you sleep or snort
when you laugh, and all the details that make a person
a person.

STEP8

ADD THE FINAL TOUCHES

By this point, you character has a collection of
numbers that describes him. If you need any data
from your GM, be sure to get it at this point if you
have not already. Figure any data not previously done.
Check with your GM one more time. Once you're
done, mechanically you are ready. Sull, the numbers
are lifeless without the intangible aspects to back
them up. Remember those questions I asked you to
_dwell on while putting the materials you need in
order? Knowing these and breathing life into them
will bang your character to life!

CONGRATULATIONS!

You have finished your Arduin Eternal character.
Now get out there, and have some fun!

CHARACTER CREATION
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WAIT! ITS TOO MUCH TO TAKE IN!

What if it seems too complicated? Well, a simple
answer exists. Arduin Eternal was constructed to be
modular. You can add or takeaway parts of the game
and have it still function. Find the cultural influences
a litde cumbersome at first? Remove them. Think
the varied options too heavy for game play? Pull them
out. In fact, we strongly recommend that novice
players and those new to Arduin read and use the
guidelines under the Slim and Trim Arduin Eternal
section that follows. They will help odent you to
game play and ensure that your first steps into Arduin
do not have you fleeing away in terror! When in
doubt: keep it as simple as possible.

CHARACTER CREATION TIP

Steps 7 and 8 are among the most critical steps
to take when building a character. Don't
overook their significance. In good game play,

the mechanics we figure in the previous steps
should fade into the background to allow your
character to come to fore and shine. Spend the
time to figure these small touches

— you'll not regret it!

SLIM & TRIM ARDUIN ETERNAL

Arduin Eternal can seem daunting at times, with all
the new acronyms and numbers involved. We have
found the following guidelines very beneficial for
players new to this system.

ARDUIN ETERNAL LITE

Arduin Etemal can be played at a much lower
complexity than presented. All you need to do is put
it on a diet. Ignote and do not use the following:

Racial Choices
Cultural Influences
Profession or Path Options

Secrets

Continue to use the skill system that is in place
but ignore references to secrets. For mechanics that
do not fall under the skill system, use the
characterstcs like Coordination or Mental Affinity to

CHARACTER CREATION



handle them or default to an attnbute if needed. For
areas where racial descoptions or profession
descoptions refer to sectets treat them as abilities
instead. If they are tied to a skill rank, then use the
governing skill like normal.

ADDING IT BACK IN

As you gain confidence in the game then slowly add
in the things we have taken out. When adding things
back in, its been found that the best way to do so is to
add back in Cultural Influences first. If the bulk of
cultures snll seems too large or you find players ate
bogging down going through them, then reasonably
limit what they choose from. Most of the cultural
influences provide skill ranks with a very few
providing access to things otherwise unavailable at
game start, like marital arts for instance.

Next add Racial Choices back in. The options
given here have an impact on game play but generally
only a static one. The options given introduce an
additional step to character creation but otherwise are
a pretty low-level addition.

Add back in Profession and Path options next.
They, like Racial Choices afre of low-impact to game
balance but add to profession and path diversity. As
an option you might consider allowing Profession and
Path secrets to return at this time as well. They add
diversity and strength to the Professions and Paths.

Finally, introduce the Secrets back into play.
These are capsules of ability, enhancements to owned
abilities and doorways to actions otherwise completely
unavailable. A toolset to help truly define a character.

Once you have it all integrated back in, run a few
games using the complete game. See how it feels. If
you find you are comfortable with one or more of the
items left out, then do so. Its your game too! What
we have presented 1s what we think is the best game
out there. We hope you agree. If don’t, Arduin
Eternal is modular — take what you need or like and

make 1t your own.

CHARACTER SHEET MODIFICATIONS
If you choose to play Arduin Etemal Lite, its highly
suggested that you tailor a character sheet to the
specifications you ate going to be playing to. Doing
so will make it easier to navigate and make game play
much more enjoyable.

CHARACTER CREATION
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A cursed place found in the Mist Kill

ARDUIN LEGEND
Seagnzchaylien

Plains. It formed 113 years ago dunng a
Black Equinox as a nexus storm raged
across the land. When the storm ended, a
strange land appeared, one filled with
hornble creatures and fell beasts so foul
that demons would weep at their
evilness. It took three years and the
blood of countless souls to contain
it. Eighteen runic towers were made to
surround and master it. The linchpin of
[~ the barrier is Fang Wall, a datk stone
ndge with protruding stone and replicas
of the 18 runic towers. Fang Wall is
where all the ley lines flowing into the
area where redirected to power the runic
towers. Its also where the restless dead,
slain by the fell beasts within, congregate
and go forth in packs of restless soldiers
to eternally hunt down anything that

might get free.
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CHARACTER STATS - CHAPTER ONE

HELuTS CAD BR AS VARIED
AS HARSTYLES . ALY THING SucH
RS SPLE (45 iLLUSTRATED) To Fuut

HEAD ARMOR.

S\DE FLAPS COULD BE OWMITIND  LEAVING EARS EXPASED, SHOW G BATLE

DAVALE, (iPs BTTED oe? , ETC.)

n Arduin Eternal, characters are defined by 11

attnbutes that represent your character’s

natural physical, mental, and spiritual abilities.

Attrbutes are a fundamental part of the
makeup of your character. They directly or indirecty
affect character actions and set the potential for a
character in game play. Charactenistics are formed
from Attributes, and represent a more abstract view
of character ability. They too help define your
character.

‘ Z ATTRIBUTES l x

Attributes are determined by your race. All beginning
scores ate considered your native ability in any single
attribute. Attabutes in Arduin Eternal can range the
full scale of 1 to 100, and some races are weighted
more in certain directions than others. A weak
Throon is still stronger than all but the strongest of
Humans, and 1s equally weak mentally when
compared to the poorest of Humans. The same
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17

theme continues throughout the other races. Keep
this in mind when selecting a race. However, equally
important to note is that while attributes impact game
rolls in the short term, the long-term advantages
come from the skills and their maturity during game
play. Not that the secrets don’t play a part. They do,
of course. Skills lead to secrets but the foundation of
everything is the attobutes and the characteristics that
are created from them. Keep this in mind when
choosing your race and what choices may modify
them.

ADROITNESS (ADROIT)

The measure of physical precision, agility, dexterity, as
well as eye and hand coordination,; it includes physical
flexibility and nimbleness of hands and feet.

CHARISMA (CHAR)

It 1s your personal magnetsm, leadership, and how
powerfully you can project your personality around
you. Chansma is a2 measure of natural influences,
such as charm, attractiveness, and confidence.
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CONSTITUTION (CON)

Your measure of overall health and physical recovery
rate from wounds, sickness, or illness is dictated by
Constitution. It helps determine how well you
tolerate drugs, poisons, and other toxins. Consult the
CON Table below for the effect of Constitution on a
character’s Recovery Rate (RR). This bonus is added
to the value given under a character’s race.

CON TABLE
CON RR Bonus
1-9 0
10-18 +1
19-27 +2
28-35 +3
36 — 42 +4
43 -48 +5
49-53 +6
EGO (EGO)

Ego 1s your sense of self, id, and general mental
toughness combined with the measure of your inner
resolve, self talk, dedication, and strength of will.
EGO helps in resisting fear and mental manipulation.
The EGO table below shows the bonus EGO
provides to Psychic Resistance (PR).

EGO TABLE

EGO PR Bonus

1-9 0
10-18 +1
19-27 +2
28 -35 +3
36-42 +4
43 -48 +5
49-53 +6

& Character Stats

ESSENCE (ESS)

The balance of your life force or a measure of your
strength of soul; those with high ESS are more
resistant to magikal damage. The ESS table shows
the bonus ESS provides to Magik Resistance (MR).

ESS TABLE

ESS MR Bonus

1-9 0
10-18 +1
19-27 +2
28-35 +3
36-42 +4
43-48 +5
49-53 +6

MASS (MASS)

MASS defines ones physiological density, and is an
abstract reflection of physiological toughness. Those
with high MASS are more resistant to damage but are
also more dense and heavy. Consult the MASS table
for the effect of MASS on a character’s Damage
Resistance (DR). This bonus is added to the value
given under a character’s race. Damage resistance
gained from high Mass is considered Native DR.

MASS TABLE
MASS DR Bonus
1-11 0
12-20 +1
21-28 +2
29-35 +3
36 - 41 +4
42-46 +5
47 - 50 +6
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REASON (REAS)

Reason is raw mental potential, ability to apply logic,
and problem solving. It’s the capacity for logical,
rational, and analytical thought process. Those with
high REAS ate mote capable of leaming, and can
learn faster. The REAS table below shows the bonus

REAS provides to Leaming Rate.
REAS TABLE
REAS LR Bonus
1-10 0

11-17 +1
18-24 +2
25-31 +3

+ 32-38 +4
39-45 +5
46-52 +6
REFLEXES (REF)

Thus is the quickness with which you physically act or
react to a situation or physical stimuli. Reflexes help
determine your ability to react to a situation and act
when needed.

STRENGTH (STR)

It is the measure of sheer muscular power and muscle
mass; those with high strength are heavily built or
strongly corded with muscle mote so than one with a
lower score.

WITS (WITS)

This attrbute is the capacity to assimilate information,
build awareness of a situation as it occurs, and express
your intuitive understanding of the world around you.
WITS also represent a person’s speed of thought,
common sense, and intuition.

Character Stats
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SIZE (SIZE)

SIZE is a representation of total physiological bulk,
the leverage of its use, and the general build of a
character. It determines Height and Natural Reach.
To determine an estimate of your max height,
multiply your SIZE attabute by 8-inches. Treat this
purely as a guideline; if the vision of your character is
one taller than your SIZE may indicate, consult your
GM. Very likely he or she will have no issue with you
standing 'taller or shorter (though don’t expect any
change in your actual SIZE attribute).

SIZE also defines your Natural Reach or your
reach with natural weapons such as fists, feet, or
claws. Consult the SIZE table below. If a2 number is
listed in parenthesis for Natural Reach, this indicates
you add a bonus to the engagement range (ER) of
weapons or tools you wield. ER and natural reach are
fully described in the Battle and Melee section.

" SIZE TABLE

SIZE Natural Reach

1-5 Close
6-10 Short
11-15 Short
16 - 20 Medium
21-25 Medium
26-30 Medium (+1)
31-35 Long (+1)
36-40 Long (+2)
-4 “Exalong (2 |
46 - 50 Extra Long (+3)
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CHARACTERISTICS

Attributes - combine to- form Charactenstics,
representing a mote abstract view of character ability.
These have their own ratings, defined as the addition
of the Attnibutes within them.

APTITUDE (APT)
[REAS + WITS + ESS]

It is the representation of dnve, talent, and mental
capacity with magik or psychic power. APT is used to
determine mana and to determine capability in the
psyche, arcane and divine realms.

COORDINATION (COORD)
[REF + ADROIT]

Coordination combines the dexterity with physical
reactive ability to measure how fast and precise a
character can use their physical form. COORD
weighs in one many game mechanics, especially those
used in melee. However, COORD can also be used
as 2 measurement of capability too. If a skill doesn’t
appropnately or adequately cover a physical action a
player wants to petform, a check against the
character’s COORD may be more appropmate.

COUNT FACTOR (CF)
[WITS + REF]
Count Factor combines physical reactive ability with
the mental ability to assimilate and understand

situations. Count Factor defines a character’s
potential reaction speed and order in battle.

HIT POINTS (HP)
[STR + MASS + SIZE + CON]
Hit Points are a combinaton of physiological

toughness, fitness, build and health. Hit Points are
the amount of damage you can resist before dying.
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BODY (BODY)
[STR + MASS + SIZE]

A character’s general build, fitness, and physiological
toughness: - BODY combines density size, and the
sheer muscular power. It acts as a measure of how
much damage is physically dealt and equally, a portion
of how much damage one can fesist in the form of
HP. The following chart shows the bonus (both
positive and negative) to the amount of damage a
character does in melee. Use BODY as well to
determine a rough estimate of your weight.

. BODYTABLE
BODY | DME Weight
1-5 -4 1-30
6-10 -2 11-50
11-15 31-103
16— 20 1 74— 139
21-25 d2 100 — 165
26 -30 d3 136 — 208
3135 a4 159 — 323
36-40 d4+1 243 - 434
41 -45 d6+1 295 - 554
46— 50 2d4 385 — 680
51-55 | 2d4+1 521 816
56 — 60 2d4+2 617 - 1,020
61-65 | 2d6+2 | 721-1,116
66 -70 2d8+2 817 - 1,250
71-75 5d4 1,051 — 1,430
76-80 | 3d8+2 | 1,231-2300
81_85 5d6 1,801 — 3,425
LEADERSHIP (LEAD)
[EGO + CHAR]

Leadership i1s the measure of how well you can
influence others, and is built from the sense of self,
personal magnetism and personality projection. You
use LEAD to command troops, issue orders, run a
business, and other tasks.

MENTAL ACUITY (MA)
[REAS + WITS)

Mental Acuity is the combination of raw mental
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potential and the ability to assimilate information and
build awareness of situations. Essentially it defines
your ability to grasp, understand, mentally
troubleshoot, and resolve a situation or problem.

PERCEPTION (PER)
[WITS + REAS + EGO]

Petception is a character’s ability to perceive the
wortld around them. Perception is catical in noticing
events, actions, and circumstances. PER is your first
impression of a situation, place, or event, and
operates as much intuitively as it does on a reasoning
level. Recon (a skill) is related to PER, and replaces it
when you are dedicating your full attenton to an
event, situation, place, or object.

Once a character’s race and basic attnbutes have been
determined, the player should determine other details
about their character, such as dodge, combat
movement, jumping, climbing, and swimming.
| Y

What's average?  It’s a common question
asked by players. A simple rule of thumb for
Arduin Etemal is “average” for attabutes is 10
while “average” for charactenstics is 20.
Average is relative, however. An average
Throon is stronger than the strongest Human

. . . o
just by virtue of racial makeup. w@r
o g Sen

v

A

A

OTHER CHARACTER INFO

DODGE (DODGE)

Dodge is an action to evade a physical attack.
[COORD - MASS]

Dodge and its use in combat ate fully explained in the
Bactle and Melee section.

MOVEMENT (MOVE)

Movement in battle, however, is a factor of size and
the strength of your limbs to move your physical
bulk.

X
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[10 + SIZE + (STR — MASS)]

CLIMBING AND SWIMMING

An untrained climber or swimmer uses sheer strength
to traverse a surface or to stay afloat and move in
water. Both use the following formula.

[STR - MASS)

JUMPING

The basics of untrained jumping are built from
movement. Trained jumping is covered by the
Acrobatcs skill. Regardless of the jump made, you
cannot Dodge while in the air, and you lose any
benefits of COORD while airbome. All jumps take a
normal action unless otherwise specified.

Standing High Jump - a jump that aims for vertical
height. Use the following formula:

[MOVE / 3]
Standing Broad Jump - a jump that aims for
honzontal distance. Use the below formula:

[MOVE / 2]

Running Jump - Essentially this is a moving broad
jump and high jump combined. A Running Jump
requires you to move your SIZE in distance before
jumping. Moving farther provides no additional
benefit. When you execute the jump, you reach a
vertical height as outlined in Standing High Jump and
a horizontal distance equal to your normal
Movement.

SAVES

Saves are broken down into Fear, Shock, Disease, and
Poison/Venom. These Saves tepresent the tolerance
or resistance of your body and mind. Your ability to
save and tolerate a specific effect grows the more you
are exposed or subjected to its bane. Saves are
considered a developmental aspect of your character,
and are subject to advancement as outlined in the
Experience and Advancement section. All saves are
made using a d100 roll plus your bonus calculated
below (if any) versus a stated TD. The GM may add
further bonuses or penalties.

FEAR

Fear saves are generally self-explanatory. The base
Fear bonus is set under each race. Add EGO as a
bonus to this value.
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SHOCK

Shock covers situations where a person’s physical
body is subjected to overwhelming stress. Powerful
attacks, subdual attacks, certain spells, and other
instances may result in 2 Shock save. The base Shock
bonus s set under each race. Add MASS as a bonus
to this amount.

DISEASE
Disease, like Fear, is simple: your ability to resist and
shake off the effects, onset, or incubation of illness.
The base Disease bonus 1s set under each race. Add
ESS as a bonus to this amount.

POISON/VENOM (P/V)

This 1s your body’s ability to resist or tolerate toxins,
heavy metals, and poisoning. The base P/V bonus is
set under each race. Add CON as a bonus.

f\

Arduin Legend: -
L Lysken of Whitehall

In the annals of the Brethren of Iron
Ghonjul, Lysken was listed as the greatest
jumper to ever join their ranks. In a contest
for the Falohyrian crown cup, she out jumped
a Phraint, outpaced two deodanth’s in a
™ bounding competition across a field of stones.
without touching the ground and finally
outran-and out jumped a Wolfing in the final
stretches to win. Its in this contest that she

eamed her lifelong nickname of iron legs.
L——

@ DEFENSES Z l

Defenses ate your ability to defend against physical,
magikal, or psychic attacks. This capability grows the
more you are placed in situations requiring its use.
Defenses are considered a developmental aspect of
your character, and are subject to advancement.
Defenses are passive and represent the TD an
assailant must meet or exceed with their action.

DEFENSE (DEF)
This is the TD an opponent must meet or surpass to
affect you using a physical attack. Your base DEF is
given under each race. Add COORD as a bonus.

MAGIK DEF (MD)
This 1s the TD an opponent must meet or supass to
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affect you using a magikal attack. Your base Magik
DEF is given under each race. Add APT as a bonus.

PsycHIc DEF (PD)

This is the TD an opponent must meet or surpass to
affect you using a psychic or spiritual attack. Your
base Psychic DEF is given under each race. Add MA
as a bonus.

Resists are your ability to resist or ignore certain
effects. Resists are a static aspect of your character,
and do not increase or develop like Saves or
Defenses.

RESISTS

DAMAGE RESISTANCE (DR)
Your ability to resist physical damage; the value
provided is what you subtract from any damage
inflicted from a physical source. Magk or mental
powers that inflict physical damage apply their effects
against DR as well

MAGIK RESISTANCE (MR)

Your ability to resist magik damage; the value
provided is what you subtract from any damage
inflicted from magikal sources. Mental or physical
sources that inflict magikal damage apply their affects
against MR as well.

PSYCHIC RESISTANCE (PR)
Your ability to resist psychic damage; the value
provided is what you subtract from any damage
inflicted from psychic or spiritual sources. Magik or
other powers that inflict psychic damage apply their
affects against PR as well.

RATES

Rates are static aspects of your character for ability in
certain areas, and do not increase or develop like
Saves or Defenses. See the Adventuring section for
more details on Recovery Rate and Learning Rate.

RECOVERY RATE (RR)

This 1s the amount in HP you recover with a day of
rest.

LEARNING RATE (LR)
This is the amount of skill ranks you gain in return for
1EP.
Character Stats . ﬁ



RACES - CHAPTER TWO
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he forests of the Silver Shang throng with

Elves who fled from Arduin during the

Nexus Wars and made a new home thete.

They are xenophobic and unfrendly,
made even more so since the wars with Cyndrya not a
few years past. You find litde diversity there, in
contrast to the hectic cosmopolitan hodgepodge of
Arduin’s capitol city of Talismondé. There, if it
exists, you can find it and races of all types and
genders, and a few you'd find hatd to call something
living at all, wandering its streets. Throon range the
mountains and jungles of the Green Hell, spoken
about but rarely seen outside of the occasional
mercenary. Knoblins flitter in the great caves of the
Heaven Wall Mountains and are considered more
fantastical because of it.

CHOOSING A RACE

Arduin Etemal makes 26 races available for play.
Each race has a number of unique advantages and

RACES 2

abilities. Some have advantages that incline them
towards one profession or another, though any
combination is possible. Throon, however, tend to
make horrendous mages unlike High Elves who
almost epitomize the concept of a mage.

Players also have access to a range of additional
options they can select to tailor the racial stock. Here,
in the choices, a player can make their base race into
something altogether different or enhance existing
traits. ‘The options, called Racial Choices, are also
constructed to enhance role-play, providing avenues
for the player to play truly great and grand characters
of their imagination.

Each race also provides pointers that will help
the player construct a character. However, these are
guides only. Don’t let informational descriptions like
racial outlook, appearance, or common cultures keep
you from detailing your character as you desire. Its
okay and expected that as an individual you will
diverge from the norm.
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Amazon Gnome Orc
Gara-Khai Goblin Padha-Hha
Shinda-Khai Hawkman Phraint
Tara-Khai Hobbitt Desert Saung
Deodanth Human Swamp Saurig
Dwarf Khat Shang Throon
High EIf Khai Zirin Urukk
Wood Elf Knoblin Wolfling
Gnoll Kobbitt
RACIAL DESCRIPTIONS

These racial descrptions provide general information
about each race. They also give information about
some of the qualities of the races as well.

Outlook: Notes the general demeanor of the race,
and its outlook on life. Individuals can and do vary.

Appearance: Provides a quick sketch of what an
average member looks like, including major vanants.

Common Culture: While the player is free to select
any culture, this lists the most common cultures a
person of this race hails from.

Attributes: The attribute ranges and aspects of a race
are given in table form. Note that Racial Traits or
choices taken later may modify these values.

Racial Traits: Every race has a set of unique Racial
Traits. These traits can provide bonuses to skills or
actions; provide access to secrets, or demonstrate
certain racial capabilities.

Racial Choices: Here the player makes selections to
uniquely build their character. The section starts with
a paragraph dictating how many choices are possible.
After this introductory paragraph follows a list of
choices, most of which are selected on a 1-for-1 basis.
A few require the expenditure of two or more Racial
Choices, and are indicated appropmnately in braces.
Some races do not have this section. Unless otherwise
indicated, playets may also select from the General
Racial Choice table. You may only take a Racial
Choice, either from the specific race or the General
Racial Choice table, once.
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ABBREVIATIONS

Skills were abbreviated in some instances.
Here, Weap is an abbteviation of the Weapon
skill. Another common shorthand used is
Know for the Knowledge skill. You will also
---see -abbreviations - for - the skill tiers (see the
Skills section) such as Leg for Legendary, ¢
%, Gen for Genius, Spec for Specialist, Exp for

- Experienced, Trd for Trained and »
Prof for Proficient.

RACES AND LANGUAGES

The streets and roadways of Arduin are home to all
manner of languages. Arduinian is the main tongue
heard just about anywhere but many others exist.
Mages speak words of power in Rendorii, Khai Shang
sneer and speak of the fighting prowess of others in
Shangu and Dwatrves, as ever, bicker and fight over
the price of gems and gold in Dwarven.

Cultures, however, and their myriad of influences
are what drive a character’s knowledge of language.
While some races have specific knowledge of a
language ingrained or genetically cast into their
makeup, most howevet, do not.

CHARACTER CREATION TIP

Specific references are made to differenuate
between 2 bonus to a skill check and skill ranks
in a skill. Any text that reads, “...provides a +x
bonus...” indicates you apply the listed value
when you make a skill check. Text that reads,
“...have 3d6+2 skill ranks in...” indicates you
begin with the listed number of skill ranks in
the specified skill.

Attnbutes and their meaning were given in the
preceding section. Some may find this
confusing, expecting to roll for attributes first
and then choose a race. However,

in Arduin Etemal, the race is chosen

first and then attributes and other

information derved from the details -

given about the race.




Outlook: Amazons are an overwhelmingly female
race typified by a ternfic joy for life and the
profoundly honest and absolute belief that they are
better than males of any race or type. Contrary to
stereotypes, these women do not hate men. Amazons
honestly and incontrovertibly believe they are better
than men as a whole, so naturally they should run
things! They believe they are the epitome of what
women are meant to be, and have difficulty
understanding why women of other races and cultures
don't share their perspective. Their role model is the
warrior woman, who i1s independent, strong, and
willing to face death, danger, or disgrace. The
Amazon mindset holds a woman as a warrnor, leader,
and mother all at the same time. Frequently women
of other races are seen as lacking in these feminine
qualities, and Amazons feel compelled to try and
“help” those lacking in the right womanly traits, not
understanding the unwillingness of other females to

ADROIT
REF

STR
SIZE
MASS
CON

FEAR
Shock
Disease
P/V

RR
LR
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d6+6
d6+6
ds+7
d4+8
d6o+4
ds+16

2d4+9
2d4+10
d4+9
2d4+9

d4+3
d4+5

WITS
REAS
ESS
EGO
CHAR

DR 0 DEF
MR 3 MD
PR 3 PD
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Appearance: Amazons resemble humans: 5 to 7 ft
tall, athletic with lean frames, and bronzed or golden-
tan colored skin. Their hair ranges from a brown to
honey-blond, though occasional reds crop up. Eyes
are usually shades of grey or blue, but amber eyes are
occasionally seen. A lesser seen Amazon type is
darkly colored, with nubian features.

Common Culture: Ardashaera, Avelda, Cynabaht,
Dalshyra, Jazanda, Misty Isles, Naphal6é, Rainbow
Isles, Silavira, Sorphalaz, Vargalla.

RACIAL TRAITS

Keen Senses — Add a +20 bonus to PER and a +10
bonus to all Recon skill checks.

Strongly Typed Culture — Cultural influence is
deeply ingrained for Amazons. When you determine
culture, you gain the cultural influences of Cultural
Confidence and Determined, regardless of the culture
you choose.

RACIAL CHOICES

Select 3 choices from the Amazon Racial Choices
below, the General Racial Choice Table, or a mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Bloodline of Tsunyadi — {Requires 2 Racial
Choices. If you choose this Racial Choice, you cannot
take another bom, legacy, bloodline, or descendant
racial choice.} You ate a scion of Tsunyadi and heir
to the adventurous and hot blood of her line.

e Begin with the Recognized and Adventurous
social motifs.

e  Add a +20 skill advancement bonus to Maneuver
category skills.
Add a +2 bonus to CF.

e Suffer a -30 advancement penalty to MD and

PD.

Descendant of Sharlali — {Requires 2 Racial
Choices. If you choose this Racial Choice, you cannot
take another bomn, legacy, bloodline, or descendant
racial choice.} The hertage of Sharlali has blossomed
in you, and like your legendary namesake, you can
commune with named and unnamed spirits to ask
questions of them. The communion takes an hour,
requires 1-ESS impairment, and allows you to ask a
single question. The GM decides whether the spints
you contact know the answer. Regardless, the spirits

will respond, even if to give a wrong answer. Heirs to
the hertage of Shatlali fear the Faene greatly,
especially the Unseelie, for such beings hold them in
utter and unwavering antipathy and hatred. Unseelie
Faerie are automatically considered totally hosule
when encountered.

Hotse Whisperet — You have a singular bond with
equines that transcends the norm. Not only can you
communicate with them, but you can understand and
interact wath them, like they were of your own race.
Even beyond communication, you see them as equals
and one with Amazons; they, in turn, see you as one
of their own kind. You can communicate with horses
like you would speak to anothetr Amazon. This
includes conveying social motifs and the use of
Interpersonal skills. This has impacted how you
interact with others to some extent, and you have a -2

penalty to CHAR because of it.

Legacy of Otomo — {Requirtes 2 Racial Choices. If
you choose this Racial Choice, you cannot take
another bom, legacy, bloodline, or descendant racial
choice.} Otomo’s legendary legacy lives on in you and
her blood burns in your veins. Her legacy to her
descendants was to pass on her sharp senses, keen
wits, and adventurous spirit.

Add a +30 bonus to PER and a +2 bonus to
WITS.

Can make a special TD 100 Recon skill check (as
quickened action) to add their Recon skill ranks
to a single attack in the same CF Count.

Begin with the Adventurous social motf.

Suffer a -20 advancement penalty to MD, and
reduce their LR by -3.

Mingled Bloodline — {Requires 2 Racial Choices. If
you choose this Racial Choice, you cannot take
another bom, legacy, bloodline, or descendant racial
choice.} Amazons have frequently mingled their
bloodlines with Wood Elves in the past, and you are a
descendent of one such crossing. Not true enough in
blood to be an Elfazon (Elf-Amazon crossbreed); you

" can nevertheléss give up 2 Racial Choices to select 1
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Racial Trait from the Wood Elves.

Sea Bones — You can sense any change in the
weather on the sea or a change in the sea waters as
deep as 100 ft. This perception extends your WITS in
houts ahead of the change, where possible. A sudden
storm that will occur in minutes obviously won’t
provide you a 12 hour warning, but might give you 12
minutes. A brewing tempest, however, could easily be




discerned hours ahead. The same goes for a change in
the tides and similar forces of the sea. The sea is your
home, and when on land and out of sight of the
watets of the sea or the ocean, you are ill at ease and
uncomfortable, distrustful of land and its weather.
You have a -5 circumstantial penalty to all dice rolls
while on land.

Vivacious — {Requires 2 Racial Choices.} You grip
life so strongly that even death has trouble parting

you from it. When you would normally die due to HP -

loss, attribute loss, charactenstic loss, or a
circumstance (instant death spell, disease, poison,
etc.), you can make a TD 75 EGO check to continue
to live (unless physically impossible, such as cut in
twain, disintegrated, etc.). None of the damage that
caused the death condition is healed or goes away. If
you succeed at the EGO check, you hang on to life,
and don’t make another check unless you take
additional damage or the situation worsens.
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CENTAUR

Centaurs as a race have strayed far from their once
starfaring roots. Divided into three distinct sub races,
once, long ago they were as one, lustily spreading
across the stars of the great night in pursuit of
building a great empire. They have fallen far from
this lofty height and remember aught of their own

great origins.
GARA-KHAI {CENTAUR SUB RACE]

Outlook: Gara-Khai are beings of great appetites, be
it for food, dnnk, or adventure. Seldom given to
subtlety or pretense, they can be the best of frends, if
a tnfle rough around the edges. On the other hand,
they can also be the worst of enemies, so it’s best to
tread carefully around a touchy one! If a2 Gara-Khai
gives his word on a matter, you can generally bet your
life he’ll keep it. Likewise, break a promise to one, and
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you’re likely to find his whole clan showing up on
your doorstep to exact revenge. Gara-Khai are more
civilized than other Centaurs, but fierce warmors
nonetheless. They tend to do the most trading, and
some maintain herds of livestock. Gara-Khai warnors,
unlike most other Centaurs, can and will use any
armor that is available, most often scale or brgantine
mails respectively. They favor light lances, short
bows, two-handed swords, or axes, and occasionally
light crossbows. The Gara-Khai are shrewd tacticians
and masters of contemporary cavalry warfare.
Appearance: Gara-Khai are a temperate grassland
breed of Centaur that range in color from buckskin
and bay to liver and black, with an occasional
appaloosa. They have long sloping shoulders, broad
chests, short strong backs, and strong sturdy legs.
They have long thick tails, thick heavy bones, and well
formed tough feet. Their human-like portions are well
formed, proportioned to their equine physiology, and
tanned to a near bronze color in hue. They have a
range of hair and eye colors, but their hair always
matches their equine hue.

Common Culture: Cyndyra, Khandruzia, Kiyr,
Taghorean, Viruelandia, Zagrana

ADROIT d6+4 WITS ds+4
REF d8+5 REAS dg+2
STR d6+16 ESS d8+6
SIZE d6+12 EGO d8+5
MASS d8+12 CHAR d10+3
CON d6+24
FEAR 2d6+9 DR 4 DEF 2d8+24
Shock 3d6+30 MR 0 MD d10
Disease d4+16 PR 1 PD 2d6
P/V 446+9
RR d4+9
LR dd+4
RACIAL TRAITS
Enhanced Movement - Gara-Khai physique

provides greater Movement than their strength might
portray. Use a base of 25 instead of 10 when
determining Move.

Long Charge — Gara-Khai must move double the
normal distance to make a Charge maneuver, but add
their full MASS to the damage inflicted.
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Native Weaponry — Gara-Khai have a +20 bonus
with Hoof [Weap], and can use their front or back
hooves as weapons, including the application of skill
maneuvers.

‘CENTAUR NAM- WEAPON TABLE '

BODY CF DME Ctit Fumble ER
1-39 0 do+4 100 1 Med
40-55 -1 2d4+7 98 1 Med
56+ -2 3d4+12 95 2 Med

Special Racial Maneuver — Gara-Khai have several
special racial maneuvers, listed below:

Coordinated Attack — They have the innate ability to
coordinate the use of Hoof attacks with handheld
actions as a normal action. Thus, you could use a
weapon, a shield, a wand, dig in your backpack, or do
any other normal action limited to your hands while
strking with your hooves at an opponent.

Mounted Equivalent — They can use weapons, such
as a lance, to inflict damage like 2 mounted nder.

Ride-by Attacks — They are uniquely suited to attack
while moving and can combine movement with an
attack, including one with a missile weapon. Thus,
you could take normal move as a quickened action,
and then use 2 normal action to attack someone as
you do.

RACIAL CHOICES

Select 3 choices from the Gara-Khai Racial Choices
below, the General Racial Choice Table, or a mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Acrobatic Inheritance — You can fall, roll, and get to
your feet with inctedible nimbleness for a Centaur.
Anytime you are knocked down or otherwise prone,
you can make a TD 75 Acrobatics check to get to
your feet with a quickened action. You also don’t
suffer the Ungainly pemalty as noted under
Knockdown and Grapple in the Bartle and Melee
section.

Beast of Burden — Used to moving large loads
across the land, you can double your normal carrying
weight, or move twice the distance with a nommal
load. Add your RR bonus to the number of
consecutive days you can travel.

RACES




Line of Verslae — {Requires 2 Racial Choices. If you
choose this Racial Choice, you cannot take another
born, legacy, bloodline, or descendant racial choice.}
You ate a scion of Verslae, inhertor of her gifts and
her curse. Verslae was a mighty leader, and led her
people to victory and prosperty, but fought
constantly with a dark nature. Bearers of Verslae’s
blood gain the following:

e When figuring Move, use 40 as the base instead
of 25. For overland Movement, add your CON
as a bonus in miles covered per day.

e  When rolling for REAS, use d6+6 instead of the
one listed.

o If Fear overtakes you at any time (you fail a Fear
save), you descend deep into a murderous frenzy
that has no escape, except for exhaustion or
death. Treat this as Bersetker Rage, except it lasts
for 1 minute per CON, death, unconsciousness,
or a similar condition.

SHINDA-KHAI [CENTAUR SUB RACE]

Outlook: Neither as civilized as the Gara-Khai, nor
as barbaric as the Tara-Khai, the Shinda-Khai are
known for their hardiness and survival skills. They
will wear more than simple harness or trappings,
deigning to include loose wraps and burnoose to
withstand the burning sun. They are totally nomadic,
and rarely make permanent setdements. While they
cannot equal the abilities of the Gara-Khai 1n combat,
they make excellent scouts, and are often hired out
for this purpose. As far as weaponry, the Shinda-Khai
employ short bows, sabers, and small light targes.
They rarely use lance, spear, or armor, feeling that 1t
only slows them down. Shinda-Khai tactics tend
towards the hit and run varety, and many a stronger
enemy has retreated rather than suffer the constant
and relentess harassment of Shinda-Khai raids.

Appearance: The Shinda-Khai are an and desert




breed of Centaur with short tails, narrow chests, long
backs, and flat nbs. They are of palomino coloration,
and their legs are long and slender, cleatly revealing
the tendons. They have a superb native gait, and can
cover great distances. Their human like portions are
equally lean and angular. They have black or brown
eyes and hair, and are deeply tanned.

Common Culture: Skohrzaki Domain

ADROIT d6+7  WITS ds+8
REF d8+8 REAS do+3
STR d6+8 ESS d8+6
SIZE d6+8 EGO d6+5
MASS d6+8 CHAR ds+3
CON d6+27

FEAR 2d6+6 DR 5 DEF 2d8+26
Shock 3d6+35 MR 0 MD d6
Disease 3d6+36 PR 1 PD 4d6
P/V 4d6+12

RR d4+7

LR d4+4

Native Weaponry — The Shinda-Khai have a +15
bonus with Hoof [Weap), and can use their front or
back hooves as weapons, including the application of
skill maneuvers.

CENTAUR NATIVE WEAPON TABLE

BODY CF DME Crit Fumble ER
1-39 0 d6+4 100 1 Med
40-55 -1 2d4+7 98 1 Med
56+ -2 3d4+12 95 2 Med

Short Charge — Shinda-Khai need only to move their
SIZE to make Charge maneuvers instead of double
the amount like other Centaurs.

Superb Stamina — The Shinda-Khai can move
continuously for as many days as they have CON
with only 1 hour of rest per day and minimal food or
water.

Tough as Nails — Heritage and endless generations
of acclimation to living in harsh environs have built
great toughness. The Shinda-Khai add +15 to HP.

Unique Gait — When figuring the Dodge bonus, you
do not reduce it by MASS. The Shinda-Khai also use
25 as a base when determining Movement.

RACES .

RACIAL CHOICES

Select 3 choices from the Shinda-Khai Racial Choices
below, the General Racial Choice Table, or a mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Born on the Anvil of the Sun — {Requires 3 Racial

Choices. If you choose this Racial Choice, you cannot

take another born, legacy, bloodline, or descendant

racial choice.} You are a child of this great desert and
heir to its harsh legacy.

e When figuring MOVE, use 35 as the base instead
of 25. Fot overland movement, add your BODY
as 2 bonus in miles covered per day.

® A master at moving across harsh terrain, treat all
terrains as two steps less for TD to determine
Movement.

e  Begin with the Wilderness secret of Natve Son
(desert) without the need to meet its
requirements.

®  You have a -30 penalty to Saves against any cold,
snow, frost, type effects or attacks, and any
damage from such sources inflicts 50% more
damage to you.

Mark of Nessyiu — {Requires 3 Racial Choices. If
you choose this Racial Choice, you cannot take
another born, legacy, bloodline, or descendant racial
choice.} Of all the god born mortals, Nessyiu was
beloved the most and lamented the greatest when he
was slain during the overtures of the Nexus Wars in

Arduin ages past. They say the gods blessed his line,

and chose among all Shinda-Khai one Centaur each

generation to bear his mark.

®  Reduce your SIZE, MASS, and STR attabutes by
-3 each while raising ADROIT and REF by +5

e Agile and limber for your body type, you can
complete full front or back flips, 360 degree roll
offs, and other acrobatic maneuvers common to
smaller and diffetently structured creatures. You
disregard any Ungainly penalties for jumping,
grappling, acrobatics, combat maneuvers, and
other situations, and add +30 to all Acrobatcs
checks. .

e Music is as much a part of you as breathing, and
you turn all things into song and poetry. Such
things are distracting, and you suffer a penalty of
-30 to PER. If you take a religious or arcane
profession, you will sing or recite poetry to all
spells, prayers, or ceremonies you use, adding +1

g




CF counts to its time to cast.

®  You begin with 5 Faith. You use and gain Faith
like a priest, and must revere the Emerald Star
Cult as your religion, including following their
tenets.

TARA-KHAI [CENTAUR SUB RACE]

Outlook: The Tara-Khai tend to view the amount of
clothing many other races wear with a certain amount
of disgust. They will wear a vadety of trappings and
hamess, but little beyond this and the accompaniment

of a blanket or similar wrapping for chilled
temperatures. They will use accouterments as
necessary. These Tara-Khai are a wild and difficult
bunch to deal with, having a hereditary claustrophobia
that drives them insane in a matter of hours should
they be locked up or hemmed into a small area. They
dwell in the wooded areas, and follow a nomadic
existence, usually traveling between three to six
seasonal settlements, relying on hunting and
gathering. The cultural and hereditary fear of closed
spaces is likely the reason they ate commonly seen as
berserkers. It also means that you won’t catch a Tara-




Khai within spitting distance of mines, caves,
dungeons, or other nasty holes in the ground. Due to
their inability to follow orders on a consistent basis,
Tara-Khai mercenaries tend to be used as irregular
skirmishers for raiding partes and the like. They
utilize mainly long spears, throwing axes, and javelins.
A few use short bows. The Tara-Khai disdain armor
of any kind, preferring to rely on natural skill and
mobility to avoid blows.

Appearance: A woodland breed of Centaur, Tara-
Khai are most often grey to white, and are found
prmarily in the woodlands. Their hair is soft and full,
and they have long leg hair growing from the middle
of the leg down to the hoof. The Tara-Khai also has a
sure-footed ground consuming gait. Their bodies are
deep, well nbbed, and muscular. Their legs are
proportional to their bulk, and they have equally well-
formed hooves for their size. Their human like
portions are well. formed, praportioned. to__their
equine physiology and tanned to a near bronze color
in hue. They have a range of hair and eye colors, but
their hair always matches their equine hue. They are

the largest of the Centaurs.
Common Culture: Aradnast, Hohenaré, Orguna,
Tharkhala, Viruelandia, Zagrana
ADROIT d6+4  WITS d6+4
REF d6+6  REAS d6+2
STR d6+17 ESS ds+6
SIZE d4+13 EGO d6+10
MASS ds+16 CHAR d10+2
CON d6+29
FEAR 2d6+9 DR 8 DEF 2d8+25
Shock 3d6+38 MR 0 MD do+1
Disease 2d6+10 PR 0 PD 5d6
P/V 2d6+12
RR d4+6
LR d4+4
RACIAL TRAITS

Enhanced Movement Tara-Khai  physique
provides greater Move than their strength might
portray. Use a base of 20 instead of 10 when
determining Move.

Great Will — A deep well of willfulness and mental
strength is an inhented trait. The Tara-Khai add a
+20 bonus to all Self Control skill checks.
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Long Charge — Tara-Khai must cover twice the
normal distance to Charge, but add full MASS to the
damage inflicted (see Bartle and Melee section)

Mental Flaw — The Tara-Khai tend to fall into
berserker rages when they are strongly excited,
agitated, or moved. In such circumstances, you must
make TD 75 Self Control check every minute to resist
the rage. In batde, make this check every melee
round. Being locked up, tightly restrained, or hemmed
in will quickly dave a Tara-Khai bersetk. Every hour
in such a siruation, make a TD 100 Self Control, or
devolve into a berserker rage.

Native Weaponry — The Tara-Khai have a +20
bonus with Hoof [Weap], and can use their front or
back hooves as weapons, including the application of
skill maneuvers. (See the Centaur Native Weapon
Table for more details.)

CENTAUR NATIVE WEAPON TABLE

BODY CF DME Crit Fumble ER

1-39 0 dé+4 100 1 Med

40-55 -1 2d4+7 98 1 Med

56+ -2 3d4+12 95 2 Med
RACIAL CHOICES

Select 3 choices from the Tara-Khai Racial Choices
below, the General Racial Choice Table, or 2 mix of
the two. nl i i X
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Blood of Keo Tribe Walker — {Requires 2 Racial

Choices. If you choose this Racial Choice, you cannot - -~

take another bom, legacy, bloodline, or descendant
racial choice.} A legendary figure of Centaur lore,
Keo’s legacy lives in you. Children of the Blood of
Keo gain the following:

e Do not suffer the Mental Flaw of Tara-Khai, and
do not descend into berserker rages, but lose the
Great Will trait.

Keo bound the tribes into one, and directed the
power of its shamans, mystics, and priests against
the L’etharini invasion. His ability to center the
channeling power of othets is bom again in you.
You can act as a synergistic catalyst to bind
together the Channel skill ranks of two or more
beings, up to a max number of beings equal to
your LEAD. This act requires all of your
concentration, but only requires a single melee




round of preparation and for you to keep all
people involved within wisual sight. Those
synergistically bound by your power gain the
benefit of an average of all Channel skill ranks.
The effect requires a TD 75 Meditaton skill
check every melee round to maintain. This ability
is stressful, and impairs your CON by -2 when
used. Consecutive lengths of time are considered
a single use of this ability.

Keo angered Shagrath, god of the Red Moon,
and Shagrath cursed him and all of this bloodline
to be forever hunted by ’Shagrath’s minions.
They recognize a descendant of Keo on sight,
and act with hostility and antipathy. The same
applies to all spiders, natural and unnatural, who
will seek out a descendant over others to do
harm, injustice, and deceit.

Child of Goether — {Requires 2 Racial Choices. If
you choose this Racial Choice, you cannot take
another bom, legacy, bloodline, or descendant racial
choice.} Those bom of this line are called the
“Children of Goether”, revering the Centaur battle
god of yore, dead since the God Wars of myth.

¢ The Tara-Khai rage bom in you is of towering
proportions. When it pours forth in berserker
rage, any damage you inflict to an enemy that
pierces their DR is compared to their BODY
score. If it meets or exceeds the foe’s BODY,
you kill them outright with the attack.

Add +2 to DR and MR, but you have a -10
advancement penalty to DEF and MD.

You boil with an unquenchable, unstoppable
explosion of life that adds +10 to ESS, but is
chaotic and lawless, applying 2 -50 penalty to all
Channel skill checks.

Steadfastness of Caoal — {Requires 2 Racial
Choices.} A few are born to the Tara-Khai that are
reminiscent of Mighty Caoal, and are given his
suname as title. You are one such Centaur. Like
Caoal, you are built with a near iron skeleton, and
have FORT 10, which allows you to negate the first
10 points of attribute or charactenstic damage.
Unfortunately, you take a -2 to CON, and you start
with a zero for a Disease Save.
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DEODANTH

Outook: Deodanths are surrounded in mystery and
legend, so much so that they themselves no longer
know the whole truth. Thaumaturgical research
confirms that they are a hybnd race, the result of a
necromantic blending of Elven blood with some dark
and unknown thing probably feline in nature.
According to legend, they are lost time travelers from
eons in the future, when the universe is old and the
last suns are dying. They are known for their fierce
nature, as well as their cunning batte tactics. A
nomadic breed, they travel alone or in small groups,
and are solitary in their habits — so much so that most
of their history has passed out of memory despite
their long lives. They seldom wear much clothing
beyond a loincloth and weapons hamess, disliking
bulky, encumbering accessories. Even these are
eschewed for their natural states outside of restraining
social settings. They are practical, however, and can
and do wear armor in situations where it is needed or
desired. They favor greatly the heavier types of rapiers
and martiobarbuli. They can move as quietly as
hunting cats, and fear nothing in the Multiverse.
Deodanths have a reputation for being vicious
and cruel. For the most part, it’s a well deserved
reputation. Most Deodanths enjoy inflicting pain and
torture, and are sadists of the worst kind. Some of
their victims have been known to live ten years or
more, spending every second of that tme in
excruciating pain. In fact, some will commit suicide
rather than accept falling into the hands of a
Deodanth. A few Deodanths do not share this
penchant for vicious cruelty, but they are exceedingly
rare and generally considered deranged by others of
their race. Even these “kinder and gentler”
Deodanths are predators by nature, and woe to the
opponent who makes the mistake of crossing one!
There is an old proverb: “The cruelest creature in the
world is a merciful Deodanth”. Deodanths are natural
predators. From time to time, their instincts get the
better of them. Only a rare Deodanth can resist the
prospect of a good hunt. Quite often, Deodanths
have been known to drop what they were doing in
order to stalk and kill some enticing prey. Think of a
cat playing with a mouse, but make the cat human
sized with incredible strength and an arsenal of
weapons. Deodanths hate Elves for historical reasons
and vice versa. In fact, they don’t like anyone very
much, a feeling reciprocated by the wordd.
Appearance: Muscular and whipcord lean,
Deodanths resemble nothing so much as a sinister
blending of Elf and something feline. They are tall: six




ADROIT d6+12  WITS

REF
STR
SIZE
MASS
CON

FEAR
Shock

Disease

P/V

RR
LR

d6+12  REAS
do+13  ESS
d6+8 EGO
d6+6 CHAR
d10+16

Immune DR 8 DEF

3d4+32 MR 11 MD

2d6+40 PR 7 PD

3d4+42

d4+8

1
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d6+12

2d4+7
d6+1
2d4+10
d6+5

2d6+40
2d6+21
2d6+24
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foot tall is short and seven foot tall is more common;
their skin is jet-black; their nails are pointed and silver.
They are totally hairess. Deodanths have faintly
glowing, pupilless, red eyes and wickedly pointed
teeth. They have phenomenally strong leg muscles, a
legacy of their feline forebears.

Common Culture: Arduin

RACIAL TRAITS

Charming Gaze — Deodanths can charm with their
eyes. The eye locking attack takes a quickened action.
To actually exert the charm takes a2 normal action as
well. The attack is psychic, and a Deodanth has
2d10+5 Mind skill ranks with this power. If it
succeeds against an opponent’s PD, it takes a normal
acton on the next CF action count to solidify control
(your victim is helpless during this CF action count).
Those mesmerized are considered charmed. You
must have visual contact and a clear line of sight to
make the attack and solidify control.

RACES




Deodanth Eyes — Deodanths are sensitive to several
higher spectrums of sensory input. They innately see
magnetc lines, can sense dangerous radiation levels,
and see in poor illumination or complete darkness like
normal vision, retaining all sense of color.

High Native Agility — Deodanths do not subtract
MASS from Dodge, and have a +20 advancement
bonus to DEF.

High Native Perception — Add a +15 bonus to
PER and a +20 bonus to Recon skill checks.

Enhanced Jump — Deodanths have the native ability
to jump or spring 30 ft forward and 15 ft in height
from a standing or moving position and can do so as
a normal action. They also begin with the Acrobatics
secrets of Leap Attack and Running Jump Attack;
however, they do not suffer the penalty to Dodge or
the vulnerability of being knocked down if they miss
when using these attack maneuvers.

Immortal — Deodanths are immortal, immune to the
effects of aging, and do not die unless slain.
Deodanths look upon life differently; unlike the
shorter-lived races that are drven to excel and
succeed, Deodanths take a longer view, concerned
with different machinations of the world. Due to this
mindset, Deodanths have low LR, but compensate
with the ability to convert life experience (EPS) into
advancement bonuses that they can apply to Skills,
Saves, or Defenses. Deodanth can convert 2 EPS
into a +10 advancement bonus, and have no limit on
the EPS they can turn into advancement bonuses.

Inherited Skill — Deodanths have an innate skill with
Rapiers and Martiobarbuli, and have a +20 bonus to
Weapon skill rolls with both weapons.

Innately Magikal — Deodanths are magikal in form,
and add +15 to their APT score.

Linguistic Inheritance — Deodanth begin with the
Deodanth language and at least 3 others, and have a
+10 bonus to Deodanth language checks.

Low Life Fotce — Deodanth life force is dim and
difficult to detect; they use ESS 0 or MD 200 as
appropmate against detections of this nature.

Natural Stealth — Deodanths have a +20 bonus with
Clandestine skill checks due to their nature and ability.

Natural Weaponry — Deodanths can fight effectively
with their claws or fangs. They have a +15 bonus
with Claws [Weap], but must Grapple or otherwise
move within Close ER to bite a victim.

DEODANTH NATIVE WEAPON TABLE

CF DME Cnat Fumble ER
Claws 0 d4+8 97 2 Med
Fangs O d2 100 6 Close

Proprioceptive Damager — Deodanths add +10 to
their BODY when determining the amount of
damage they inflict.

Time Jump — Deodanths can freely slip forward in
time a predetermined 1 to 10 melee rounds. While
time slipped, they perceive everything in a distorted
way, but effectively gain those melee rounds to take
actions to affect themselves and anything they were
carrying. While time slipped, they are out of time and
space until the time slip ends, whereupon they retum
to their previous position. It only takes a quickened
action to activate, but it drains -5 points off CON,
REF, and REAS each time the power is used.

Unique Genetics — Deodanths are uniquely formed:
mentally, physically and otherwise. They have total
resistance to Fear and ESS impairment, damage,
draining, or blasting from any source, including
voluntary attempts to reduce ESS.

Universally Despised — Hated everywhere they go,
Deodanths have the social motifs of Despised,
Merciless, and Feared, all tied to the Renowned social
motif. They can never lose or discard these negative
social moufs.




DWARF

Outlook: The Dwarves are an ancient people, nearly
as old and as magikal as the Elves. Dwarves tend to
ponder things for a time before acting, never acting
before they are ready. They are often more stubborn
(and frequently grouchier) than mules. Since they are
long-lived, they tend to be more patient than other
people, but not to the same degree. Their general
tendency toward stubbomness makes them reluctant
to try new things without greatly pondening on the
consequences — more so since Dwarves love strong
dnnk, good tales, and better arguments. Any matter
of importance facing aclan-will be put up to debate in
an open forum. These forums sometimes last for
months, even years! Short-lived races are advised
NOT to expect speedy tresults from a Dwarven
Conclave. Dwarves are sometimes called “The
Constant Folk” and with good reason. They have
exceedingly long memories, and never forget a friend
— or an enemy. There have been cases where grudges
have gone unpaid for decades or centuries, but never
forever. It’s a common thing for 2 Dwarf to show up
in 2 Human community, claiming grievance for some
wrong done by the local Innkeeper’s great-great-
grandfather! Dwarves take these claims extremely
sedously, and it’s generally best to accommodate
them. While not all Dwarves are ruled by the
legendary gold lust of their kind, many are, and almost
all are at least touched by it. There is a strong
acquisitive streak in the Dwarven nature. This drves
many Dwarves to look for any advantage in any
contractual negotation. There is no more formidable
a trader in Khaas than a Dwatf, especially a female
Dwarf. Even with friends, Dwarves will often stick to
the letter of a contract, reasoning that it’s the friend’s
tesponsibility to tend to his own batgains. It’s
common for a Dwatf to wind up coming out of the
adventure with a double share or more of gold, and
then reserve the meanest accommodations he can as a
way of saving money! Even so, no Dwarf would ever
let a true friend go hungry or suffer.

Appeatance: Not surprisingly, Dwarves ate shorter
than Humans. Stocky of build and extremely dense,
they often outweigh other creatures of comparable
size and very little of that weight is fat. Dwarves
usually have dark complexions and brown, black, or
rust-red hair. Most are bearded although a few daring
young rebels have taken to the highly controversial
fashion of wearing a long moustache only.

Common Culture: Arduin, Azelkha, Bossalia, Chardos,
Chrysolia, Chund, Cyndyra, Falohyr, Ithalos, Khorkhroé,
‘Khorsar, Myrmydios, Saast, Viruelandia, Vorangé )
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ADROIT d4+5 WITS d6+9
REF d6+9 REAS d6+5
STR d4+11  ESS ds+7
SIZE d2+5 EGO ds8+6
MASS d4+11  CHAR di10o+2
CON d6+24
FEAR d6+32 DR 8 DEF 3d4+40
Shock 2d6+40 MR 7 MD  2d6+20
Disease 2d4+40 PR 5 PD 2d6+16
P/V 3d4+50
RR d4+10
LR 2

RACIAL TRAITS

Bred Stoicism — Dwarves are bred to be stoic. Add
a +10 bonus to all Self Control skill checks.

Dwarf Sight — Dwarves are sensitive to several
higher spectrums of sensory input, such as magnetic
field changes, and can detect the flicker of x-rays.

®  As a Dwarf, you innately know magnetic north,
can discern magnetic fields, retrace steps, and
navigate any territory you have walked using
nothing but your PER to do so. Also, you can
see in poor illumination or complete darkness
like normal vision, but without a sense of color.
Ability to perceive the rightness ot wrongness of
constructed or natural areas such as tunnels,
structures, caverns, and buildings; this talent also
extends to constructed things such as siege
engines and mechanisms. You can make a PER
check whenever you see, touch, or study such an
object or place. Regardless, this is an intuitive
understanding that provides no specifics, and is
limited to a2 maximum range of 20 ft.

Ingrained Toughness — You are built to have a
toughness that belies even your appearance. Add a
+20 bonus to HP.

Innate Crafter — Crafting is an ancient art, and the
act of creation is part of Dwarven nature. Add a +10
bonus to Manufacture, Engineer and Mechanic skill
checks.

Long Lived — Dwarves are a long-lived race, and
look upon life differently. Unlike the shorter-lived
races that are dniven to excel and succeed, Dwarves
take a longer view, and are more cautious and slower
paced. Due to this mindset, Dwarves have a low LR,




Fiseriiigys

s
2
o

N
e,

but compensate with the ability to convert life
experience (EPS) into advancement bonuses they can
apply to Skills, Saves, or Defenses. Dwarves can
convert 3 EPS 1ato a +10 advancement bonus, and
have no limit on the amount of EPS they can turn

into advancement bonuses.

Magik Resistant — Strongly resistant to magik,
Dwatves gain a +30 MD advancement bonus.

Warrior Born — Dwarves ate bom with an innate skill
in the fighting arts, and grow into warriors with the
batest of training. Add four +10 advancement
bonuses to any Warrior Profession Favored or Core
skills, including stacking some or all of them iato one
skill or into DEF.
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RACIAL CHOICES

Select 3 choices from the Dwarf Racial Choices
below, the General Racal Choice Table. or 2 mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Forged by Heldoré — Occasionally a Dwarf is said to
be forged by the Dwarven mother-goddess, and 1s
marked with the stamp of her hammer. You are one
such Dwatf. You have 5 Faith and three prayers (GM
decides; roll d4 for OP of each prayer) that you use
innately, trading 1 Faith per OP to power. You use
and gain Faith like a priest, and must revere Heldoré
as your deity, including following her tenets.

Heritage of the First — {If you choose this Racial
Choice, you cannot take another bomn, legacy,
bloodline, or descendant racial choice.} You are heir
to the bloodline of the legendary First Bomn, the
predecessors to the current Dwarven line. While
greatly diluted since their time, you have great affinity
and apathy with certain elements, as outlined below.
You can take the Racial Choice of Overflowing Life
Force for the cost of 1 Racial Choice instead of 2.
®  Anything you craft seems instilled with a life of
its own. You have a +20 advancement bonus
with the Manufacture skill. Whenever you
personally manufacture something, there is 3%
chance you will imbue it with d6 ESS of your life
forcee. The ESS imbued is taken as ESS
impairment. (See Crafting and Manufacturing
for more details.)
®  You have a -50 penalty with the Ceremony,
Entreaty, Mind, and Cast skills, and are only truly
comfortable around rune magik.

Iron Boned — {Requires 2 Racial Choices.} They tell
tales about you like they do of the great heroes of the
past. Everyone says you've inherited the iron bones of
Dwarven legend, and based on your experience, you
would say they are nght. Gain a Fort value equal to
your MASS, which allows you to negate that in
BODY damage. Iron Boned halves your normal

movement.

Legendary Healer — {Requires 2 Racial Choices.}
When they talk about the legendary recovery rate of
Dwatves, they speak of you. You can recover from
anything that doesn’t kill you, so much so that if
whatever ails you does not slay you in the first minute
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of affliction, you will eventually recover, regardless of
how toxic or potent the afflicton. You heal like
normal, but at an hourly rate instead of daily, and do
so despite any condition or activity. Also, you recover
at least your RR in HP, one attribute, and one
charactenstic per day, even if damaged, destroyed,
eaten, or other action has happened. Unfortunately,
when or if you do die, your life force deteriorates (see
Adventuring section) at double the normal rate.

Life Dedication — A Dwarf can bind his life to a
single task, be it great or small. The task must be
significant and meaningful to you, or you cannot
dedicate your life to it (GM adjudication required).
Restoring the honor of the clan, slaying the dreaded
drake Kthoramoruk, finding your lost son, serving the
clan lotd with honor, and so on are significant tasks.
When you bind your life to a task, you gain the ability
to apply a +20 bonus to any roll directly relating to it
(GM adjudication required, but bonus may be gained
no mote than once per melee round). Howevert, if you
betray the task you have dedicated your life to, such
as betraying the honor of the clan, giving up your
search for lost son, and so on, your own inner self
turns against you like a curse, applying a -20 penalty
to all rolls. It is possible to dedicate your life to a
different task if the first becomes impossible or is
completed (GM determines both possible scenanios).

Mana Caller — Once in a while in a2 Dwatven
generation, a child is bom who has a particular
affinity with the ancient art of crafting. You are such a
child, and can use your affinity to call forth mana
from any Very Good and Superb quality object,
treating them like a source equal in power to the APT
of the item. All things have their opposite, and you
have a -2 EGO penalty.




ELVES

Elves are an old, highly magikal race. Once a single
race, over time they have split from their common
ancestry and taken two distinct paths.

HIGH ELF [ELF SUB RACE]

Outlook: The High Elves ate a very old, very magikal
race. It is entrely possible that they were the first
sentient beings, though some claim that this honor
goes to others instead. No matter what the case, the
fact remains that the Elves are an ancient people and
very wise. They are a joyful people, but not favolous:
studious when necessary, but not setous by nature.
To short-lived Humans, Elves sometimes seem overly
relaxed or even lazy, but this is merely the result of a
lifespan a hundred times as long as that of the most
venerable Human. When one measures life in
millennia, what matter if a particular task s
accomplished tomorrow or a hundred years down the
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road? Elves, literally, have all the time in the world.
The High Elves have little to do with the affairs of
Humans or with the outside world in general. They
live in isolated splendor atop the most secluded
mountains, passing their days in the pursuit of poetry,
music, magik, and intricate ceremonies of courtly
grace. For all their refinement, though, they are
among the fiercest of warriors when provoked. If not
for their very low population and birthrate, High
Elves might easily rule the world; as it is, they choose
to ignore it.

Appearance: High Elves are tall and slender, usually
having light complexions and very light brown to
silvery blonde hair. Their eyes are green, violet,
lavender, purple, or pearlescent grey. All Elves have
pointed ears to a greater or lesser extent, and their
eyes are shghtly epicanthic, giving them an almond-
eyed look.

Common Culture: Arduin, Bossalia, Dreaming Isles,

Orguna




ADROIT 2d4+9 WITS 2d4+10
REF 2d4+9 REAS d10+8
STR d6+8 ESS 3d4+8
SIZE d4+7 EGO ds+6
MASS d6+3 CHAR d10+7
CON d10+18
FEAR 2d6+54 DR 5 DEF 2d4+20
Shock d6+21 MR 18 MD 2d6+55
Disease 2d6+10 PR 7 PD 3d4+22
P/V 2d6+5
RR d4+3
LR 1

RACIAL TRAITS

Ancient Elven Contemplation — You can slip into
the ancient contemplative stream of past Elven
generations. You start with the Meditation skill secret
of Focus.

Immortal — High Elves are immortal, immune to the
effects of aging, and do not die unless slain. High
Elves look upon life differently, and unlike the shorter
-lived races that are doven to excel and succeed, High
Elves take a longer view, concemed with different
machinations of the wotld. Due to this mindset, High
Elves have a low LR, but compensate with the ability
to convert life expedence (EPS) into advancement
bonuses they can apply to Skills, Saves, or Defenses.
High Elves can convert 2 EPS into a +10
advancement bonus, and have no limit on the amount
of EPS they can tum into advancement bonuses.

Elf Sight — High Elves have high visual acuity, and
can see in poor illumination or complete datkness like
normal vision, retaining all sense of color. High Elves
also add +20 bonus to PER and +10 bonus to all
Recon skill checks.

Ability to perceive the nghtness or wrongness of
constructed areas such as structures, and
buildings. They innately make a PER check
whenever they see, touch, or study such an object
or place. Regardless, this is an intuitive
understanding that provides no specifics, and is
limited 2 maximum range of 20 ft.

Ability to make PER checks to determine the
APT of items, places, and people. This check is
innately done, and requires no attention on your
part, similar to how you innately sense the
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rightness or wrongness of a constructed area
when you see it.

Legendary Fear and Magik Resistance — High
Elves grow to have near immunity to Fear and magik.
Add +50 advancement bonuses to Fear and MD.

Magikal Ancestry — High Elves are steeped deeply
in the ancient traditions of magjk.

Add a +20 advancement bonus to Channel,
Ceremony, Cast, and Arcanalogy skills.

Naturally generate mana equal to your BODY.
You reduce the burden of magk naturally,
lowenng the maintenance of spells from a
normal action to a quickened action or a
quickened action to none. For ntuals, you lower
the amount of APT impairment by -3; if this
reduces the normal impairment of the ritual to
zero, it effectively has no impairment.

Warrior Spirit — High Elves possess an innate
watrior spifit that shines through, regardless of
profession. Instinctive skill with the fightng arts
allows you to add four +10 advancement bonuses to
any Waror Profession Favored or Core skills,
including stacking some or all of them into one skill
or into DEF.

RACIAL CHOICES

Select 2 choices from the High Elf Racial Choices
below, the General Racial Choice Table, or 2 mix of
the two. You may only take a Racial Choice once.
Taking some Radal Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Arcane Insight — You have powerful insight into the
inner workings of magik, and can make intuitive leaps
when it comes to understanding magik spells and
atuals. When first exposed to a nitual or spell, you can
make an unmodified TD 100 MA check. If you
succeed, you leam the spell or nitual at skill rank 1
without the need to expend EPS. You only make this
check once per individual spell or rtual. Oppositely,
you are highly unintuitive with rune weaving, and
expend double the EPS to leam runes.

Heritage of the Beynelevin — {Requires 2 Racial
Choices. If you choose this Racial Choice, you cannot
take another bom, legacy, bloodline, or descendant
radal choice.} Heir to the bloodline of the




Beynelevin, chosen by Elven gods of old to forge the
weapons and armor of their anointed champions.
Like Beynelevin you have great skills in wortking
metals and crafting items.

¢  Your innate perception allows you to make PER
checks to evaluate metal, in raw or worked form,
for purity and composition in addition to APT.

e Anything you craft from metal seems insulled
with a life of its own. You have a +20
advancement bonus with the Manufacture skill.
Whenever you personally manufacture
something, there is 13% chance you will imbue it
with d6+4 ESS of your life force. The ESS
imbued is taken as ESS impairment. (See
Crafung and Manufacturing for more details.)

¢  You have a -50 penalty with Cast, Mind, and
Eldanin skills, and are only truly comfortable
around faith- based or ceremonial magik.

Legacy of Khaer-Mideon — {Requires 2 Racial

Choices. If you choose this Racial Choice, you cannot

take another bom, legacy, bloodline, or descendant

racial choice.} The power of rune weaving sings in
your blood and bones, and the hentage of the Khaer-

Mideon, those who challenged and defeated Caliban

lives on in you.

e Add a +30 advancement bonus with Eldarin.

e  When rune weaving, you reduce the ime cost of
each individual Eldarin secret by -4 melee
rounds. If you lower an Eldanin secret or rune to
a zero melee round requirement, you can cast it
in a single CF action count.

e FEldann comes quickly to you: part as natural
aptitude and part as awakened racial memory.
For each plateau of skill you achieve beyond
Proficient, you gain a bonus secret chosen
randomly from the secrets at the previous
plateau. (Example: When you achieve Trained
(skill rank 10) in Eldarin, you will get a2 random
bonus secret available at the Proficient (skill rank
1 through 9) plateau.)

®  You do not have the Warnor Spirit (as outlined
above in Racial Traits) of High Elves.

¢ You have a -50 penalty with the Ceremony,
Entreaty, Mind, and Cast skills, and are only truly
comfortable around runic magik.

Serenity — The stream of Elven contemplation runs
strong within you, and its power allows you to ignore
the effects of charms, will compulsions, Deodanth
gaze attacks, etc. (no roll required). Its power is
addictive, and when you sleep, you slip into this
stream of past time and only reluctantly depart from
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it. While sleeping, you are -50 PER, and sleep two
extra hours per day.

WOOD ELF [ELF SUB RACE]

Outlook: By far the most common sort of Elves,
Wood Elves dwell in the majestic forests of Khaas,
which they have claimed as their domain since time
past memory. They are a joyful people, open, honest,
and tuned to the pace of life. Like their cousins,
Wood Elves sometimes seem ovetly relaxed, or even
lazy, but this is merely the result of an immortal
lifespan. As they live so long, Elves are very careful
on whom they will bestow their friendship. They also
have long memories for enemies. They are hard to
anger, but once they are angry, they are much harder
to mollify. They may carry on nghteous retribution
over the course of millennia, if necessary. Less aloof
than their other kin, Wood Elves nonetheless value
their privacy, and aren’t reluctant to let intruders
know this with the help of a well placed volley of
arrows! Wood Elves have a deserved reputation as the
finest archers in Khaas. They take a great deal of pride
in their archery. It’s traditional for a Wood EIf to
plant the sapling that will grow into his or her first
bow at the age of 15; thus, an Elf literally grows up
alongside his bow, and treats it very neatly as a living
member of the family.

Appearance: Wood Elves are tall and slender, usually
having light to golden complexions and brown, blond,
red, or pale silver hair. Their eyes are green, hazel,
lavender, purple, or peatlescent grey. All Elves have
pointed ears to a greater or lesser extent, and their
eyes are slightly epicanthic, giving them an almond-
eyed look.

Common Culture: Aradnast, Arduin, Falohyr,

Ghorfar, Hohenaré, Ithalos, Malgoreem, Orguna,
Panduna, Talafar, Vindia, Viruelandia.
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ADROIT do+12  WITS d10+6
REF 2d4+8 REAS d12+2
STR ds+5 ESS d1o+11
SIZE d4+6 EGO d8+8
MASS d8+2 CHAR d10+5
CON 3do+16
FEAR =~ 2d6+20 DR 3 "DEF 2d4+24
Shock 2d6+24 MR 13 MD 2d6+22
Disease 2d6+22 PR 2 PD 3d4+10
P/V 2d6+15
RR d4+4
LR 1

RACIAL TRAITS

Ancient Elven Contemplation — You can slip into
the ancient contemplative stream of past Elven
generations. You start with the Meditation secret of
Focus.

Child of the Forest — Wood Elves are true children
of the great forests, and begin with the Wilderness
secret of Native Son without the need to meet its
requirements.

ENf Sight — Wood Elves have high visual acuity, and
can see in poor illumination or complete darkness like
normal vision, retaining all sense of color. Wood
Elves also add +30 to PER and +10 to all Recon skill
checks.

e  Ability to perceive the rightness or wrongness of
natural structures or areas. They innately make a
PER check whenever they see, touch, or study
such an object or place. This also applies to a
lesser degree to constructed areas as well (-30 on
PER checks). Regardless, this is an intuitive
undetstanding that provides no specifics, and is
limited to a range of 20 ft.

Ability to make PER checks to determine the
APT of items, places, and people. This check 1s
innately done, and requires no attention on your
part, similar to how you innately sense the
rightness or wrongness of a constructed area
when you see it.

Genuine Grace — Wood Elves can Dodge an
additional time in a CF action count, applying this as a
quickened action only useable as Dodge. They do not
subtract MASS from their Dodge bonus.

Immortal — Wood Elves are immortal, immune to
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the effects of aging, and do not die unless slain. Wood
Elves look upon life differently, and unlike the shorter
-lived races that are drven to excel and succeed,
Wood Elves take a longer view, concerned with
different machinations of the world. Due to this
mindset, Wood Elves have a low LR, but compensate
with the ability to convert life expenence (EPS) into
advancement bonuses they can'apply to Skills, Saves,
or Defenses. Wood Elves can convert 2 EPS into a
+10 advancement bonus, and have no limit on the
amount of EPS they can turn into advancement
bonuses.

Naturally Ambivalent — You maintain frivolity and
cheer in the darkest times, and have a +50
advancement bonus to Fear Saves.

Warrior Wizard Ancestry — Forged in the chaos of
past wars, Wood Elves have a deep and powerful
hentage as warnor wizards, freely mingling the
steength of the two as one.

e Wood Elves have two +10 advancement bonuses
they can allocate to any Warrior Profession
Favored or Core skill, including stacking some or
all of them into 1 skill or DEF.

Wood Elves have two +10 advancement bonuses
they can allocate to any Wizard (Mage)
Profession Favored or Core skill, including
stacking some or all of them into one skill, into
DEF, or into MD.

Naturally generate mana equal to your ESS.
RACIAL CHOICES

Select 2 choices from the Wood Elf options below,
the General Racial Choice Table, or a mix of the two.
You may only take a Racial Choice once. Taking some
Racial Choices preclude the selection of others. Notes
to this fact are included in the specific Racial Choices.

Blood of Simullaque — {Requires 2 Racial Choices.
If you choose this Racial Choice, you cannot take
another bom, legacy, bloodline, or descendant racial
choice.} Simullaque grew close in thought and power
with that of the water Seelie, and the echoes of that
joining carries on in your blood.

®  You can sense water, as little as fistful, if within
100 ft, even water trapped in the earth. You can
tell if water is potable or not potable.

You can summon the moisture from the sky, and
call forth rain that lasts 2d12 hours, dropping a
quarter of an inch of rainfall, with a Self Control
TD 50. You can add a quarter of an inch of rain




for every +25 you add to the TD. You can do
this as often as desired, but the effect is localized
to a half mile radius [must be outside to use].
Natural ability with three spells based in the
water, mist, or storm elements. Roll a d4 for OP
of the spells. You ignore all requirements for the
spells, including the mana requitements. Instead,
when you use these spells, they impair your APT
by -1.

All Seelie and Unseelie recognize you on sight,
and will treat you like water Seelie, as do Storm,
Mist, and Water elementals and demiurges.

You become Nauseous if silver contacts your
skin and Staggered if it pierces it (see the
Adventuring section for details). The effect lasts
2d4 hours.

Fantastic Dexterity — {Requires 2 Racial Choices.}
When they speak of the amazing dextenty of Elves,
your name is on their lips.

Dodge an additional time in a CF action count,
counting this as a quickened action only useable
as Dodge. This adds to Genuine Grace.

Convert any Dodge action into an Eldntch
Dodge, but only with half the normal bonus.
Eldntch Dodge allows you to make a Dodge
attempt against magik to avoid its effects. You
must know and be able to sense the magik to use
Eldritch Dodge.

You lose the base DR of Wood Elves, and start
with a DR 0.

Scions of Zaed ne Kaeylna — {Requires 2 Racial
Choices. If you choose this Racial Choice, you cannot
take another bom, legacy, bloodline, or descendant
racial choice.} Zaed’s ancient line lives in you. Zaed
lived somewhere between the wortld and the world of
the Awynnousi Seelie and so do you, partly in one
wortld, party in another. Scions of Zaed ne Kaeylnea
gain the following:

Scions only heal during the true light of the day
(magikal light or facsimiles of light do not count);
from dawn to dusk, you heal three times your
normal healing rate, including attribute and
charactenstic impairment. Similarly, psychic and
magikal forms of healing do not affect you unless
Faerie magik is used.

Use a d2+2 for SIZE, but add a corresponding
+10 to COORD and +5 to CF.

Flora of all types reacts favorably to your
presence. All initial reactions of such beings
move to neutral if hostle or foendly if neutral.

You become Nauseous if ferrous metal contacts
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your skin and Staggered if it pierces your flesh
(see the Adventuning section for details).

Strength of the Dawnstar Kings — {Requires 2
Racial Choices. If you choose this Racial Choice, you
cannot take another bom, legacy, bloodline, or
descendant racial choice.} The Dawnstar line ruled
Arduin until their downfall in the Nexus Wars. You
have no claim to their blood, but some measure of
their strength and heritage lies within you. You gain
the following:

¢ You double the amount of advancement bonuses
you gain from the Warrior Wizard Ancestry.

You unconsciously maintain a low-level amount
of background channeling with the world that
regenerates .your- ESS .in mana hourly to a
maximum of double your APT in a day’s period.
You are terrble with other magik, and have a -50
penalty with the Ceremony, Entreaty, Mind, and
Eldarin skills.

GNOLL

Outlook: Gnolls are a cowardly lot who will rarely
stand and fight unless they have the upper hand. They
favor ambushes, raids, and hit-and-run attacks, often
showing great cunning with these tactics. Gnolls
overall are not the most brilliant of races, and they
think more about mating, killing, and keeping their
hides intact day-to-day than anything else. Their
society 1s overcome and rdden with bestal and
prmal urges, and they raise little beyond savage
prmitivism-due to this fact. A few Gnolls do claw,
scratch, and kil their way to higher levels of existence.
These are the exceptions, as most are met as the
leadets of their own race, or heavily influenced by
other races or cultures. Gnoll society is a very
hierarchical one, with Gnoll males having a clear
understanding of where they stand in the pecking
order. The strongest male will be the leader, and will
make all the decisions for the group. Gnolls tend to
become highly disorganized if they become abruptly
leaderless, something their enemies tend to exploit.
Directly below the leader are the rest of the Gnolls,
who constantly try to improve their place in the group
through fights, or forming small groups that nse to
power as an alliance, but quickly fracture once they
have seized control.

Gnolls are hormible individualists, and react,
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large. Set upon a single Gnoll, and he will run even if
you are cut, bleeding, and dragging your intestines
with you like a rope tied around your boots. Add
three or four more Gnolls to the mix, and suddenly
they find bravery to take on even the most formidable
looking and equipped wardor. It’s all about
perception for Gnolls, and if they can’t see the upper
hand in a situation, they cut and run.

Appearance: Gnolls stand between five and a half ft
and seven ft tall, although only rarely do individuals
reach the upper limit. They resemble a slighty
humpback humanoid version of a hyena more than
anything else. They are lean, and often appear
undernourished, although this appearance is
deceptive; even a well-fed Gnoll appears half starved.
Gnolls are covered in a pelt of dark to light brown
fur, which in all cases appears mussed since Gnolls
never groom. A thick, unkempt mass of black fur
arises from the base of the tnangular head, extends
down the back of the neck, and continues half way
down the body. A Gnoll can raise the mane of black
hair on its back when frightened or angry to look
much larger, which it usually does in conjunction with
roanng to frighten off an attacker or as a preparation
for its own attacks. They have well developed front
incisors, but the rear teeth are little more than thick
pegs. They have pronounced jaws, and can bite
powerfully enough to break bones. Gnoll hands are
more humanoid than canine, and they have two
opposable thumbs. The lower portion of their bodies
is a different matter however, and their feet and the
support legs are more in common with a canine than
a2 humanoid. The foot is skin to a canine foot,
complete with thick, calloused pads on the bottom,
and stubby, blocky nails.

Common Cultute: Armmandora, Khandruzia,

Malgoreem

ADROIT d8+10  WITS ds+8
REF ds+7 REAS d6+2
STR d4+9 ESS d10+9
SIZE d6+8 EGO ds+10
MASS d4+5 CHAR di10+3

CON 3d8+18

FEAR d6+1 DR 7 DEF 2d8+20
Shock 4d6+30 MR 1 MD  2d6+2
Disease 2d10+22 PR 0 PD d6+33
P/V 2d6+30

d4+3
d4+5
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RACIAL TRAITS

Autophobia — Gnolls are horrble individualists, and
suffer mentally and emotionally in interpersonal
situations. They always have a -30 penalty to the
Social skill, except when they are intimidating (see the
Formidable Racial Trait). They are -6 to MA and -50
to Fear when alone. If in a group of at least 3 or
more, 2 Gnoll ignotes the penalty to MA and Fear.

Formidable ~ Gnolls instinctively know how to
posture, use body movement, and make sounds to be
intimidating to other beings. Add +30 to rolls to
intimidate, ignornng the normal -30 penalty to Social
skill checks a Gnoll suffers (see the Autophobia).

Gnoll Sight — Gnolls can see in poor illumination or
complete darkness like nommal vision, but without
color. Gnolls add +25 to PER and +15 to Recon skill
checks.

Ingrained Paranoia — Sneaky, paranoid, anxious,
and fearful by nature, Gnolls have a +40 bonus to
discover ambushes, and can Dodge or Parry even
when ambushed. Gnolls also have +20 to Escape ot
Egress, and +40 to survive in any terrain except urban
ones

Native Weaponry — Gnolls inflict savage bites, and
have a +15 bonus to Fang [Weap]. A Gnoll can
convert a successful bite into a grapple and restrain
maneuver with a quickened action.

GNOLL NATIVE WEAPON TABLE
CF DME Csdt  Fumble ER
Fang 0 d4+6 95 3 Short

Primal Utges — Gnolls easily fall prey to savage and .
primal urges; make a TD 75 Self Control check every
minute you are excited, agitated, or moved. In battle,
make this check every melee round. If you fail the
check, you descend into mindless bestiality, and lose
control of your character, giving it to the GM undl
you snap out of it. You must make a TD 100 Self
Control to regain control once lost.




RACIAL CHOICES

Select 3 choices from the Gnoll Racial Choices below,
the General Racial Choice Table, or a mix of the two.
You may only take a Racial Choice once. Taking some
Racial Choices preclude the selection of othets. Notes
to this fact are included in the specific Racial Choices.

Gtohur’s Blood — {Requires 2 Racial Choices. If you
choose this Racial Choice, you cannot take another
borm, legacy, bloodline, or descendant racial choice.}
Some touch of Grohur Firebeast Devourer courses
through your veins. Grohur was cursed by the
Gnonean Baln, and cast into a time paradox that
forced him to fight flaming bestial hounds endlessly
and dine upon their remains to survive. While the
curse was eventually shattered, Grohur was changed
forever in ways seen and unseen, and you are heir to
the legacy he left his descendents.

¢ You do not suffer the Ingrained Paranoia or
Autophobia flaws of other Gnolls, but require
TD 100 Self Control checks against Primal
Urges. If you lose control, it takes a TD 150 Self
Control check to pull out of it.

e  Physically you are heavier, more strongly defined
with short bristled hair, longer mote defined
muzzle, and little to no humpback. Use d4+11
for SIZE, d4+7 for MASS, and d4+11 for STR.

®  Your sense of smell is extremely poor, and you
are -30 to PER because of it. You cannot track
anything by scent or even distinguish between
odors well except at extreme ranges of scent.

e Totally ignore the first 50 HP of damage from
any source of flame, heat, or fire, regardless of
source.

¢  Demiurges, elementals, and spirits related to fire
and metal and the respective realms gain an
intense dislike for you on contact, and always
react hostilely.

Individualist — You do not feel the fear Gnolls
suffer when not in a pack, and do not suffer as
strongly from the primal urges that besets your race.
You ignore the Autophobia Racial Trait, and need
only make TD 50 Self Control checks per minute for
the Primal Utges Racial Trait. If you fail this check, it
takes a TD 75 Self Control check to regain

composure.

Snognor’s Child — {Requires 2 Racial Choices. If
you choose this Racial Choice, you cannot take
another born, legacy, bloodline, or descendant racial
choice.} It was said Snognor had limbs of steel and a
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ragged silvery pelt tougher than the hardest stone.

You share such traits, and are seen as a child of his

blood. Your hide is toughened, thick, and heavily

furred.

e  Physically you are heavier, more strongly defined
with ragged, silver, short bosted hair, and a
thick, very insensitive skin. The hair is wiry, more
akin to a coil of high gauge metal than hair. Use
d4+11 for SIZE, d4+9 for MASS, d4+13 for
STR, and 15 for DR instead of what 1s listed
above.

e  Something about Snognor’s children sets off
animals, and all animals are extremely agitated
around you. When interacting with animals, you
are -30 to Beast Ken checks, and shift any neutral
reactions rolled for animals to hostile and any
faendly reactions to neutral.

GNOME

Outlook: If you think you’ve made a good deal with a
Gnome, count your fingers. Gnomes are the most
notorously mercenary race in Arduin. Most of them
are willing to do-anything for money — and unwilling
to do anything unless there’s something in it for them.
Exceptions to this rule exist, but ate rare enough that,
in general, people keep a close eye on their money
pouches when there’s a Gnome around! Dour and
mistrustful of outsiders, Gnomes tend to live in small
communities of their own kind. They are secretive
and not given to saying much of anything without a
good reason. Gnomes tend to be loners, and, for this
teason, ate rare in adventuring parties — but for the
aght price, 2 Gnome will put his paranoia aside and
go adventuring (and that’ll be payment in advance,
thank you very much.) Tacitum by nature, Gnomes
are xenophobic in the extreme, considening other
cultures and races as barbaric at best. Gnomes have a
very strong sense of community, and live in closed
communities. Sprawling settlements are rare.

Gnomish culture is an intetesting dichotomy. On the
one hand, they don’t much like other races, and prefer
to keep to themselves. On the other hand, they want
to make money, and the best way to do that is by
fleecing guilible Humans (or Elves, or Hobbitts, or
any race to dumb with the cash;, oh wait, that’s
everybody!). As a result, they tend to make their
homes near, but not in, Human communities. They
venture out to do their business, and then
immediately return to their own enclaves, where
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outsiders are most definitely NOT welcome or
entertained in a friendly fashion. Gnome fashion is
largely a contradiction in terms. While a working
Gnome tends to dress in sensible, baggy clothing that
blends in with the sutroundings, their social wear is
another story entirely. When a Gnome is going out on
the town, he or she usually dresses in the loudest,
most garish clothing imaginable. Gnome alchemists
have developed some of the most mind-mangling

bright dyes known to man, so these outfits tend to be

very memorable.

Appearance: Gnomes bear some resemblance to
Dwarves, though they are shorter and slighter of
build. They also tend to have datker complexions,
with skin in earthy tones. Gnomes generally keep
their beards trimmed shorter than Dwarves.
Common Cultute: Azelkha, Bossalia, Khorkhroé,
Malgoreem, Myrmydios, Zagrana
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ADROIT d8+10 WITS d6+8
REF ds+7 REAS d6+6
STR d6+3 ESS 2d6+9
SIZE d3+3 EGO d6+15
MASS d6+1 CHAR d10+5
CON dg+18
FEAR d6+17 DR 3 DEF 2d8+40
Shock d10+20 MR 6 MD 2d6+20
Disease ds8+28 PR 7 PD 3d6+22
P/V d6+30
RR d4+3
LR 2

RACIAL TRAITS

Circuitous — As individuals, Gnomes always turn to
misdirection and deception over direct confrontation.
They begin with the Clandestine sectet of Guile.

Gnome Sight — Gnomes can see in poor illumination
or complete darkness like normal vision, but with no
sense-of color.- They ate -also-sensitive to magnetic
field changes, and can detect the flicker of x-rays.
They innately know magnetic north, can retrace steps,
and navigate known territory using solely PER at -30

penalty.

Long-lived — Gnomes are a long-lived race, and look
upon life differently. Unlike the shorter-lived races
that are driven to excel and succeed, Gnomes take a
longer view, and are more cautious and slower paced.
Due to this mindset, Gnomes have a low LR, but
compensate with the ability to convert life expenence
(EPS) into advancement bonuses they can apply to
Skills, Saves, or Defenses. Gnomes can convert 3 EPS
into a2 +10 advancement bonus, and have no limit on
the amount of EPS they can tum into advancement
bonuses.

Love of Complexity — Gnomes love complexity, and
rarely visualize anything in simplistic terms. Despite a
tendency to make things more complex than needed,
Gnomes delight in the mental and physical challenges,
such as intncate craftsmanship, tough and hard to
grasp situations, puzzles, difficult designs, engineering
challenges, and other situations. Gnomes add a +20
bonus to any roll that requites a TD 125 or higher
check, and is considered 2 “complex” challenge (GM
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Metcenary Outlook — Gnomes are mercenary in
outlook regardless of upbringing, and rarely suffer
crsis over emotions, social interaction, and other
interpersonal relationships. Gnomes can make TD 75
EGO checks to shake off any emotional condition,
and gain a +30 bonus on checks to oppose a status or
condition imposed as a result of an interpersonal skill
or social interaction, such as seduction, intimidate,
awe, and other actions.

Nimble Dodger — Gnomes ate quite nimble, and do
not reduce their Dodge by MASS.

RACIAL CHOICES

Select 3 choices from the Gnome Racial Choices
below, the General Racial Choice Table, or 2 mix of
the two. You may only take a Racial Chojce once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Inner Mistrust — Your dour, mistrustful attitude is so
strong that you sometimes don’t even trust yourself!
Add a +50 bonus to PD. You make TD 50 EGO
checks instead of TD:75 EGO checks to shake off
emotional conditions, and add a +50 bonus instead of
the +30 to rolls as outlined in Mercenary Outlook.
This mistrust is profound, and you never truly trust
anything or anyone, including yourself. You suffer a -
5 penalty to rolls for Faith Growth and resist (even
your own) the effects of all spells, runes, prayers,
mental powers, and rtuals even if they are beneficial
(you just don’t trust them).

Scion of the Line of Kodjuos — {Requires 2 Racial
Choices. If you choose this Racial Choice, you cannot
take another bom, legacy, bloodline, or descendant
racial choice.} Kodjuos was an ancient Gnome deity,
well known and regarded before he was slain by
Heldoré duning a failed courtship attempt, ot so the
mythology goes. Kodjuos epitomized Gnome culture,
and was regarded as the model of Gnomish virtue.
Those who follow in his footsteps ate called scions of
his line.

e You must take the Myrmydios culture. Under the
Myrmmydiosian Gnome cultural influence
selection, choose 6 cultural influences listed there
while giving up all other cultural influences.

You suffer a -20 advancement penalty to Culture
and Social skills.




GOBLIN

Outlook: It’s not easy being a Goblin. Most of the
civilized races, such as Humans and Elves, consider
you contemptible at best, a threat to be eliminated at
worst. Urukks and Deodanths enslave you, and use
you as labor or expendable troops. Even other
Goblins don’t trust you. After all, when your people
have so little, you always have to worry that hunger
might dave your neighbor to cut your throat during
the night over your meager possessions. No, it’s not
easy being a Goblin, and there aren’t a lot of benefits
to compensate for it. You're not particularly strong,
quick, or tough. You don’t have any special powers
like the Deodanths or natural armor like the Phraints.

Sure, your night vision is good, but you’re half blind
during the day. In order to make up for these
weaknesses, 2 Goblin has to use every scrap of
cunning, every ounce of ingenuity, just to stay alive.
It’s not an easy life, but it can make for an extremely
challenging role-playing experience.

Goblins tend to disregard their own scent, and
wouldn’t know sanitation if it hit them in the face.
Their lairs and communities are dank, dismal, and
smell horrendously (not that they notice). They seem
resistant to such muck and the diseases that breed in
the filth. Their taste buds seem equally numb, and
they tend to find foods otherwise tainted (like rotted
meat, for instance) very tasty. The concept of
possession is different for Goblins, and anything not
carried on one’s person is free to take.

RACES




Appearance: Goblins are short and wiry, standing
between four and a half and five and 2 half ft tall
They uniformly have black hair, though baldness is
common between both sexes. Goblins have a
greenish complexion, though not the brght green
skin that the more lund bards and artists imagine. A
warm weather race, they have litde use for cold
climates, preferring to withdraw into their caves when
it gets chilly out. Goblins have very large, yellowish
eyes, shitted rather like those of a cat, and developed,
large pointed ears.

Common Culture: Chund, Chrysolia, Maelshyra,
Malgoreem

ADROIT d8+7 WITS ds+10
REF ds+4 REAS d6+2
STR d6+3 ESS d6+8
SIZE d2+3 EGO d8+6
MASS d4+3 CHAR ds+5
CON d6+19
FEAR dé DR 2 DEF 2d4+42
Shock 2d6+42 MR 0 MD d4+10
Disease d6+83 PR 0 PD d6+12
P/V 2d6+30
RR dé+2
LR d4+6

RACIAL TRAITS

Genetic Prominence — Goblins can breed with
anything, and have the Goblin gene dominate 99% of
the tme.

Higher Sensory Sensitivity — Goblins can see in
poor illumination or complete darkness like normal
vision, though without any sense of color.

Hardened Survivalist — Goblins lear to live on the
dregs of any society or ecosystem. They have +30
versus Ambush and retain their ability to Dodge in
Ambush or Surprise situations. Goblins also have +30
to Overland Escape or Evasion (see Battle and
Melee section) and +40 to survival in any terrain or
urban area.

Keen Nose — The Goblin nose is keen when away
from Goblin home caves, and you can make PER
checks by scent alone. You know the secret of Scent
Identification (Wilderness skill secret). When you
combine this with your normal senses, you add +30
to normal PER checks.
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Mob Drone - Being a Goblin has shown you that
working together is the only way to survive. When
you work in tandem with at least one other person
against the same opponent, you gain a +10 bonus to
ATK, DEF, Dodge, and Maneuver skills.

Native Chameleon and Sneak - Goblins are
masters at hiding and fighting from ambush. Start
with the Clandestine secrets of Mask and Guile
without the need to meet its requirements.

Nausea Immunity — They are immune to nausea of
any kind or source, and have no sense of taste. (Other
races should keep this in mind before letting the
Goblin do the cooking!)

Noctumal Nature — Goblins are normally nocturnal
beings, and abrupt exposute to bright light blinds
them for a full minute. In daylight, Goblins can see
no farther than 60 ft and even less in noontime
conditions. Also, Goblins suffer a -15 circumstantial
penalty to all rolls while operating in daylight or
similarly lit areas.

RACIAL CHOICES

Select 3 choices from the Goblin Racial Choices
below, the General Racial Choice Table, or 2 mix of
the two. You may only take a Racial Chojce once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Grey Goblin Bomn — {Requires 2 Racial Choices. If

you choose this Racial Choice, you cannot take

another bom, legacy, bloodline, or descendant racial
choice.} You are of the line of goblins known as the

Grey Goblins. Grey Goblins gain the following:

e  Skin is ash grey; your flesh carries a light bluish
patina, and is toughen to almost leather
consistency. Your blood is a thick, deep violet
ichor when your bleed from wounds. Your pulse
is rapid, powerful, and pounding. Cold affects
you drastically, and causes double any normal
damage and/or effects twice as quickly. Of
course, you ignore all but the fiercest of nommal
hot weather effects (ignorning everything but HP
damage inflicted), and resist the first 10 HP of
damage from any source of heat, light, or flame.

® Have an affinity with Air Sharks, and can use
your Social skill to influence them like you could
normal beings.

®  Your DR is 6 instead of 2, MR is 10 instead of 2,




and PR is O instead of 2. You find aluminum
toxic, treating its touch like a2 TD 75 poison that
inflicts a daylong Shaken status if the Save versus
its effects is failed.

Versus Faene or Spintual powers, you gain +100
to MD, +200 to PD, +25 to MR, and +25 to PR,
but you are at -100 to MD and -25 to MR versus
fune weaving.

You have a -20 advancement penalty to all
Interpersonal skills.

Left:
Grey goblins
nding airsharks!

Survival Jitters — Active energy fills you, and you
must move, walk, run, climb, or dance, else you are
filled with 2 wave of pain; part mental, part physical.
This jitteniness translates to an almost inability to
sleep or sit stll, but also gives you +50 to PD and
immunity to any form of exhauston or sleep
condition or status. If needed, you can force yourself
beyond your normal limits, up to and including death
tself.

Vermin Affinity — You have an affinity with vermin,
be it rats, spiders, snakes, or other loathsome things.
You can use your Social skill to influence them like
you could normal beings, but are -20 with other Social
skill checks.

HAWKMAN

Outlook: Hawkmen are one of the more rare races
met. They are intensely xenophobic and quite
clannish. Hawkmen warnors are hunters who fight
with ferocity and speed. Many people and creatures
fear Hawkmen, as they do not have the same views
on the sanctity of life as other creatures. For
Hawkmen, any land bome creature that moves tends
to fall under the category of prey. While generally this
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does not extend to sendent creatures, not all
Hawkmen tobes make the distinction. They are native
predators with the same movements as the avian
which engenders the name of their race.

While in all ways open and infinitely complex to
each other, Hawkmen are seen as secretive and simple
to others. Little of their intetnal society is exposed to
outsiders, who are scomed for their lack of flight.
They are also calm to the point of seeming
emotionless, yet animate in movement and body to
seem almost constantly restless. They tend to have a
strong sense of right and wrong, or just the opposite.
Hawkmen prefer to fly when traveling, and become
uneasy if they stay on the ground for extended
periods. They never voluntarily go underground, and
tend to become unstable and bersetk if forced. They
degrade rapidly if ever chained or restricted from
moving, lapsing into a form of madness, then
eventually death in a short number of days. This
makes them poor catches as slaves, and few
Hawkmen ever last long if subjected to those
conditions.

Most worn clothing 1s light and airy, though rustc.
This type of light clothing and leather harness 1s all
that 1s worn, as most other clothing tends to foul in
their wings. Hawkmen sleep sitting or standing, and,

while omnivorous, have a strong desire for raw meat.

Appearance: Hawkmen appear Human with bird like
features and a dorsal ridge of feathers they can erect
like a cockatoo when angry or surprised. Otherwise,
they are covered with feathers everywhere a bird
would have except on the face, throat, and stomach,
which expose bare skin. Their feathenng ranges in
color from rusty brown to tan and olive for the skin.
They are more endomorphic than Humans or Elves,
though their bone structure is extremely resilient.
They stand an average of five and to six ft tall, with
wingspans roughly three times their height in length.
The wings begin at the spine slightly below the wide
shoulders, and extend down the longer humanoid
torso. Hawkmen shoulders are extremely well built
and layered in dense, strong muscle. They have
clawed ft, often metal shod. Hawkmen are bom with
a single set of wings, though rately (very!) a special
Hawkman 1s born with two sets of wings. Their eyes
are sharp and very piercing, and tend towards greens,

blues, and light grays.

Common Culture: Ithalos, Saast, Tharkhala,
Zirhaine
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ADROIT d4+14 WITS d6+12
REF d4+12 REAS d6+3
STR d6+8 ESS ds+8
SIZE d4+6 EGO ds+7
MASS d4+1 CHAR d10+3
CON d6+15
FEAR d6+8 DR 2 DEF 3d4+56
Shock 2d6 MR 2 MD d8
Disease ds+16 PR 0 PD d4
P/V 2d6+41
RR d4+2
LR d4+5

RACIAL TRAITS

Avian Frame — While -similar in shape to Humans,
Hawkmen frames have some significant differences as
noted below.

e Hawkmen have clawed feet, and are deadly in
flight. When grounded, they cannot use their
claws easily, and suffer a -50 ATK penalty when
using claws against non-prone opponents. Also,
if knocked down or grounded involuntarily, they
must succeed at a TD 75 Athletics check, or they
are considered Outmaneuvered untl they do
succeed at the check.

e Hawkmen frames are fragile. Taking BODY
damage beyond their MASS renders them unable
to fly. They also cannot catry more than one-
third their normal weight and still fly, though
they can drag their normal weight with standard
penalties.

Claustrophobia — Hawkmen fare pootly in closed
places, and suffer from intense, mind killing
claustrophobia. Being underground, wrestled down,
or in enclosed buildings can inspire a berserk feeling
to be ftee; requiring a TD 150 Self Control skill check
to tesist this feeling to act normally.

Fast Aerial Movement — Hawkmen determine their
Aenal Movement like normal Movement, but using a
base of 50 to determine their flying speed.

Hawkmen Perception — Hawkmen sense of heaning

and scenting is very acute.

® They add any skill ranks gained in the Recon skill
as a bonus to PER.

e  They can use either or both of heaning and sight

to track, replacing Recon with PER checks.

e They can use either sense to follow the
movements of creatures and determine their
location with TD 100 PER skill checks.

e  Hawkmen can see up to a mile on a clear day and
half a mile in starlight, moonlight, torchlight, and
other conditions of poor illumination. Hawkmen
do not retain the ability to distinguish color and
detail under these conditions, seeing everything
in drowned out grays, blacks, and whites.

e  Hawkmen can discern height above ground and
speed while flying without making checks, and
can make TD 50 PER checks to determine if
weather conditions around them are natural or
the result of some outside influence.

Natural Attack Action — A Hawkman can attack
with handheld or missile weapons and claws in a
single CF action count if hovenng, but suffer a -20
ATK penalty to all attacks. However, ~when
conducting a flyby or stoop attack, they must choose
to use either weapons or claws when attacking.

Natural Flight Maneuvers — Due to their natural
ability to fly, Hawkmen can make flyby attacks or dive
on a target. They also can hover in place and deliver
attacks. Flyby attacks are done in flight or while
hovenng, and inflict nommal claw or weapon damage.
When attacking from the air, a Hawkman gains +30
to DEF and +15 to Dodge. Dive attacks are counted
as an Aenal Charge, but the diving Hawkman ignores
the listed penalties, and instead must make a TD 100
Acrobatcs skill check to pull out of the charge. If
they fail the Acrobatics skill check, they are forced to
travel the rest of their Movement. Dive attacks
require Hawkmen to travel at least 15 ft towards the

target.

Natural Move Action — With a quickened action, a
Hawkman can stop any forward motion, including a
Charge or Dive attack (losing the benefits for the
maneuver), to hover in place. From this position, they
can then fly in any direction, including straight down
or up at half speed for their normal action.

Natural Weaponry — Hawkmen are vicious with
their claws, and have a +15 bonus to attack with Claw

[Weap].

HAWKMAN NATIVE WEAPON TABLE
CF DME Cnt Fumble
Claws 0 d6+11 94 1
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RACIAL CHOICES

Select 3 choices from the Hawkman Racial Choices
below, the General Racial Choice Table, or 2 mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Heir to Fantastic Agility — You can Dodge an
additional ume in a CF action count, but only while
you are in the air, treating this as a quickened action
only used to Dodge. You can also pull out of a Dive
attack without making the listed Acrobatics check or
stop forward motion without using a quickened
action to do so. It’s not without cost, though, and
certain fragility goes along with it. You have DR 0
instead of DR 2 and a minus -2 to CON.

Tiger Hawk Genes — In the air, nothing can touch
you. Subtract your SIZE from 75, and add the result
as 2 bonus to DEF; do the same from 40, and add the
difference as a bonus to Dodge (while airbome);
subtract your MASS from 20, and add the result as a
bonus to Movement. Of coutse, on the ground you
are a rock. When grounded, you lose the ability to
make any quickened actions, cannot Dodge, and
suffer a -30 penalty to all Maneuver skills.

HOBBITT

Outook: Hobbitts are a happy, sometimes frivolous
race, very partial to parties and eating, They prefer
sweets of all kinds, but anything will do so long as it’s
fresh and tasty and there’s a lot of it. The typical
Hobbitt eats five square meals a day, plus snacks.
Hobbitts are noted for their stealthiness, their
ability with slings, and their dislike of water. While
they bathe regulatly, they simply refuse to swim in the
horad stuff. Even convincing a Hobbitt to get on a
boat can take a long time, and probably is adjunct to
numerous promises of food. While an honest folk by
nature, those Hobbitts who leave their nice safe
homes to go adventuring tend towards the profession
of thief. This isn’t necessanly out of any larcenous
inclinations; they simply prefer to live by their wats,
using stealth and guile to bypass enemies, rather than
trying brute force. Despite this, Hobbitts are far from
cowardly. In fact, most are inordinately brave and
capable of the greatest feats of bravery and heroism.
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This very old and peace-loving race figures
prominently in many of the most famous legends and
ballads of daring-do. It seems that whenever
something dangerous needs doing, one or more
Hobbitts show up to lend a hand. Why this is so,
nobody can say. Some Sages believe that Hobbitts are
beloved by the gods, and thus answer a call not heard
by others. Othets believe that it is because, of all the
races in the world, Hobbitts are the least complicated
and thus the easiest to manipulate. If you ask a
Hobbitt histonian, he’ll just smile, puff on his pipe,
and say, “that’s what we’re here for!” Hobbitt cooks
are the most sought-after in all of Khaas. Used to
preparing large multiple course banquets for even the
most informal meal in Hobbitt society, they find
cooking for other races to be laughably easy. Every
Hobbitt chef has his own recipes, and guards them
jealously from rvals.

Appearance: Hobbitts ate a small folk, seldom
exceeding four ft in height. They tend to be either
very slender or very plump, and rarely have facial hair.
As a result, Hobbitts are sometimes mistaken for
Human children. The majonty of Hobbitts go
barefoot; the soles of their feet are as resistant to
damage as the sturdiest boot leather.

Common Cultuge: Arduin, Chardos, Dreaming Isles,
Entraghar, Falohyr, Khandruzia, Khorsat, Morvaen,
Misty Isles, Talafar, Viruelandia

ADROIT d4+14 WITS d6+12
REF d6+12 REAS d6+5
STR d6+3 ESS d6+12
SIZE d2+3 EGO ds+7
MASS d6o+1 CHAR d10+5
CON ds+20
FEAR 2d6+33 DR 0 DEF 3d6+45
Shock 2d6+21 MR 0 MD 2d6+11
Disease 2d6+14 PR 2 PD 2d4+28
P/V 2d6+18
RR d3+1
LR d4+6

RACIAL TRAITS

Cheerful Spirit — Hobbitts take the pains and
maladies of the world with true spirit and frivolity that
never dies. Add a +20 advancement bonus to Fear
and PD.
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Hobbit Sight — Hobbitts can see in poor illumination
like normal vision, but have no sense of color. Also
add +30 to PER and +10 to all Recon skill checks.

Inherited Skill Aptitude — Hobbitts use a sling like 1t
was made to fit their hand. Hobbitts have a2 +15
bonus with Slings [Weap} and a +20 advancement

bonus.

Nimbleness Aptitude — Hobbitts also do not reduce

their Dodge chances by theit MASS. They also have a
+10 skill advancement bonus with all Maneuver skills.
Transcendental Wisdom - Hobbitts have a deep
contentment with life, and are born with a certain
homespun wisdom that transcendences culture,
reason, or race.
®  Apgainst emotional distress or mental status or
conditions, add a +40 bonus to shake off the
effects of such things and persevere.

Add a +10 bonus to Interpersonal skill checks.




RACIAL CHOICES

Select 3 choices from the Hobbitt Racial Choice
below, the General Racial Choice Table, or a2 mix of
the two. k jal 1 .
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Giant’s Reach - Being small has never presented a
problem, and you add +10 to SIZE in order to
determine your ER. However, you are at -2 to CON.

Heir to Feada’s Gift — {Requires 3 Racial Choices.

If you choose this Racial Choice, you cannot take

another bom, legacy, bloodline, or descendant racial

choice.} You are heir to Feada’s legendary agility and
nimbleness, the same quickness that kept her alive
dunng the Third World Ring Quest.

e Add a +10 advancement bonus to all Maneuvers
skills and add a +30 bonus to Dodge.

¢  You can Dodge an additional time in a CF action
count, counting the Dodge as an additional
quickened action.

e Bear the mark of her fate as well. Feada was
slowly eaten alive by the Living Diseases of
Kurtos, and the stain of their taint marked her
bloodline. You start with a Disease 0 Save, and
have a —50 advancement penalty to Disease.

Incomparable Will — Tough and resilient, you can
perform beyond the limits of most. Add a +20 bonus
to Self Control skill checks. If afflicted with fatigue,
bone wearnness, or similar types of exhaustion, you
can make a TD 100 Self Control skill check to ignore
them. Of course, if you fail, you suffer double the
normal penalty for such conditions.

Mark of Luck — You are just plain lucky in all
respects, and can apply it to any situation. When
making any roll, you can adjust the roll by plus or

minus 10 once per melee round only. However, you
are -2 to ESS.

HUMAN

Oudook: Humans are the most common race met,
with communities in almost every part of the world.
They span the gamut of racial types found on Earth
today. While not as fearsome as the Deodanths, as
wise as the Elves, or as powerful as Ogres, Humans
have several advantages, which allow them to hold
their own. They are prolific compared to most other
races, and this has allowed them to succeed racially
against enemies who are much stronger individually.
Just as important, there is no race on Khaas as
adaptable as Humans. This has allowed them to
engage enemies where they are most vulnerable. The
result is that Humans control most of the best land in
Khaas, and continue to thave despite all predictions
and efforts to the contrary.

Appearance: Humans on Khaas are as vaned as
Humans on Earth. Almost any racial phenotype can
be encountered.

Common Culture: Humans are commonly seen
from all lands except Hohenaré, Skohrzaki Domain,
and Zagrana.
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ADROIT d8+4 WITS 2d4+8
REF ds+4 REAS d8+6
STR ds+7 ESS 2d4+10
SIZE d6+5 EGO d8+6
MASS d6+5 CHAR d6+8
CON d10+15
FEAR 2d6 DR 0 DEF 246
Shock 2d6+15 MR O MD 246
Disease 2d6 PR 0 PD 2d6
P/V 2d6
RR d4+3
LR d4+7

RACIAL TRAITS

Culturally Diverse — Humans assimilate and blend
different cultural influences. When determining
culture, you may choose freely from any culture,
including racial ones, and select 5 instead of 3 cultural
influences at character creation.

Human Ingenuity — When determining skill
advancement and development, a Human uses +10
for the first ter of potential increase instead of the
standard +20. (See the Adventuring section).




Malleable — Humanity is malleable to change, and

versatile to its approach on life.

¢ When changing Professions, you need only
expend 8 EPS to make the change (normally
switching Professions takes 10 EPS).

e  When changing Paths or Professions, you lessen
the EPS requirements to carry over any Path or
Profession secret by half your LR bonus. You
cannot lower the EPS requirement for any single
secret lower than 1.

e Can take a Path at character creation and sull
retain 1 Profession Option. (See Paths and
Professions section for details.)

RACIAL CHOICES

Select 4 choices from the Human Racial Choices
below, the General Racial Choice Table, or a mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.
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War Maid of Gorlo — {Requires 3 Racial Choices. If
you choose this Racial Choice, you cannot take
another bom, legacy, bloodline, or descendant racial
choice. You must also be female.} Goro is a small
province in Viruelandia close to the ocean where the
populace bred for a specific pool of talents focusing
on war skills and awareness. War Maids of Gotlo
gain the following:

¢ Add a +10 advancement bonus to Maneuver
skills and any Weapon skills and a +20
advancement bonus to DEF.

e  Vastly enhanced perceptive ability allows them to
build their PER as they grow in expenence.
Every time the GM calls for Skill Advancement
and Development, roll a d4 and add this to PER.

®  Suffer a -30 advancement penalty to MD and PD

Blued Child of the North — {Requires 2 Racial
Choices. If you choose this Racial Choice, you
cannot take another bom, legacy, bloodline, or
descendant racial choice.} You are of the line of
people who dwell in the frosty north, known widely
as a Blue Barbaran.

RACES




Hair is snowy white or ashen grey. Your flesh
carres a bluish pauna, from light to a deep blue,
and is clammy to the touch. Your blood is a
thick purple-blue, thickly sticky, almost ichor like
when your bleed from wounds. Your pulse is
sluggish but steady. Cold affects you little, and
you ignote all but the fiercest of normmal cold
weather effects (ignoring everything but HP
damage inflicted).

Great resistance to poisons and non-magikal
diseases, adding +75 to P/V and Disease Saves.
Totally ignore the first 10 HP of damage from
any source of cold, frost, or chill, regardless of
source.

Add +20 to PER

Suffer a -20 advancement penalty to PD

Vulnerable to spirits, and are -30 on all rolls
against them, including Defenses, Saves, and
other aspects. This penalty includes resisting the
effects of their powers or throwing off an effect.

KHAI SHANG

Outook: The Khai Shang are the descendants of a
spacefaring wardor race, rulers of an empire which
spanned many star systems. They are natural hunters:
fleet of foot, agile, and extremely ferocious in battle
or play. Khai Shang believe they are the highest order
of life in the universe, with everything else scaling
down from just beneath them to mere food creatures.
They tend to be looked upon as cruel by other races
due to their ruthless way of dealing with opponents.

A Khai Shang wears no clothes save for a
combination baldric-bandoleer with built-in pouches
and pockets. If a2 Khai Shang can’t hang or attach an
item to this harness ot carry it in hand, he ot she will
want no part of it. Khai Shang also disdain amot,
tefusing to be weighed down by the stuff, which they
consider suitable only for cowatds. At the same time,
Khai Shang acknowledge their natural armor isn’t
always enough, and will fight their distegard for
covering,

Khai Shang are a race of wardors with many
traditions. No Khai Shang is ever without his three
warrior’s weapons. The first of these is the clan knife,
a curved blade 9 to 13 inches long, not unlike a Kukn;
if possible, this weapon will be used to deliver the
cetemonial deathblow on an opponent. The main
weapon used in melee combat is the Kryl, the
wardor’s sword: a curved blade, which resembles a
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double-edged katana. Finally, the Khai Shang will also
have his or her hunting strings, which are bolas of silk
rope and three metal balls. To be without these things
is a severe disgrace. To a Khai Shang, battle is the
road to glory. Compettion is fierce between young
Khai Shang for the privilege of entering the annual
Great Games. These games are a racial sport, which
resembles the Roman gladiatorial contests of ancient
Earth. Young Khai Shang actively seek to enter as
free wardors so that they can prove themselves. With
only limited berths, competition often turns bloody.
While the Khai Shang have no singular country they
call their own, they are never confused on where to
go for these racial competitions. Whether it is a sixth
sense or keen understanding, only they know for sure.
Honor is life to a Khai Shang. He or she will kill for it
or die for it as necessary, even if it means sacnificing
the lives of the entite party! Khai Shang blood feuds
are ongoing, complex, and very difficult for an
outsider to understand. While Khai Shang dislike
having to restrain their rightful anger when insulted
by a lesser being, they frequenty do. This anger is
contained in order to avoid having to issue a challenge
to a lesser opponent — a major loss of face in Khai
Shang culture. Thetefore, non Khai Shang ate usually
safe from their call outs, duels, and spur of the
moment melees. ..usually.

Appearance: A Khai Shang resembles a cross
between a weasel and an otter. They seem shorter
than they actually are because of their somewhat
forward-canted posture, like a runner on the mark.
Their short, luxuriant fur is normally datk brown to
black in color, with vaniations ranginig from tan to
steel grey. In cold climates, their fur turns white in
about 30 days. They have large elliptical eyes of
bronze to gold color, with brilliant emerald-green
vertical slit pupils. The shott muzzle of a Khai Shang
is filled with needle sharp fangs, and they have non-
retractable claws on their hands and feet, with the
foot claws being rather longer for fighting types, while
the ones on their hands are very shott. Their feet have
three large central toes and two small side balancing
ones. Their hands have two opposable thumbs and
three equal length fingers in between. The inside of
theit mouth and hairless palms are pale amber to
butterscotch in color, while their tough foot pads ate
a darker caramel hue. Khai Shang have a strong
cinnamon-musk body odor, subdued only when they
ate soaked, though it returns when they dry (and the
natural oils in their pelt retum).

Common Culture: Kozangi Dales, Khorsar.
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ADROIT d6+12  WITS d6+10 RACIAL TRAITS

REF d6+10  REAS ds+2

STR d6+12  ESS d6+3 . .

SIZE d6+8 EGO 3d4+10 Cu}tufal Dlssongnce — The Khax Sl!ang do not
assimilate cultural influences easily. Khai Shang only

MASS 2d6+8 CHAR d6+3

select one cultural influence at game start. They also
do not easily learn cultural aspects latet on, and pay
twice the cost in EPS to do so.

CON 2d6+22

FEAR di0+79 DR 6 DEF d8+54

Shock 2d6+24 MR 0 MD d4 Keen Nose — Khai Shang have the ability to scent the
Disease d4+9 PR 0 PD 0 air to search for food, minerals, watet, people, and to
P/V 2d6+19 avoid danger. You can use scent to track, using your

PER in place of Recon fot this action, or make PER

checks to determine distances, locate people, follow
d4+8 the movements of cteatures, and other functions of
d4 sight with a -30 to PER checks
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.Genetic Casting - Khai Shang were changed
genetically to tend towards certain physical and
mental influences, regardless of their environment or
upbringing. This form of genetic manipulation was
done while they were still a starfanng race and breeds
true with every generation. All Khai Shang are also
genetically ingrained with basic skill proficiency, and
have hard coded into their genetics a knowledge store
of their former starfaring technology.

e Add a +10 bonus with a Kynl [Weap)], Bolos
[Weap], Kukn [Weap), and Claws [Weap]. They
will not use weapons other than these and their
natural weapons, requiring a TD 125 Self Control
skill check to attempt to use something else even
if the situation or circumstances dictate no other
choice exists. Khai Shang have a genetically
tailored natural affinity for these weapons, and
have a +10 advancement bonus with all of them.

e Add a +10 bonus to Athletics, Combat, Guard,
Self Control, Acrobatics, and Meditation skills.
They also have +10 advancement bonuses for all
these skills.

Add a +30 advancement bonus to DEF.

e They have 30 skill ranks they can spread out over
the following Knowledge areas of study: Power
Sources, Explosives, Chemistry, Material Science,
Machining, or Physics.

e Khai Shang cannot stand (raaal psychological
phobia) to wear or have anything outside of
water (or like fluids) cover more than 20% of
their body. In a situation where such a thing
occurs, Khai Shang must make TD 150 Self
Control checks per melee round, or they will np,
tear, and wrestle the restrictive covenng off
without regard to the situation around them or
their own safety.

e Khai Shang have a mental impulse best described
as technological snobbery. They must make TD
150 Self Control skill checks to use crude
weaponry, machines, or other items. Khat Shang
are repulsed by non-machined, primitive looking
equipment and objects, and attracted to the clean
lines, smooth surfaces, and finely working items.

e  Khai Shang do not regard any being without their
form and manner to be a true person. As such,
they look upon other beings as lesser life forms,
perhaps to be respected at times, but never to
attain the same status as a Khai Shang.

e Extremely weak psychically by genetic
disposition; they have a -30 advancement bonus
to PD.
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Instinctive Combat Maneuver — If a Khai Shang
grapples and then restrains or pins an opponent, they
may then, as a quickened action, make a foot rake
attack with both their foot claws. If they succeed, they
inflict 2d4+10 damage (this replaces any normal claw
damage; no BODY bonus is applied).

Natural Climber — Khai Shang climb well, and do
not fail TD 75 or less Athletics skill checks when
climbing. They also add +20 to Athletics skill checks
and +3 to Movement when climbing,

Natural Swimmer — Khai Shang swim neatly as well
as fish and do not fail TD 75 or less Athletics skill
checks when swimming. Add a +30 bonus to
Athletics skill checks and 2 +5 bonus to move when
swimming.

Natural Weapons — Khai Shang can use both their
hand and foot claws to attack.

 KHAI SHANG NATIVE WRAPON TABLE

CF DME Cadt Fumble ER
Claws 0 d4+10 98 1 Medium
RACIAL CHOICES

Select 1 choice from the General Racial Choice Table.
You may only take a Racial Choice once. Taking some
Racial Choices preclude the selection of othets. Notes
to this fact are included in the specific Racial Choices.
Khai Shang also cannot take any born, legacy,
bloodline, or descendant of racial choice.




KHAI ZIRIN

Outlook: The Khai Zirin, like the Khai Shang, were
once a starfaring race known for great martial
prowess. Despite this, and despite the simianty of
their names, the two races are not related in any way.
In fact, the two races have an implacable hatred for
one another that predates their time on Khaas.
Millennia ago, the two races fought a bitter and
bloody war, a war that lasted for centunes before the
Khai Shang were victorious, bringing the 200 world
empire of the Khai Zirin to ruin. The Khai Shang
mercilessly hunted down and eliminated every colony
of the Khai Zirin they could find, redudng the
remnants of this alien race to such a state of
technological bankruptcy that they could no longer be
considered a threat. The Khai Shang then moved on,
14 centunes ago, forgetting this now impotent enemy
— an enemy that would never forget them! The Khai
Zirin came to the world of Khaas 1,350 years ago,
crashing their disabled starship in a place called the
Green Hell. The crew, mostly overage male nurses
and young kittens, found it difficult to survive in this
brutal jungle environment. They adapted, or they
died, and their descendants slowly evolved into quite
a different breed.

The Khai Zinn are a matnarchal society. The
larger females serve as watriors and hunters, while the
males of the race ate the nurses, teachers, and
protectors of the young. Consequently, only females
will be seen outside of their communities. The
smaller, more intelligent males are not aggressive, and
are more inclined to reason things out, whereas
females are hot tempered and always ready for a
friendly brawl or a brutal battle to the death. From an
early age, female Khai Zirin are trained in the arts of
wat, and told of their glorious future — the day when
the Khai Zirin will ase up and confront the Khai
Shang, the mad destroyers of theirt Empire. So violent
is their hatred of the Khat Shang that only the most
compelling of reasons will ever stop a Khai Zinn
from attacking one on sight! The extensive martial
training of the females leaves little time for anything
else. While the male Khai Zirin retain some of the
technological knowledge of their forefathers, most
femnales couldn’t tell a laser canon from a catapult,
and wouldn’t want to!

Khai Zirin wield rapiers, long cup hilted
poniards, or daggers, and a double-headed throwing
dart called a “chupa”. In defense of their walled
villages, they will wield the chupa and double or tsiple
bladed daggers. They can and do operate complex
catapults, dart engines, and other such devices. Some
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even carry a four shot light crossbow, though the
more militarily inclined disdain these devices. They
will claw in grapple situations as necessary or as they
become excited, but otherwise will not use their
claws.

Khat Zinn disdain both armor and clothing,
refusing to wear anything save for pouched belts and
baldrics. They understand armors use, but deny its
ability to help them in combat. They will use shields,
usually targes with spikes for shield thrusts and sharp
edges to deliver attacks against unarmed opponents.
A Khai Zinn usually carries its gear in sling bags; they
hate having to pack anything on their backs.

Khai Zinin are camivores, but will eat any kind of
seafood, and enjoy salted beer. Despite their
camivorous nature, Khai Zinn have an almost
obsessive fondaess for cheeses. They simply can’t get
enough of the stufff Many Khai Zinn consider
themselves connoisseurs, and take their hobby of
cheese tasting quite seriously. Anyone snickenng is
likely to get a paw to the back of the head.

Appearance: The Khai-Zirin are a race of bipedal
felines, similar 1n appearance to the lynx. Standing
slightly taller than 2 Human, with whipcord powerful
muscles, a Khai-Zirin is an imposing sight. They have
long, sturdy digitigrade legs, with extra large feet
covered with thick fur. These furred feet allow the
Khai-Zirin to move rapidly across soft ground or
snow rapidly. Khai-Zinn have lithe, muscular,
compact and deep-chested bodies, with forehands
that have five digits and feet with four. They have
retractable claws on both, and the foot claws are
thick, short, and strong while the hand claws are thin
and very sharp. Their fur ranges from grey to silver-
white, with a very rare few being black in color. This
fur is an excellent watershed, keeping the Khai-Zirin
warm and dry in anything less than a total downpour.
Khai-Zirin have wvividly green eyes, which seem -
almost to glow in dim light. The eyes are large with
binocular and color vision and Khai-Zifin pupils
contract into vertical slits. There is also a ruff or collar
almost similar to a beard that comes to point on
either side of the face. Khai-Zirin ears are pointed but
small with “tufts”.

Common Culture: Cirthian League, Isles of Fire,
Tharkhala, Viruelandia.




RACIAL TRAITS

ADROIT d4+14  WITS d6+12
F + ; +8*
RE dd+12 - REAS 2d4+8 Genetic Casting — Khai Zirn were genetically
STR d6+2*  ESS d6+6 . > . > .
altered dunng their starfaring era, and certain genetic
SIZE d6+6 EGO d10+10 traits and knowledge were ingrained differently based
MASS dg+2* CHAR ds+6

on gender.
CON d8+16 * — See Racial Traits

e Both sexes

FEAR  2d6+11 DR 6 DEF 2d4+34 e Khai Zirin have a +15 bonus with Athletics

Shock 2d6+24 MR 1 MD  d4+i1 and Acrobatics.

Disease  2d6+11 PR 1 PD  2d6+4 e Khai Zirin suffer distress such as shortness of

P/V 2d6+14 - breath, rapid breathing, irregular heartbeat,
feelings of dread, and nausea when they wear

RR d4+4 heavy restrictive coverings, such as metal

LR d4 armor or heavy hide, that reduce their native

ability to dodge, avoid blows or lowers their
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Move to more than half its norm. They suffer
the Nausea and Dread conditions if they do so
(see the Adventuring section for details)..

¢ Females only

e Khai Zirin females have +20 advancement
bonuses for Athletics and Acrobatics.

e Khai Zirin females use a d6+8 for STR, d8+8
for MASS, and d6+1 for REAS instead of the
listed male scores.

e Female Khai Zinn are more predatory by
nature than males. Their genetic traits provide
a +20 advancement bonus to DEF, a +10
bonus to Claw [Weap), and a +20
advancement bonus to Claw [Weap]. Females
can also make a claw attack as a quickened
action. However, attacking this way has an
ATK penalty of -20 to all attacks for that CF
action count.

e Khat Zinn females feel confusion and anxiety
when confronted with hard or complex mental
subjects, and apply a -20 advancement penalty
with all non-Maneuver skills except Weapon.
Their focus on physical skills provides three
+5 bonuses they can apply to their choice of
Maneuver skills, including stacking some or all
of them into a single skill.

¢  Males only

e Khai Zirin males feel confusion and anxiety
when subjected to the ngors of battle,
difficulty, and onerous physical labor, and have
a -20 advancement penalty with all Maneuver
and Weapon skills. Their focus on mental skill
and application provides a +20 advancement
bonus with any REAS, CHAR, or WITS based
non-Maneuver skill.

e Khai Zirin males are keepers of a genetic store
of information. They have 30 skill ranks they
can spread out over the following Knowledge
areas of study: Machinery, Matenal Science,
Machining, Explosives, Mathematics,
Chemistry, Physics, Power Sources,
Miniaturization, or Forensics.

Feline Sight - Khai Zinn can see in poot
llumination or complete darkness like normal vision,
but have no sense of color.

Natural Weapons - Khai Zirin have retractable
claws on their hands and feet.

CF DME Crt Fumble
0  d4+8 99 1

RACES

ER
Close

64

Racial Movement — Khai Zinn can count soft
ground, snow, or similar surfaces like solid ground
due to their physiology, gait, and method of
movement. Their spine is highly flexible, and they can
turn 180 degrees with ease or bend double forward or
backwards without effort.

RACIAL CHOICES

Select 3 choices from the Khai Zirin Racal Choices
below, the General Racial Choice Table, or 2 mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Leansgze - {Requires 2 Racial Choices. If you

choose this Racial Choice, you cannot take another

bom, legacy, bloodline, or descendant racial choice.}

You -have -inhented--the genes of a nearly extinct

throwback of your race. Leansgze gain the following;

¢ Leansgze were consummate predators and
trackers. You have the ability to scent for food,
water, other creatures, and possible danger. You
can use scent to track, using your PER in place
of Recon for this action, or make PER checks to
determine distances, locate people, follow the
movements of creatures, and other functions of
sight with a PER check.

¢ Once you get the scent of spilled blood, you can
track that prey regardless of how old the scent is
using 2 PER -50 check to follow the trail
wherever it leads (see the Track secret under the
Recon skill in the Skalls section).

¢ Leansgze normally have opaque eyes that tum
into luminous mind sucking moons when they
are excited, agitated, in combat, or going for the
kill. This gaze can chamm any single being that
looks into them (takes a quickened action for the
Leansgze to call on this power and a nomnal
action to employ it. The attack is psychic, and a
Leansgze has a +25 bonus to Mind skill checks
with this power. If it succeeds against an
opponent’s PD, the victim is mesmenzed. You
must have visual contact and a clear line of sight
to make the attack and solidify control. A
charmed victim is transfixed for as long as the
Leansgze expends a quickened action to keep it
so. Any damage (at least 1 HP) will break the
charm.

e Leansgze can never inflict subdual damage with
natural weapons. Once they have the taste of
blood, they attack with near fanaucal devodon,




pursuing prey untl death or the absolute fact
they can never catch the prey (GM adjudicated).
Leansgze always eat what they kill, and only eat
cooked, prepared, or carnon meat if no other
choice remains, choosing to starve if need be
undl they can find prey.

e Leansgze work pootrly with others, and they
suffer a -40 advancement penalty to the Social
skill. They also begin with a PD of zero at
creation, and have a -20 advancement penalty
with PD.

Gender Reversal — You can flip the bonuses and
penalties for the genders without penalty.

KNOBLIN

Outlook: Knoblins are not a natural evolutionary line,
but are the result of experimentation done millennia
ago by the Mages of the Circle. They are thus a young
race, and have not developed larger cultural groupings
than the Flyterling. The Flyterling will number from a
dozen to a hundred, including young. Only Knoblins
can easily tell the difference between the males and
females of their species. Likewise, while it is thought
they live to about 40 years, no one is sure, nor is the
age of their majority known.

Knoblins developed a close, near symbiotic
relatonship in the past with the Great Grey Cave
Spiders, and hence Knoblin nesting caves are the
home of these large arachnids. The relatonship harks
back to the Knoblins’ first creation and the aftermath
of the Interstellar Wars, which drove many creatures
from their normal habitats. This bond is unbreakable,
and perhaps this is why Knoblins dislike Kobolds,
Goblins, Hobgoblins, Dwarves, Gnomes, and other
delving races. The shared use of the same terrtory has
led these races into wars with one other, and the
hunter-killer team of Knoblin and cave spider is a
threat to any enemy underground, regardless of size.

Knoblins are nocturnal and somewhat
photophobic, intelligent but uneducated, and very
leety of personal hand-to-hand batdes. They are
superb as scouts, hunters, and night camp sentinels.
They are terrible as Warriors. Knoblins are shy,
curious, friendly, and standoffish.

Appearance: Knoblins average about four ft in
height, and are dusty grey to black in hue. They are
humanoid, and, aside from their wings, could pass for
siim Goblins or Kobolds with more miniature
features. Their ears are pointed and large, similar to
Goblins, and very acute. Ectomorphic in frame, their

bones are very light, and they are almost uniformly
hairless. Their wings are part of a double shoulder,
and are bat like in appearance. Such wings extend two
and a half umes the length a Knoblin is tall, and are
tough, but flexible. A Knoblin is capable of totally
flexing these wings double without damaging their
bones (though it is highly uncomfortable doing such
for any length of tme).

Common Culture: Bossalia, Chardos, Khorkhroé,
Sorphalaz
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ADROIT d6+12  WITS do+12
REF d6+12  REAS do+12
STR d6+7 ESS d6+7
SIZE d4+4 EGO d4+4
MASS d4+4 CHAR d4+4
CON d8+28
FEAR 2d4+4 DR 1| DEF 2d4+57
Shock 2d4+54 MR 22 MD  3d4+66
Disease 2d4+57 PR 4 PD 2d6+35
P/V 2d4+39
RR d4+10
LR d4+3

RACIAL TRAITS

Echolocation — Knoblins use an ultrasonic echo
similar to bats. Knoblins combine their hearing with
echolocation, and do not normally suffer surprise and
ambush penalties such as the penalty to CF for being
ambushed, for example. Echolocation is black and
white, and does not provide the small nuances and
details that vision does. Loud or repetitive sound can
thwart or degrade this ability.

Grey Cave Spider Affinity — Knoblins have an
affinity with the grey cave spider, and can use the
Social skill to influence them like they could normal
beings. With the grey cave spider, they add a +50
bonus to Social skill checks.

Keen Hearing — Knoblins have keen heanng. In
open areas, Knoblins are considered to make a TD
300 PER check against any sounds within 200 ft, or
100 ft in enclosed places, and can identify unique
sounds, including living creatures by the sounds they
make. They also have a protective sense on when to
dampen their heaning ability, and are not subject to
the normal vulnerabiliies of highly acute hearing,
such as greater sonic damage, confusion, or stun from
sudden loud sounds.
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Knoblin Sight — Knoblins can see normally in poor

color. Knoblins are normally noctumal beings, and
abrupt exposure to bright light blinds Knoblins for a
full minute. In daylight, a Knoblin can see no farther
than 30 ft and even less in bright conditions. In
addition, Knoblins suffer a -30 circumstance penalty
to all rolls while operating in full daylight or other
brightly lit areas using their vision alone. A Knoblin
can elect to only use their hearing and ultrasonic
ability; they will not suffer the —30 penalty except for
actions that primarily require vision to use.
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Unique Physiology — Knoblins have a unique
illumination like normal vision, but without a sense of  physiology.

Knoblins determine their Aedal Movement like
normal Movement, but use 30 as a base to
determine their flying speed.

Knoblins add a +20 bonus to all Athletics and
Acrobatic skill checks in the air, but not on the
ground.

Knoblins can make flyby attacks with weapons
while flying, but cannot hover or make dive
attacks. Their wings are not built to do these
actions or make wing buffets without effectively




destroying them. Flybys, however, consist of
flying by a target, and attacking with a weapon
while continuing past. A flyby takes a2 normal
action, and allows 2 Knoblin to move and attack
a target at any point along the flight as long as
the Knoblin travels at least 10 ft of distance
towards the target before making an attack.

e A Knoblin can change direction once up to 180
degrees while in flight per CF action count
without expending any actions, but cannot gain
aldtude the same CF action count.

e In the air, Knoblins add a +10 bonus to Dodge
and a +30 bonus to DEF.

RACIAL CHOICES

No specific racial choices exist; select 3 choices from
the General Racial Choice Table. You
Racial Choice once. Taking some Racial Choices
preclude the selection of others. Notes to this fact are
included in the specific Racial Choices.

KOBBITT

Oudook: Kobbitts are an old and well-known race in
the world of Khaas, figuring in legends, which are
over 350,000 years old. Many millennia ago, Kobolds
migrated into an area already populated by Hobbitts.
For generations watfare reigned, until finally an
awesome evil unleashed in the aftermath of the Wars
of Freedom confronted both peoples, forcing them to
unite to save themselves. Obviously, they succeeded,
but because of the arcane forces unleashed by their
enemy, they were changed. Thus, the Kobbitt race
came to be, having many of the attnbutes of the
parent races, as well as several unique traits.

Kobbitts are a generally pugnacious, scrappy, and
resilient lot. They eschew rules and regulations. They
tend not to be choosy about what they eat, so long as
there’s a lot of it; they do favor sweets and sweet
baked goods, like their Hobbitt cousins. For clothing,
- they prefer the normal stuff, with tassels, fringes,
small bells, and other such things on them. They
almost never wear caps or capes, but will use oilskin
rain slickers. Like Hobbitts, Kobbitts will not wear
footgear of any sort for the same reason. Kobbitts are
renowned the world over for their skill with slings
and thrown knives. Many a tavern throughout Khaas
has a Kobbitt as tesident knife-throwing champion.
Kobbitts are also known as first-rate Thieves, and

many of the greatest master Thieves in history have
come from this race.

Appearance: Kobbitts are almost as tall as Hobbitts,
but not quite as heavyset. Their features are very
craggy, and tend to be homely by Human standards:
large noses and ears, deep-set eyes, and sloping
foreheads are the norm. Hair color is brown to black,
and skin is generally a swarthy, earthy tone; however,
for some reason (possible due to the chaotic magikal
forces which were instrumental in their creation)
Kobbitts are prone to wild vanations in hair, skin, and
eye coloration. These varations are relatively
uncommon, affecting perhaps one in fifty Kobbitt
children. Those that are so afflicted display the most
bizarre color combinations imaginable! Purple hair,
silver eyes, bright neon green skin, you name it! Small
hotns, light body fur, and even vestigial and useless
wings have also been reported on extremely rare

occasions.
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Common Culture: Altala, Aradnast, Arduin,
Azelkha, Ithalos, Jazanda, Khandruzia, Khorsar.
ADROIT d6+8 WITS 2d6+7
REF d6+9 REAS ds+3
STR dé+6 ESS d6+7
SIZE d3+3 EGO 2d6+6
MASS d3+4 CHAR d6+4
CON d8+30
FEAR 2d6+47 DR 4 DEF 2d4+30
Shock 2d6+60 MR 1 MD  2d4+12
Disease 2d6+22 PR 6 PD 2d6+40
P/V 2d6+39
RR d4+5
LR d4+4

RACIAL TRAITS

Intestinal Fortitude — Surviving when brought low
1s a cultivated talent. When you take a critical hit that
inflicts death by too much HP or BODY damage, you
can make 2 CON check against a TD 100 check to
stabilize at HP 0 or BODY 0 and survive.

Iron Digestive Tract — A Kobbitt can ingest five
times human normal amounts of food and drnk.

Kobbitt Mentality — Kobbitts have a tough,
pugnacious nature that comes.out anytime they
s e against mote than one-on-one odds, anything
that 1s twice their SIZE, emanates fear, or otherwise




attempts to intimidate and ovetwhel them. In these
situations, Kobbitts gain a +10 bonus to ATK, all the
Defenses (DEF, MD, and PD) and a +2 bonus to CF.

Kobbitt Sight - Kobbitts can see in poor
illumination like nommal vision, but without any sense
of color.

Native Dexterity Maneuvers — Kobbitts are natural
masters at moving small objects in their hands and
launching them at targets. Kobbitts natively have the
Crime secret Sleight of Hand, and have a +30 bonus
when using the maneuvers defined by this secret.
They also have a +20 bonus to throw any small
weapon or object the size of a throwing knife, dart, or
similar object or smaller. This bonus also extends to
slings, but only to the hand held variety.

Nimble and Fleet — Kobbitts do not suffer the
MASS penalty when determining Movement, and do

Proprioceptive Kinesthesia — They add a +20
bonus to dice rolls in situations of opposed strength,
BODY, or opposed Athletics skill checks, such as
grapple, knockdown, throw, and other similar
situations.

Stubbom Will — You are so stubbom that when an
attack against your PD would otherwise succeed, you
can take 1 point of BODY impairment per +10
bonus desired to adjust it in your favor.

RACIAL CHOICES

No specific racial choices exist; select 3 choices from
the General Racial Choice Table. You may only take a
Racial Choice once. Taking some Racial Choices

preclude the selection of others. Notes to this fact are
included in the specific Racial Choices.

RACES




ORC

Outlook: Pugnacious, mean, and prolific, Orcs can be
found almost everywhere. They may not have the
strength of Ogres or the speed of Deodanths, but
they make up for it with simple, stubborn persistence.
The average Orc has taste buds that make sour or
rotted things taste wonderful to them and sweet
things awful, so they usually have something that
smells hornble hanging about them, and it’s usually
their lunch! They ate totally amoral in most matters,
and will eat anything they get their hands on. Most
other races not only distrust and dislike them, but
Orcs are actively persecuted. The result is Orcs do
not trust anyone, not even their own kind, outside of
their closest kin. Orcs thus wage wars or fight with
the other races for living space constantly, and have
developed some efficiency for battle tactics. They
employ sniping tactics and ambushes with some skill,
and love to ‘violate’ the rules of war and shoot those
lovely people who cart white flags in an attempt to
parlay. Abusing the ideas of chivalry and honor are
the highest fun for Orcs, and outside of bullying
Kobolds or ganging up to beat up on an Urukk, they
can think of nothing more fun.

Orcs believe bullying and slavery is part of the
natural order, and enforces it on their own as much as
the other races, taking delight in the cruelty of the act.
They are not dependable in any sense, other than to
preserve theit own hides. They are quick to take
offense, and easily break agreements, having no
concept of honor. Orcs value territory over all else,
and wealth and battle are close seconds as major
sources of prde.

Orcs are not very imaginative, and seem unable
to grasp even rudimentary mathematics. Orcs prefer
to wear colors most think of as unpleasant: sanguine
red, rusty brown, mustard yellow, mossy greens,
gansh purple, and pitch brown. They are less than
careful in sanitary habits, and clothing and armor
tends towards the dirty, ratty, or msted. . :

Orcs are patnarchal; females are only fit to have
children and nurse them. To Otcs, ideas such as
marriage do not exist, births are ignored, and
nomally only death or destruction has any form of
customs involved. To an Ore, the world is a harsh
place, full of enemies, especially the Urukks and
Humans, which even in the best of times seem bent
on never allowing them to have anything but the
droppings and leftovers. As a result, they are sour on
life and other beings. The saying goes “the only
friendly Orc is the one inviting you to be his dinner”.

Appearance: Orcs have hard, muscular,
endomorphic frames with yellow, ambert, orange, ot
dull red eyes. In darkness, their eyes seem to glow
with a dull inner light, which is a part of their optical
system, and allows them vision in dimly lit spaces or
the dark. They have thick leathery hides, and their
skin i1s dark and nch in colot, with greenish-yellow
tinge. Orcs have black or brown hair, and their hair
and beard growth varies greatly, from sporadic wisps
to impressive manes. Orcs have pointed lobeless ears
and protruding jaws that are dominated by their lower
row of teeth. The teeth are prominent, grey-green in
color, and the two front canines are extraordinarily
long and pointed. Otcs speak from the back of their
throats, and use volume to demonstrate their
importance or status.

Common Culture: Arduin, Armandona, Atenveldt,
Bossalia, Chardos, Entraghar, Maragoré.
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ADROIT d8+5 WITS ds+5
REF d6+7 REAS ds+1
STR d6+12 ESS ds+3
SIZE d8+6 EGO 2d6+7
MASS d6+10 CHAR d6+3
CON ds+19
FEAR 2d6+9 DR 4 DEF 2d4+25
Shock 2d6+50 MR 4 MD  2d6+7
Disease 2d6+39 PR 1 PD 2d6
P/V 2d6+41
RR d4+7
LR d4+5

RACIAL TRAITS

Instinctive Dirty Fighter — Orcs fight dirty
naturally. They start with 1 skill rank in the Street

-Martial Arts. [Style] and a +5 bonus to all Street Style

skill checks.

Noctumal — Orcs are nocturnal beings, and abrupt
exposute to brght light blinds them for a full minute.
In daylight, Orcs can see no farther than 100 ft and
even less in noontime conditions. Also, Orcs suffer a
-5 circumstantial penalty to all rolls while operating in
daylight or similarly lit areas. However, they can see in
poor illumination or complete darkness like normal
vision, though without any sense of color.
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Orcish Mental Flaws — Orcs have several ingrained

mental flaws that come out regardless of background.

¢ Sneaky, paranoid, anxious, and fearful by nature,
Orcs have a +5 bonus to Clandestine, Recon,
and Cnome skills, but have a -20 advancement
penalty to the Social skill.

¢ Orcs are not very imaginative, have trouble
grasping medium to complex mental subjects,
and have a -20 advancement penalty with all non-
Maneuver skills except for Weapon. Their focus
on physical skills allows them to select 5
Maneuver or Weapon skills, and apply a +10
advancement bonus to each. They cannot stack
these bonuses, but must place them individually.

RACIAL CHOICES

Select 3 choices from the Orc Racial Choices below,
the General Racial Choice Table, or 2 mix of the two.
You may only take a Racial Choice once. Taking some
Racial Choices preclude the selection of others. Notes
to this fact are included in the specific Racial Choices.

Gagging Stench — Your stench is strong enough to
turn the most iron stomach, especially when you pour
it on! Anything that is within Short ER or less with
you must make a TD 100 Self Control check or back
off gagging. If you spend a melee round
concentrating, you can worsen your stench for a full
minute, raising the TD 100 to TD 125.

Bones of Jhong-Jhon — {Requires 3 Racial Choices.}
One of the greater Orc heroes spoken about it in
tales, Jhong-Jhon is said to have spit in the eye of Eru,
rode the demon horse Jurakk, and bedded
Amarydion. Of course, he was neatly killed in every
exploit, and if it wasn’t for his fantastic ability to soak
damage, he never would have survived! You've
inhenited a little of this champion’s legendary
resistance, and have an Adamant value equal to your
MASS, allowing you negate that value in attribute/
characteristic impairment/damage per attack. You
also have a native DR equal to your MASS that
replaces the listed racial DR and any bonus DR
gained from MASS.

PADHA-HHA

Outlook: Padha-Hha is 2 humanoid race that owes
morte to ursine genes than to the Human type. Mainly
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agranan by nature and culture, these are nonetheless
fearsome antagonists when roused. On their world,
Jookhal-Khun, a great war wracked the lands. So great
was the slaughter that not one nation or ity was
spared from the destruction. The entire race tottered
on the bnnk of expiration, and was doomed to
extinction until the sole clan of magicians of the race
opened a great rft in time and space. Unfortunately,
the clan of magicians was destroyed in the process,
but their sacrifice allowed three other complete clans
to escape through this fluctuating and unstable
dimensional rft. One clan ended up in Arduin.
Padha-Hha are very easygoing, and quite ordered
in temperament. They have a natural antipathy
towards magik and most things magikal, and the very
few who ever dabble in it cannot seem to get past the
illusionary forms of magik. Padha-Hha are open,
honest, blunt to the point of rudeness, and extremely
rank and status sensitive. They are fiercely loyal to
their clan, leaders, and friends. However, Padha-Hha
are not too inquisttive, and are veéry " straight-ahead”
in their outlook towards life and non-Padha-Hha in
particular. By and by, they see those not of their race
as unfortunate and of a “somewhat lesser” status.
Appearance: Padha-Hha average five ft to five and
half ft in height, and ate mesomorphs of the truest
sort. They have light tan through datk brown
complexion and light brown to black fur. Eye colors
can be anything from a warm amber hue (in all the
shades of brown) to a pale yellow-gold. Padha-Hha
have broad, thick, three fingered hands with an
opposable thumb, and three toed feet whose digits are
as wide as they are long. Though they walk upright
and wear clothing, Padha-Hha resemble earthly panda
bears greatly (though longer of limb and much more
humanoid).
Common Culture: Arduin

ADROIT d8+4 WITS ds+3
REF d6+7 REAS ds+1
STR d6+16 ESS 3d4+4
SIZE d3+6 EGO 2d6+7
MASS d6+14 CHAR d6+4
CON ds+28

FEAR 2d6+29 DR 9 DEF 2d4+14
Shock 2d6+70 MR 0 MD d4
Disease 2d6+49 PR 5 PD 2d6+20
P/V 2d6+31

RR d4+7

LR d4+4




RACIAL TRAITS

Genetic Disposition — Padha-Hha are bom with a
genetic disposition towards certain skills, and begin
with a +15 bonus to Athletics skill checks and a +20
advancement bonus to Athletics as well. Padha-Hha
have an affinity with their cultural weapons and
armot, and add a +5 bonus to the Hoja-Pai [Lonca),
Lho-Zhar-Ha [Weap), Yoe-Ukai [Weap), and Pushokk
-Ah [Weap] skill checks with them, and gain a +30
advancement bonus to each as well.

Mental Flaw — Padha-Hha are not very inquisitive ot
good at thinking beyond the immediate, have trouble
grasping complex mental subjects, and have a -10
advancement penalty with all non-Maneuver skills
except Weapon, Social, and Self Control Their focus
on physical skills provides three +5 bonuses they can
apply to a choice of Maneuver skills, including
stacking some or all of the bonuses into a single skill.
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Natural Weapons — Padha-Hha have powerful bites,
but detest doing (no Self Conttol required, they just
hate 1t). They have a +5 bonus to Fang [Weap).

PADHA-HHA NATIVE WEAPON TABLE
CF DME Cat  Fumble ER

Fang 0 d4+12 98 2 Close

Padha-Hha Vision — Padha-Hha see in poor
llumination or complete darkness like normal vision,
though without any sense of color.

Social Animals — Padha-Hha gauge and adjust to
social status and interplay instinctively. Regardless of
upbnnging, add a +10 bonus to Social and Self
Control skill checks and a +10 advancement bonus in
each.



RACIAL CHOICES

Select 3 choices from the Padha-Hha Racial Choice
below, the General Racal Choice Table, or 2 mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Aokile No — {Requires 2 Racial Choices. If you
choose this Racial Choice, you cannot take another
born, legacy, bloodline, or descendant racial choice.}
When the Padha-Hha fled their world, only a single
clan escaped, or so the tales say. In truth, remnants of
others survived, but lost their identity to become one
with the prevailing clans. You are a child (Aokile) of
one of those tribes.

You are smaller and lighter than normal Reduce
your SIZE by -2, MASS and STR by -4, while
raising your ADROIT and REF by +6 each.
Aokile are inhentors to a power they call
Djutoskoma. This power is a core of mana they
draw passively from the world each day. Use
your ESS to determine how much mana. Aokile
use the Djutoskoma to power their magik, and
begin with two OP 1 spells at skill rank 1.

Aokile do not have the penalty to non-Maneuver
skills like 2 normal Padha-Hha.

Aokile have a different jaw structure, and lose the
ability to make the Padha-Hha bite attack.

PHRAINT

Outlook: Phraints are erect bipedal arthropods
resembling a cross between an ant and a mants.
These insectoid creatures are the remnants of the
dread Hurakkuu Empire, a race of star warnors
unbeaten in 3,000 years of warfare against the mynad
peoples of space. Finally, though, even the Hurakkuu
met their match, though who or what laid them low is
not recorded. Supremely logical, Phraints are
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incapable of feeling emotion or understanding it. As a
result, they tend to look upon races that do
expenience emotions as caprcious, chaotic, and
generally inferior. It 1s this atutude that is responsible
for their warlike nature. Phraints see it as logical that
they should be the dominant species in their
environment, whether it 1s the world of Khaas or the
cosmos.

Each Phraint 1s born into his lifedme job
classification, identified by his chitin color. Blue
Phraints are manual laborers, green are mid-level
technical operatives, silver are the Queen’s consorts,
high level technicians, and scientsts, and the color
gold belongs to the Queen alone. In the dim past, two
other Phraint castes existed. The first of these were
the dreaded black wartiors. The Black Phraints were
shock troops, bred to be able to survive in hard
vacuum without adverse effects. Lethal in the
extreme, they were trained in zero gravity combat and
a varety of high-tech weapons systems. The Black
Phraint has thankfully ceased to exist, as each was a
specially bio-engineered creaton, which required
technology now lost. The second lost caste of
Phraints was the legendary Red Mages. Considered a
myth by modern Phraints, they were the only Phraints
capable of feeling and understanding emotion. Highly
psychic, the Red Phraints practiced limited forms of

Nowadays, the blues and greens have become, of
necessity, warriors, as well as workers. They do a
good job too. Each Phraint is part of a stick, and will
always work with his Stick Brothers or egg mates in
every assigned task. The only female in a Phraint hive
home 1s the Queen. On a suck is exactly how a
Phraint is born; that is to say, all eggs are attached to a
pole or stick, which runs from floor to ceiling of the
egg chamber, and each pole will have 12 to 120 eggs
on it, according to the chamber size. Each chamber
has 10 to 1,000 or more poles, according to the
manpower needs of the colony.

Phraints are best known in combat for their
leaping charges, in which they throw their light
javelins at the apogee of their leaps, flip over in mid-
flight, swing their two-handed swords as they pass
overhead, and then land behind their usually startled




opponents, ready for further action. They are perhaps
best countered in combat by Deodanths, who can
also leap great distances, and who love nothing more
than precipitous wild charges and whirling melees.

Phraints can stand immobile for up to three or
motre days, never moving, so that an ambush or a
hunt will'go as planned, and think nothing of loping
along for days at a mile eating pace. Though they do
feel pain, they don’t react to it as Humans do. Thus,
they fight on even after being cut in two!

Due to their peculiar throats, they can only
swallow liquids or pureed meats, and will choke on
the smallest bits of solid food. Their favorte meal is a
concoction of honey, pureed horsemeat, eucalyptus
sap, and grain alcohol, colloquially known as “Phraint
Nectar”. Phraints are not bothered with drunkenness
except from the juice of the red lotus, which blitzes
them immediately, and it is for that reason forbidden
to them by hive law. They also like most fruits,
pureed or in juice form of course.

Phraints always do exactly what they say they will,
and never break a contract. However, how they
interpret a contract can sometimes make a lawyer’s
head spin! They ate totally featless and dedicated to
their hive home, leaving it only to earn money to buy
needed things that they cannot manufacture. Phraints
most often encountered in game play are rogue.
Sometimes the food supply of the hive is insufficient
to feed the masses. When the excess workers and
warriors are ordered to supplement the food supply
by becoming food themselves, 90% or moze see the
logic of this and comply. Nevertheless, a few Phraints
(10% or less) see that, logically, if they are no longer
of use to the hive, then they must become of use to
themselves. With that, these rogue Phraints leave the
hive to take up 2 permanent nomadic life, typically as
a mercenary. Rogues are generally considered
dangerous and aberrant by their former hive-mates,
and are attacked on sight. Thus, rogues lead
interesting, if hectic, lives most of the time.
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Occasionally, a queen of a hive will sell one to a
thousand or more fighting sticks to some country or
another as a means of gaining revenue. These
mercenaries are highly prized, and those who buy
them seldom let them out of service."However, from
time to time, a few of them are freed to go back to
their hives, usually after years of service; most are
killed in battle. : : T
Appearance: Phraints stand between six and seven ft
tall. Unlike true insects, Phraints have only four limbs.
Their chitin is usually brght metallic blue or green,
and the feathery antennae are golden yellow. They
have rainbow hued multifaceted eyes. Phraints love to
inlay their chitin with silver and gold leaf, precious
and semiprecious gems, and similar forms of
omamentation. Phraints grow to full size in just four
years, but aren’t considered fully trained untl the age
of ten. A Phraint may live to be 300, though many die
in battle long before this ume ever comes around to
find out.

Common Culture: None
assimilate cultures.

— Phraints do not

ADROIT d4+14  WITS d4+12
REF d6+16  REAS d8+2
STR d6+14  ESS d4+2
SIZE d4+9 EGO d4+6
MASS d4+8 CHAR d4+5
CON d4+32
FEAR Immune DR 20 DEF 2d6+28
Shock d4+80 MR 0 MD 0
Disease d4+46 PR 16 PD 2d6+22
P/V d4+46
RR 10
LR 1

RACIAL TRAITS

Culturally Bankrupt — Phraints do not gain benefit
from culture, and skip this part of the character
creation process. They cannot leam cultural traits
later on either.

Engineered Combat Maneuver — As a special
combat maneuver, Phraints can make a Leap Attack
or Running Jump Attack, using their charactenstic
attack where they leap over an opponent, throw one
javelin at the apogee of the jump, flip over in mid
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flight, and swing their two-handed swords as they
pass overhead to land behind their opponents. They
count this combat maneuver as a nomal action that
does not require an Acrobatics check. The javelin
and sword attacks are at 2 -20 penalty to ATK but
otherwise unaffected.

Greater Visual Range - Phraints have multifaceted
eyes set wide apart that provide a 320 degree field of
vision. This, combined with their senses, allows them
to engage any number of combatants around them
and be unaffected by the normal penalties for fighting
against multiple attackers. They also have a +50
bonus versus flash or blindness effects.

Natural Weaponry - Phraints add a +10 bonus to
Claw [Weap)] and Stinger [Weap] and can attack foes
behind them with their stinger. The sting injects a
weak poison of TD 50 that inflicts d4 HP damage
every 5 CF counts for 6 melee rounds.

PHRAINT NATIVE WEAPON TABLE

CF DME Crt Fumble ER
Claw 0 d4+6 100 1 Med
Stinger 0 d4+2 100 3 Close
Phraint Physiology — Phraints are a highly

engineered, former starfaring race. Each is encoded

with certain genetic tendencies, strengths, and

weaknesses.

e  Phraints have the native ability to jump or spring
40 ft forward and 20 ft in height from a standing
or moving position as a normal action. They also
begin with the secrets of Leap Attack and
Running Jump Attack -(Acrobatics skill);
however, they do not suffer the penalty to Dodge
or the chance of knockdown if they miss.

® They are genetically programmed with a flat
healing rate. They heal in all situations, regardless
of activity. HP is healed as normal, but they gain
double normal attrbute/characteristic recovery
for the time perod.

e  Phraints have genetically engineered agility. They
do not reduce their Dodge by MASS, and add
+20 to Dodge. Phraints can also Dodge twice in
a CF action count; the extra Dodge is counted
like an additional quickened action used solely to
Dodge.

e  Phraints can stand motionless or run for three
days, totally alert and without fatigue. They
requite minimal rest, but can forgo such
recuperation for three days without ham.




Thereafter, they take 1 point of HP damage per
day, and do not heal undl they die or rest. A
Phraint will rest the equivalent of one hour
throughout the day in small breaks. Taking more
test beyond these small periods in a single bulk is
useless to a Phraint. The rest must be spread
over the day, and cannot be taken all at one time.
Phraints do not feel pain, and react differently to
damage and death. They feel no effects for the
loss of a limb or otherwise make Shock checks
for crtcal hits. They even can fight on after they
die for 1 to 3 minutes (unless death was by
drowning or similar means).

Phraint chitin counts as natural armor and they
cannot use the Lorca skill and its secrets to
enhance their natural armor like normal armor ot
wear armor on their chitin.

Phraints do not have Racial Choices.

All Phraints start with the Phraint language.
Phraints have a -30 advancement penalty with
Interpersonal skills.

Phraints have Fort 5, allowing them to ignore the
first 5 BODY damage taken from any blow.
Phraints cannot swim, and are negatively
buoyant. In water, they have a -150 Athletcs
penalty. They drown in any water that covers
their breathing apparatus, and must make TD
200 Shock checks every CF action count or die
immediately.

The queen of the hive sets thc genes for each
Phraint. A blue or green Phraint is indoctrinated
to have a +20 advancement bonus in two-
handed swords and javelins, as well as a +20
bonus in both weapons at creation. They also
have a +10 bonus to Athledcs and Acrobatcs.

Phraint Vision — Phraints are highly perceptive,
using 2 melody of sensory input to detect even the
smallest things. They have a +50 bonus to PER, and
have a +15 bonus to Recon skill checks.

Phraints do not have a sense of touch or hearing.
Instead, they have air vibraton sensitivity via
their antenna, which they use to intercept and
understand vibrations as another being would use
hearing. This allows them to see normally in poor
flumination ot complete darkness like normal
vision, but without a sense of color.

Phraints are also sensitive to magnetic field
changes, and can detect the flicker of x-rays as a
normal spectrum of senses. Phraints innately
know magnetic north, can retrace steps, and
navigate known terrtory using PER checks to
find their way.
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SAURIG

The reptilian humanoids called Saunig trace their long
history back some 600,000 years and more, to the
time of the dread Kthoi, the reptilian giants who first
rules the world. Saurig were the servants and soldiers
of the Kthoi, bred for ferodity, tenacity, endurance,
and fighting ability.

After the fall of the Kthoi, the Saung split into
two readily known types: the aquatic lizards who
inhabited dank swamps and wet jungles, and the
lighter, faster, tailless ones who lived in the hot dry
deserts and jungles and plains. Tales exist of several
other types of Saung from the days of old that even
include one star warrior version and a version of one
that flys, but none have been known to confirm this.

DESERT SAURIG
[SAURIG SUB RACE]

Outlook: These Saung value courage and prowess in
battle, and their mercenary fighters are hxghly
regarded. Once hired, Desert Saunig mercenaries are
totally loyal as long as the pay holds out, though they
have been known to ask for bonus money nght
before a big battle. Desert Saurig are much sought
after as mercenaries due to their superb grasp of
tactics, near total lack of fear, and for their fierce
charges, which have shattered many an enemy
fighting line.

Desert Saurg culture is a loose confederation of
nomadic tribes. Their collective name for themselves
translates to The Clans of the Claw.” Desert Saungs
value courage and prowess in battle, and mercenary
fighters are highly regarded.

Appearance: Desert Saurig are long and lean.
Stretched out from end to end, a typical Desert Saurig
measures about seven ft. They stand roughly five and
half ft high at the shoulder. Desert Saung have
pebbly, reddish-brown hides and double-lidded
nictating membranes over their eyes. These
membranes protect them from the effects of blowing
sand and glaring sun.

Common Cultute: Cyndyra, Skohrzaki Domain,
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ADROIT
REF

STR
SIZE
MASS
CON

FEAR
Shock
Disease
P/V

d8+6 WITS
ds+6 REAS
d4+12  ESS
d4+6 EGO
d4+10 CHAR
ds+30

2d4+85 DR 10 DEF
2d4+70 MR 5 MD
d4+7 PR 1 PD
2d4+26

d4+4
d4+5

RACES

d6+9
do+3
d6+9
d10+6
d4+5

2d4+24
2d4+20
2d6

RACIAL TRAITS

Natural Weapons - Desert Saurig have non-
retractable claws on their feet and hands. They do
not favor clawing with their hands (but easily can),
instead choosing to deliver powerful kicks. Desert
Saung have a +15 bonus to Claw [Weap] and a +10
advancement bonus as well.

DESERT SAURIG NATIVE WEAPON TABLE
CF DME Cdt Fumble ER

Hand Claw 0 d4+2 100 2 Med
FootClaw 0 d6+8 97 2 Med
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Saurig Physiology — Saurig were created by the

Kthoi, an elder race of reptilian giants, as servants and

drone soldiers, emphasizing ferocity, tenacity,

endurance, and fighting ability.

e  Use 20 for a base instead of 10 when determining
Move.

e Saurig can make a special charge action to
generate vast amounts of power over short
distances. You only need to move half your SIZE
to Charge. Desert Saurig double their BODY to
determine how much damage they inflict for a
Charge and when comparing BODY to beings
they Overrun or Press. See the Bartle and
Melee section for more details. However, as an
example, 35 BODY Saurg is going to Charge
and hit like he had 70 BODY. This talent is raw
ability and mutually exclusive with any other
secret or talent.

e Saurg have a pervading toughness, and begin
with +20 bonus to HP.

e Desert Saurig have an innate skill with fighting
that shows through regardless of what they
become. They have two +10 advancement
bonuses they can allocate to any Wardor
Profession Favored or Core skill, including
stacking some or all of them into one skill or into
DEF. -

¢  Heat affects them little, and Desert Saurig ignore
all but the fiercest of normal hot weather effects,
ignoning everything up to the point where HP
damage is inflicted.

Saurig Sight — Desert Saurig can see normally in
poor illumination like normal vision, but without a
sense of color.

RACIAL CHOICES

Select 3 choices from the Desert Saurig Racial
Choices below, the General Racial Choice Table, or a
mix of the two. You may only take a Racial Choice
once. Taking some Racial Choices preclude the
selection of others. Notes to this fact are included in
the specific Racial Choices.

Blood of the Cuougth — {Requires 3 Racial Choices.
If you choose this Racial Choice, you cannot take
another bom, legacy, bloodline, or descendant racial
choice.} During the Nexus Wars, a chance accident
awakened several hundred drone Saung that had been
in stasis since the time of the Kthoi Known as the
“Cuougth”, they savagely fought, mated, and wreaked
destruction untl they were no more, but not before
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they left the mark of their blood upon the Desert

Saurig race.

e Cuougth are taller, straighter of limb, very
powerful, and marked with white designs on their
scales that form nameless runic patterns. Use
d4+15 for STR, d4+8 for SIZE, d4+13 for
WITS, and 2d4+10 for EGO. Cuougth also use
3d4+40 for MD.

¢ Cuougth add their SIZE as a bonus to all Claw
[Weap] attacks and +5 to DME.

e  Gain a resistance to radiation and a tolerance to
the harshness of space. Cuougth can last one
melee round in space, a vacuum, or a void per
CON, and can absorb their BODY in radiation
damage each day without harm.

e Can heal and regrow lost limbs (fingers, claws,
etc.), repair internal organs, and just about any
wound that does not kill you. It takes 5 days per
point of BODY damage to heal. So, if you lost a
limb and incurred 10 points of BODY damage
because of it, it would take 50 days to regrow.

e  Begin with PD 0, and have a -50 advancement
penalty to PD.

SWAMP SAURIG
[SAURIG SUBRACE]

Outlook: Larger and more powerful than their desert
cousins, but also more prmitive, the Swamp Saurig
are descended from the brute laborers of the Kthoi.
Originally bred for size, strength, and minimal
intellect, they have retained most of these traits down
through the yeats. They tend to be extremely chaotic
and prone to berserker rages. This, coupled with a
distinct aversion to military discipline and protocol,
makes them ternble soldiers. By and large, they are
left alone in their swamps to go their own way. While
universally regarded as unintelligent, Swamp Saurigs
are not, by and large, the dimwitted clods that comic
ballads make them out to be. Nor do they appreciate
being treated as if they were. They tend to be very
simple and direct in their goals and desirtes, and to
take the plainest and most direct course of action to
get there. Despite their chaotic nature and lack of
organization, the Swamp Saurig have developed a
culture, of sorts, though it is considerably more
pramitive than that of the Desert Saurg. Swamp
Saurig culture, not surprisingly, emphasizes strength,
with the strongest and best warriors holding positions
of power. Interestingly, there is no gender bias at all
in this cultural formula. Female Swamp Saurig are the
same size as males, and hold high positions equally as




often. A less than kind observer might suggest that
the Swamp Saurig just aren’t bright enough to come
up with a concept as complicated as discrimination.
Swamp Saurig like their food raw. Very raw.
Preferably still wriggling. They will eat nearly anything
they can catch and hold down long enough to
swallow. They never cook their food; nor will they eat
anything that is not fresh killed. The only exception
are salt-cured raw meats used as trail ratdons, which
Swamp Saung will grudgingly accept if nothing better
(fresher) is available.
Appearance: Swamp Saurig stand an average of eight
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ft tall, and look nearly as broad. Thick with muscle,
the lizards seem squat despite their size, and move
with a ponderousness that hints at their power.
Swamp Saurig have dark bluish-green hides that range
nearly into black. Their blunt muzzles are studded
with jagged teeth, and their eyes are an unnerving
yellow-green. Like Desert Saurig, Swamp Saurig have
a nictating membrane over their eyes — in this case, to
help them see underwater.

Common Culture: Alazahr, Ghorfar, Khandruzia,
Saast, Thund.




ADROIT d8+9 WITS d6+7
REF ds+5 REAS d6+1
STR d4+14  ESS 2d6+5
SIZE d4+7 EGO d6+8
MASS d4+11 CHAR d4+3
CON d4+32
FEAR 2d6+41 DR 9 DEF 2d4+37
Shock 2d6+35 MR 2 MD d4
Disease 2d6+33 PR 1 PD d4
P/V 2d6+29
RR d4+6
LR d4+4

RACIAL TRAITS

Keen Nose — Swamp Saurig have a keen sense of
smell, and can make PER checks by scent alone, as
well as natvely know the sectet to Scent
Identification. Underwater, they add a +30 bonus to
PER checks and Recon skill checks.

Natural Weapons - Swamp Saung have non-
retractable claws on their feet and hand, and can use
each equally. Swamp Saurig have a +15 bonus to
Claw [Weap] and Tail [Weap] and a +10 advancement
bonus with each as well. They can also use their tail to
make attacks or knockdown maneuvers in
conjunction with claws or hand held weapons (as a
quickened action). However, they suffer a -20 penalty
to ATK with weapons and their tail when doing so.

SWAMP SAURS

CF DME Cat Fumble
Claw 0 d6+5 97 3 Close
Tail 0 d3 100 1 Close

Natural Swimmer — Swamp Saurig use 20 for base
Move, and use their ADROIT in place of movement
when swimming; they can hold their breath for their
CON score in minutes before surfacing. They also
can fight with their natural weapons without penalty
in water, and can do so with manmade weapons when
wading or otherwise not fully submerged.

Prehensile Tail — Swamp Saurig tails are half as long
as they are tall, and, while quite dexterous, ate NOT
enough so to act as a third hand. However, it does
provide a2 +10 bonus to Acrobatic and Athleucs skill
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checks.

Saurig Physiology — Saung were created by the
Kthoi, a dread elder race of reptlian giants, as
servants and drone soldiers, emphasizing ferocity,
tenacity, endurance, and fighting ability.

e Swamp Saurg have a pervading toughness, and
begin with a +20 bonus to HP.

Swamp Saung have an innate skill with fighting
that shows through regardless of what they
become. They have two +10 advancement
bonuses they can allocate to any Warror
Profession Favored or Core skill, including
stacking some or all of them into one skill or into
DEF.

Prone to betserker rages, Swamp Saurigs must
make TD 75 Self Control checks every minute
they are strongly excited, agitated, or moved. In
battle, they make this check every melee round or
fall into a berserk frenzy.

Saurig Sight — Swamp Saurigs can see normally in
poor illumination or underwater like normal vision,
but without a sense of color.

RACIAL CHOICES

Select 3 choices from the Swamp Saurg Racial
Choices below, the General Racial Choice Table, or a
mix of the two. You may onl i hoi
once. Taking some Racial Choices preclude the
selection of others. Notes to this fact are included in
the specific Racial Choices.

Children of Makio — {If you choose this Racial
Choice, you cannot take another bor, legacy,
bloodline, ot descendant racial choice.} You are a
child of Makio, scion of her line. Children of Makio
gain the following:

¢  You can hold your breath indefinitely underwater
using your gills. These gills seal when out of the
water, and only operate when you are submerged;
otherwise they are indistinguishable.

You can fill your stomach with water, and eject it
In a stream, projecting 10 ft (submetged or
outside of the water). The jet is strong enough to
count as a 20 point BODY Knockdown against
whatever target you apply it against. If used
durng a grapple, it inflicts its equivalent BODY
damage instead.

Lose the Keen Nose ability when outside of the
water, and feel uncomfortable (low level unease)

when dry.
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Third Hand - Your tail is truly a third limb, and you
can utilize it like a third hand in all ways (including
bearing weapons). Your extra limb adds an additional
quickened action, but is constrained only to what you
can do one-handed. You lose the normal +10 bonus
your prehensile tail provides to Acrobatic and

Athletics skill checks.

me

g ~ Just about the petfect

THROON

Outlook: Throon are an uncomplicated race of
mountain and jungle dwelling physically massive, four
armed humanoids. They are very limited in the
emotions they feel, which are confined to rage, greed,
lust, and, once in a great while, fear. The rest of the
time they are almost devoid of feeling. Throon do not
understand foendship or love, yet they are not cruel.
They are prized as mercenaries due to their emotional
detachment and solidness, huge size, and four strong
arms. Throon never surrender once paid to fight; they
do not understand the concept of treachery. They
cannot be panicked or turned in battle, unless facing
demon kind or the ilk, and are fierce and tenacious in
the thick of melee.

Throon wear little clothing other than leather
battle hamesses and loincloths. They do wear armor
when the situation warrants, usually in melees against
formidable opponents or equally dire situations. They
have a love for silver that surpasses a ‘Dwatf’s love of
gold. They also love bright body painting of abstract
design, contrasting their skin color.

Throon, while they know battle tactics backwards
and forwards, simply have no desire to learn anything
beyond their limited scope of fight, eat, sleep, fight,
mate, fight, fight, fight, and pie. When they are not in
battle, they spend time making their weapons and
gear ready for the next battle. Apart from their body
painting, the only thing that passes for art or sport
with the Throon are, of all things, juggling, and with
four arms, some of it is quite spectacular. No Throon
would ever try to make a living as a juggler, though —
it’s too original a concept for them.

Throon do not make much idle conversation,
and will never do anything outside their contract.
They are good hirelings, but lousy frends. When paid,
they are fiercely loyal, and when they are not, they
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could care less what happens to you! Throon enjoy
pumpkin pie, pumpkin wine, and pumpkin beer
above all else. They really hate pork and lamb, but a
Throon is eminently practical: he will eat anything. If
necessary, he’ll even eat dead companions.

Throon wield two-handed axes or mauls with
one hand, and carry large, round shields. Typically, a
Throon will have a two-handed axe high on one side,
and a two-handed sword low on the opposite side,
with a pair of shields held by the other two amms. A
Throon’s idea of a dagger is a short sword, and he will
carry two, one on each hip. Rarely, a Throon will be
armed with four to six heavy throwing axes, each of
which might double as a battle axe for melee
purposes; throwing axes are missile weapons they use,
flurrying with a volley at short ranges against
opponents.

Appearance: Throon are usually blue gray in color,
but can range from steel gray to pale green in hue.
They range from a short six foot to a taller seven and
a half to eight foot in height. Throon are
correspondingly massive for their height, very broad
across the torso and upper body to compensate for
the cunning double shoulder that supports their four
arms. Built with stocky, powerful legs, Throon are not
as top heavy as a person would surmise. Balancing
their weight with extremely dense bone and muscle,
the enhanced skeletal structure has near double the
amount of bones and associated cartilage found in a
Human physique. Throon physiology is not built for
teclining or sitting, and a Throon will never sit or lie
down unless too sick or wounded to stand. They even
sleep standing up, albeit leaning against something.
While uncomfortable in supine or bent positions, a
Throon is amazingly supple, and can easdly do
somersaults, or rotate past 90 degrees at the hip.

Common Cultute: Aradnast, Arduin, Chrysolia.

ADROIT d6+10  WITS d4+11
REF d8+5 REAS d4+2
STR d4+20 ESS d6+2
SIZE d4+10 EGO d6+14
MASS ds+16 CHAR d4+4
CON d4+36

FEAR 2d4+80 DR 12 DEF 2d8+15
Shock 2d4+90 MR 2 MD  d4+12
Disease 2d4+29 PR 1 PD d4+22
P/V 2d4+69

RR d4+10

LR




RACIAL TRAITS

Culturally Bereft — Throon gain little from culture
and begin with only 1 cultural influence instead of the
normal 3 cultural influences at character creation.

Racial Combat Maneuvers — Throon are effective
at punching, grabbing, or smashing opponents while
using weapons. As a quickened action, Throon can
use one free hand to punch, using Fist [Weap] against
any opponent within reach. They can also make grab
attacks with this maneuver in the same fashion.

THROON NATIVE WEAPON TABLE

CF DME Cndt  Fumble ER
Fiss. 0 d6+2 95 2 Medium
Throon Mentality — Throon suffer mental

bewilderment when confronted with medium to
complex mental subjects, and have a -20
advancement penalty with all non-Maneuver skills
except Weapon. As a counterpoint, Throon mindset
does lend itself to physical skills. Throon can select
any five Maneuver or Weapon skills, and add a +20
advancement bonus to those chosen. They cannot
stack these bonuses together, but must apply them
singly to each skill.
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Throon Physiology — Throon have four equally
favored hands, and do not have an offhand. They can
physically handle two separate two-handed tasks or
four one-handed tasks simultaneously with full
coordination and dexterity. However, they only have
two eyes, and can only focus or aim at one thing. A
Throon with four axes could throw them at a single
target or all at several targets close together, but not
simultaneously towards widely separated targets
without throwing blind with several of the axes. He
just can’t see them well enough.

A Throon can use all of their arms in concert
duning normal situations, such as eating or jugghng, or
during instinctive actions such as grappling in close
combat or catching a thrown object. For game
purposes, a Throon can do the following:
® Due to their flexible bone structure and extra
limbs, a Throon can take one additional normal
action and one quickened action limited to the
nomal constraints of using a single hand or a
pair of hands; OR they can take three additional
quickened actions limited only to the normal
constraints of using a single hand (but not both).
However, if the Throon uses a2 nommal or
quickened action that does not involve their extra
limbs (like Dodge or an acrobatic somersault)
then they cannot employ the extra actions gained
from their unique body structure. Throon must
employ their extra limbs in some fashion with all
actions to gain the extra normal and/or
quickened actions. The extra actions gained are
only provided for physical maneuvers. They do
not count for use with activities like Channel,
spell casting or Faith use. A Throon Psychic
would not gain these extra actions when using
mental powers nor would a Throon Priest gain
them for using Rituals or Prayers.

Throon ignore the ATK penalty for dual
wielding weapons in one or two hands.

Having extra limbs provides a +40 bonus to
grappling, wrestling, and knockdown actions.
Due to natural ability, a Throon can shift their
body to handle any number of weapons, shields,
or objects without penalty as long as the
combined base BODY requirements do not
equal more than their BODY score. They also
apply their full BODY damage with all objects as
long as they can handle them as outlined above,
including using hand held thrown weapons.
Throon Sight — Throon see normally in poor
illumination; however, this vision is black-and-white,
not color. Throon have the ability to detect minute
changes in ground vibrations through their feet. They
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can use their PER to detect or track entties this way
within a 30 ft radius.

RACIAL CHOICES

No specific racial choices exist; select 1 choice from
the General Racial Choice Table. You may only take a
Racial Choice once. Taking some Racial Choices
preclude the selection of others. Notes to this fact are
included in the specific Racial Choices. Throon
cannot take any born, legacy, bloodline, or descendant
of racial choice.

URUKK

Outlook: Even the wisest Sages argue over the exact
relationship between Orcs and Urukks. Many argue
that the Urukks are a direct offshoot of the Orc race,
an example of natural selection in action — the biggest
and strongest passing on their strength to the next
generation and so forth. Othets assert that Urukks
were magikally altered at some point in the distant
past to be superior to normal Orcs. A small minonty
claims that the reverse is true: that all Orcs once had
the abilides of Urukks, but have degraded over the
ages. Whatever the case, the results are plain. Urukks
are bigger, stronger, and smarter than their Orc
cousins, and never let Orcs forget this fact. They are
very hatsh, though often fair, unforgiving, and brave
to the point of folly. They have no respect for those
who wallow in luxury’s soft ways. They have no
mercy for losets or prisoners, though they will follow
orders to give quarter to the vanquished. They care
little for gold and rches, but have a deep need to win,
especially in martal endeavors. Urukks maintain a
rigid caste structure, which prohibits them from
fratemizing with those below them. Frequently,
Urukks act as mulitary leaders for large groups of Orcs
and Goblins, though they dislike having to associate
with such lesser creatures. Urukks are extremely
infertile and the crossbreeding with the lower Orc
types is very high. Unfortunately, the lesser race’s
genes determine the result of such mating. The Urukk
really hate that.

Urukk society is almost purely military, not unlike
the society of Earth’s ancient Sparta. Children are
raised in barracks, and are trained in the arts of war
and the Urukk tradition of racial superiority. The unit
1s family; blood ties are considered irrelevant. Urukk
caste laws demand strict obedience to those of higher
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rank. Urukks recognize and respect three things in the
world. The first is prowess in battle. The second is
loyalty to one’s superiors. The last is the steadfastness
of one’s comrades.

Appearance: Urukks strongly resemble Otcs, and are
often mistaken for them. They are larger, however,
averaging almost seven ft tall, and tend to have darker
coloration. Urukks have blood red eyes with black
pupils. They wear elaborate tnbal tattoos on their
arms and face, declaring their clan affiliation and rank.
By studying these tattoos, one Urukk can leatn a great
deal about another.

Common Culture: Chardos, Khorst, Kovolla,
Maelshyra, Malvia, Maragoré, Myrmydios
ADROIT d6+9 WITS d8+7
REF 2d4+8 REAS ds+2
STR dé+11 ESS d10+3
SIZE d4+9 EGO 2d6+6
MASS d6+9 CHAR d8+6
CON do+24
FEAR 2d4+63 DR 5 DEF 2d4+45
Shock 2d4+7t MR 7 MD  d4+25
Disease d4+2 PR 9 PD 2d6+32
P/V 2d4+46
RR d4+7
LR d4+5
RACIAL TRAITS

Bred Stoicism — Urukks have a +30 bonus on all
Self Control skill checks. Urukks can push through
normal exhaustion or sleep depnvation with no ill
effects, and ignore all exhaustion conditions except
Bone Weary.

Urukk Sight — Urukks can see in poor illumination
or complete darkness like normal vision, but do not
retain any sense of color like they were normally.
They also add a +15 bonus to PER.

Warrior Born — Urukks are botn to fight, and that
lust for war comes forth regardless of the training
they pursue. Urukks have four +10 advancement
bonuses they can allocate to any Warrior Profession
Favored or Core skill, including stacking some or all
of them into one skill or into DEF.
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RACIAL CHOICES

Select 3 choices from the Urukk Racial Choices
below, the General Racial Choice Table, or 2 mix of
the two. You m; t 1 1 nce.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Urukk Coasa — {Requires 2 Racial Choices. If you
choose this Racial Choice, you cannot take another
born, legacy, bloodline, or descendant racial choice.}
One out of 10,000 Urukks is botn Coasa, or marked
with the stamp of power.

Urukk Coasa are powerfully built, and use d4+18
for STR.

When subjected to a physical cnitical wound that
does not slay them, the Urukk Coasa grows
tougher. Make a TD 100 BODY check after you
heal the catical wound. If you succeed, your DR
improves by +1. Regardless of how often this
happens, your DR will never grow to exceed
your MASS attribute with this method.

Urukk Coasa are poor leatnets, and have a -10
advancement penalty to all skills.

Gorbragna’s Brood — {Requires 2 Racial Choices. If
you choose this Racial Choice, you cannot take
another bom, legacy, bloodline, ot descendant racial
choice.} You are one of those bom that carry the
marks of Gorbragna, the Father God of the Orcish
pantheon.

¢  Gorbragna’s children use 2d4+9 for ADROIT,
REF, SIZE, MASS, and WITS. They use d4+14
for STR and EGO, but only d4+2 for LR.

They are immune to Disease, and add a +20
bonus to all other Saves. However, their
physiology is bizatre from the nomm and
progresses pootly, and they are thus -50 on Fear,
Shock, and P/V development rolls.

Gotbragna’s children ignote the first 10 HP
damage of Fire or Acid damage.

Those of this hedtage have six birthmark
discolorations, like thick bars running from the
spine over the mbs to the abdomen, three on
each side.

Exude a sickly yellow-green ambience (visible
only in pitch black datkness) that kills vegetation
(grasses, shrubbery, vines, flowets, but not trees
or similar greenery), sours wine, despoils food,
sours milk, and so forth. The effect happens after
d4+1 hours of sustained presence within 5 ft.







WOLFLING

Outlook: This race came into the wortld only recently,
many thousands commg through in what was
apparently a mass migration from their dying world.
These beings onginally comprsed what was known as
the “Great Out Gathering of the Twelve Clans of
Rhaios”. This organization has since broken up after
several hard fought battles in the civilized lands east
of their entry point. Each clan went in a separate
direction in the hope that some at least would insure
the survival of the Wolfling race. A few of these clans
still wander, but most have managed to find places to
settle, generally in the marginal areas near more
civilized nations. The mass migration into Khaas via
the unstable nexus was because their old world,
Juballa, was polluted and virtually incapable of
supporting any kind of life. Only the fittest (fastest,
meanest, and strongest) survived on their world, and
made it through the rigors of the exodus. Of those
survivors, the ones that made it into Khaas were the
toughest of the lot, who had to fight their way across
half a2 world, and then storm the last Citadel of
Science to capture the eldntch technological
Glittering Gate. This they did, and now these fiercely
survival odented beings, with almost no moral,
philosophical, or teligious constraints, are loose on
the Khaasian world!

They are batbanans by the nature of their
previous environment, but they can and  do
understand cvilizaton and all of its ramifications,
having once been avilized. In summary, consider
them cold, heartless, and amoral, with no foendship
qualities within them. After all, they eat their own
wounded! Well, at least those too hurt to move on
their own or fight back! They are not arrogant, just
pragmatically hostile to the entire world and all that it
contains. Wolflings can’t believe that everyone and
everything is not out to kill them, so they simply
strike first. It’s hard to convince them otherwise.
Appearance: This lupine race is humanoid in size
and shape, but have wolf-like heads with the muzzle
and ears being about half the length of a
comparatively sized wolf head. Wolflings have
powerful jaws and canines, and tend to bite in
grappling situations. They stand five to six ft tall, and
weight 95 to 155 pounds. Their very short, velvet like
fur ranges in color from light brown through grey to
black, with datk brown being the most common.
Their eyes vary from pale yellow to deep gold, with an
amber shade being the most common. Their legs and
hips are heavily formed, with a digitigrade form
similar to 2 Gnoll’s legs, but more heavily muscled
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and a slighdy different hip structure. Wolflings were
made to run, and their hips and legs have built up
over time to compensate for this. Wolflings have an
easy, effortless gait, and are extremely agile in their
movements.

Common Culture: Bossalia, Hyrkhalla.

ADROIT d6+14 WITS d4+14
REF d4+12 REAS ds+3
STR d6+10 ESS 2d6+2
SIZE d4+6 EGO d6+8
MASS ds+7 CHAR d6+6
CON d4+19
FEAR 2d4+44 DR 4 DEF d4+36
Shock 2d4+34 MR S5 MD  d4+8
Disease 2d4+11 PR 2 PD d6+14
P/V 2d4+5
RR d4+7
LR d4+5

RACIAL TRAITS

High Maneuverability — Wolflings are highly agile

and maneuverable.

®  Wolflings do not subtract their MASS score from
Dodge chances.

e Use 20 as a base instead of 10 to determine
Move.

e  When “in motion” after two or more consecutive
CF actions of movement, Wolflings get a +5 ft
bonus per additional CF action spent running
thereafter until they reach 2 max of double their
normal Move.

Keen Senses — Wolflings have a keen sense of smell,
and can make PER checks by scent alone, as well as
natively know the secret to Scent Identification. They
can also do the same with their superb hearing,
though to a lesser degree (-20 penalty to PER).
However, if they put both senses into play, they have
a +30 bonus to detect and track a being.

Native Weaponry — Wolflings have powerful bites,
and have a +10 bonus with Fang [Weap].

WOLFLING NATIVE WEAPON TABLE

CF DME Crit Fumble
Fang 0  dé+14 97 2
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Night Eyes — Wolflings can see nommally in poor
tlumination or complete darkness, but without a
sense of color like they do in daylight.

Wolfling Mentality — Confronted with imminent
death time and ume again, you have learned the hard
way that the only means to survive is to enter a
hyperactive frenzied state. In these situations, such as
within 10% of your total HP or similar situations, you
gain a +30 bonus to all rolls on your next and
succeeding melee rounds for your CON in melee
rounds. However, when you reach the end of your
frenzy, you must succeed at a TD 150 Shock save, or
suffer Bone Weanness (see Adventunng secton).
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RACIAL CHOICES

Select 3 choices from the Wolfling Racial Choices
below, the General Racial Choice Table, or 2 mix of
the two. You may only take a Racial Choice once.
Taking some Racial Choices preclude the selection of
others. Notes to this fact are included in the specific
Racial Choices.

Enhanced Spring — This is the ability to natively
spring half your COORD in distance and half that in
height without a skill check in a single CF action
count as a quickened action. This native movement is
something you rely on, and it has affected your
normal capability. Ignore the benefit of starting with
base 20 instead of base 10 as listed under High
Maneuverability in the Wolfling Racial Traits.
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Line of Jerszeod — {Requires 3 Racial Choices. If
you choose this Racial Choice, you cannot take
another bom, legacy, bloodline, or descendant racial
choice.} Jerszeod’s line is heir to ancient ancestral
power, and Jerszeod’s scion struggle with a constant
barrage of ancestral memones that flow through their
mind like a wild and deep niver. They can dip into
this river of memores, and may call upon its
knowledge, but the act is costly on their sanity and
body.

¢ Jerszeod’s line use 2d4+12 for EGO and d4+10
for WITS instead of those listed above, and have
a PR 10 instead of PR 2.

¢  Jerszeod’s line can call on ancestral memodes.
The act requires a single melee round of
concentration and a TD 50 EGO check. If
successful, you can recall any single skill, secret,
or knowledge from a previous life for a short
time. When you recall a skill in this manner, you
are considered to have a skill rank 75. When
recalling a secret, you are limited to Expert ot
lower secrets, and ignore normal requirements.
Knowledge can be in any form, but is limited to
your ancestor’s knowledge (GM adjudicates). In
all cases, you are limited to what your ancestors
know (GM adjudicates) for skills, secrets, or
know-how.

e Regardless of what you call forth from your
ancestors, it only lasts one melee round per EGO
point. During this time, you have PD 0, and lose
any bonuses to PD. After this time frame, what
you remembered from this river of memores
disappearts, and you lose access to it for a full day.
You also take -2 points in EGO impairment
(heals normally).

¢ Jerszeod’s line suffers from mental instability. If
you dip into the fver of memories and fail the
EGO check to succeed, you then develop a
random psychosis. Any psychic damage you take
that 1s not resisted will cause the same effect.

Pack Leader — You lead the pack, taking a leadership

role in any group. When not leading, you chafe and

fight against the authority in place until you leave or
get the leadership position.

e As Pack Leader you give a bonus to any single
task the “pack” petforms equal to your CHAR.
For instance, you are in charge of a group of five,
and set them up defensively against an attack.
You could provide your CHAR as a bonus to
their DEF. You could just as easily have that
group run, and have CHAR as a bonus to
Movement. Regatdless, once a task has started
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and the bonus applied to the task, you cannot
change it. If one or more of the group no longer
performs the task, they lose the bonus. You
must exert your leadership over the pack to
provide this bonus, requiring a TD 75 LEAD
check, or the pack does not get the bonus. If
you fail, you cannot try again on the same task.
Must be the “leader” in fact, not in name or as a
puppet. Will fight and sabotage the current
leader, untl you can take over, or you ate forced
from the group. When not leading, your EGO
and CHAR suffer a -4 penalty, and you are -10
on all skill, Save, and other checks you make.
Special Attack Maneuver — When you engage
foes at Close ER, you can snap and savage
enemies with your fangs as a quickened acton.
You have a -20 penalty to hit with the bite and
any other weapons you use that CF action count.




1.Acute Hearing

2.Acute Scenting

3.Acute Sight

4.Acute Taste

5.Ancient Warrior Blood
6.Ancient Wizard Blood
7.Angled Vision

8.Arcane Void

9.Ardent Faith

10.Bom into the Day
11.Bom into the Night
12.Bom Invisible to Machines
13.Bom Invisible to Magik
14.Bom Invisible to Psychic Forces
15.Bom Invisible to Spints
16.Bom Weapons Master
17.Built for Speed
18.Champion’s Heart
19.Child of a Demon
20.Child of an Efreet
21.Child of a Vampyr
22.Crack Shot

23.Cultural Chameleon
24.Danger Sense

25.Dead Channel
26.Demeanor of Power
27.Demeanor of Weakness
28.Demiurge Bond
29.Descendant of Ambeska
30.Echoes of Your Name
31.Eye for Angles
32.Fathomless Depth
33.Faene Vitality
34.Fearless

35.Flexible Bones

36.Full Kinesthesia
37.Fungal Union
38.Genetic Mess

39.Gifted Physique
40.Golden Voice
41.Green Caller
42.Hardened Physiology
43.Independent Soul
44:Inspired by Enigma
45.1ntense

46.Instinctive Defender
47.Intemal Clock
48.Intuitive

49.Iron Lungs

50.Judge of Quality
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51.Knack

52.Leam from Mistakes
53.Legendary Agility

54.Ley Line Sensitive
55.Light Sleeper

56.Linguistic Aptitude
57.Living Compass
58.Magikal Talent

59.Manual Deftness
60.Mental Anomaly
61.Mental Static

62.Musical Ear

63.Natural Missileer
64.Native Facility wath Armor
65.Native Facility with Jumping
66.Natve Facility with Throwing
67.Natural Athlete

68.Natural Driver

69.Natural Intellect
70.Naturally Ambidextrous
71.Night Vision

72 .Nimble Reflexes

73.Nose of Authos PAngue
74 Not a Bleeder

75.01d Soul

76.0pener of Doors
77.0Ovetflowing Life Force
78.Peace Giver

79.Powerful Gop

80.Psychic Talent
81.Quicksilver

82.Razor Edge Reflexes
83.Resistant

84.Sharply Independent
85.Spatial/ Dimensional Anchor
86.Spint Grappler

87.Spinit Scenting

88.Spiritual Tie

89.Super Perception

90.Taste Hormble
91.Trueshape

92.Unearthly Balance
93.Unearthly Reactions
94.Unfaith

95.Uniquely Formed
96.Unnatural Health

97.Upon the Path of Khhumulo
98.Vision of Ilike
99.Werecteature

100.World Bond
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GENERAL RACIAL CHOICES

Y ke an indivi ial Choice once.
Some of them require you to be a specific race or set
of races. Taking some Racial Choices will preclude
the selection of othets, as will be noted in the specific
Racial Choice.  Some options take more than one
Racial Choice as noted in its descrption.

1. Acute Hearing — You can hear the heartbeat of a
mosquito if it’s close enough. In open areas, you
are considered to make a PER 300 check against
any sounds within 100 ft, or 20 ft in enclosed
places. You can identify unique sounds, including
living creatures by the sounds they make.
Unfortunately, you hear everything all the time, and
find it both a curse and a blessing. You have a -30
penalty to save against sonic attacks; any sonic
attack that does damage inflicts 50% more damage.

2. Acute Scenting — You can divide the mingled
scents of a field of flowers, and enjoy each one to
its fullest. In open areas, you are considered to
make a PER 300 check against any scents within
100 ft upwind, 1,000 ft downwind, or 200 ft in sl
air. This adds +40 bonus to Recon skill checks to
track a person’s trail, and allows you to identify
people by their scent, including objects they have
handled within 10 minutes. Unfortunately, any
effect that relies on scent or odor to work is more
effective against you. When defending or saving
against such effects, you do so with a -100 penalty.

3. Acute Sight - You have precise vision, and can see

10 times as far as normal in detail. This allows you

to halve penalties for distance with missiles or other
items affected by distance. You notice things
others do not, as if you made a PER 300 check
versus visible objects within 100 ft. Unfortunately,
any effect that relies on vision to work is more
effective versus you. When defending or saving
against such effects, you suffer a -100 penalty.

4.Acute Taste - You can taste anything, and
separate it into distinct flavors, pinpointing a
specific one if you choose. You can taste edible
things, and determine if they are poisonous, carriers
of disease, infectious, or deadly to consume. The
detection counts as a PER 300 check against the
taste. Unfortunately, you taste the full breadth of
anything you consume, and find it both a curse and
a blessing. You have a -30 penalty to save against
any pgustatory effect (ingested poison, diseased
food, itradiated food, etc.), and an effect that does
damage inflicts 50% more damage, and lasts 50%
longer.
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5. Ancient Warrior Blood - {Requires 2 Racial

Choices.} The ancient warror traditions are strong

in your bloodline, and ancestral memories awaken

and burn in your soul, drawing you to the fighting
arts regardless of occupation.

e Add a +10 advancement bonus to Athletics,
Combat, Guard, Weapon, Lorica, Shield, and
Military skills.

¢ Add a +20 advancement bonus to DEF.

o Select one of Athletics, Combat, Guard,
Weapon, Lorica, Shield, and Military. You begin
with 10 skill ranks in this skill and the knowledge
of 1 secret (you must still meet its prerequisites).

6. Ancient Wizard Blood - {Requires 2 Racial

Choices.} The ancient wizardry traditions are

strong in your bloodline, and ancestral memories

awaken and burn in your soul, drawing you to the

arcane arts regardless of occupation.

¢ Add a +10 advancement bonus to the
Arcanalogy, Cast, Channel, and Ceremony skills.

¢ Add a +20 advancement bonus to MD.

¢ Select one of Arcanalogy, Cast, Channel, and
Ceremony. You begin with 10 skill ranks in this
skill, and the knowledge of 1 secret (you must
stlll meet its prerequisites).

.Angled Vision - You always keep track of

everything around you, and keep an accounting of
where everyone is in your head. If someone starts
to move, you can identify where they are even
when they go beyond the ability of your vision.
You can identify and follow a number of beings
equal to your PER and to a distance around you
equal to your PER in ft. Knowing where everyone
is lets you compensate for their actions, and you
negate the effects of Partial or Substantal
Concealment. On the other hand, any effect that
relies on vision to work is more effective against
you, such as the gaze of a basilisk or a Vampyr's
charm. When defending against such effects, you
do so with a -100 penalty.

8. Arcane Void - {Requires 2 Racial Choices.} Add

a +200 bonus to MD and a +100 bonus to MR
against all magik (good or bad). Your own magik
or any other magik used within 5 ft of you has an
unmodifiable percent chance to fumble equal to
your BODY score. This applies to all magik,
divine, arcane, ceremonial, and even rune magik.
The same effect applies to channeling as well.
Magik items fail 100% if on your person.

9. Ardent Faith — You have a faith that transcends all

boundaries and restactions. You begin the game
with d4+1 Faith, and can use, gain, and lose Faith
like one. You must define a religion, morale code,
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code of honor, or similar set of stoctures to abide
by. At least 6 - 10 stactures must be defined. If
you become Prest, Paladin, Saint or Witch Hunter
you also gain 2 +10 Faith growth bonus and add
+1 to the amount of Faith you gain.

10.Bom into the Day — You can operate and take
actions in any range of daylight nommally without
penalties, and are immune to the mental effects or
insanity relating to light or daylight. In dim light,
however, you can see no farther than 30 ft, and in
darkness, you are totally blind. Also, you suffer a -
10 circumstantial penalty to all rolls while operating
in darkness or similarly dark areas. If you take this
Racial Choice, you cannot take a different choice
that counters it, such as Born into the Night.

11.Bomn into the Night — You can operate and take
actions in any range of darkness normally without
penalties, and are immune to mental effects or

insanity relating to darkness, shadows, or the night. -

In light, however, you can see no farther than 30 ft
and even less in noontime conditions. Also, you
suffer a -10 circumstantial penalty to all rolls while
operating in daylight or similarly lit areas. If you
take this Racial Choice, you cannot take a different
choice that counters it, such as Bom into the Day.

12.Bom Invisible to Machines - Technological
sensory devices cannot pick up your form. Radar,
sonar, cameras, and so on all fail to recognize you
exist, but will still pick up the results of actions you
perform, such as a video camera not seeing you,
but seeing the chair you just knocked over. Such a
thing is not without a price, and you suffer a -20
advancement penalty to PD.

13.Bom Invisible to Magik — Magikal senses cannot
pick up your form. Magikal clairvoyance, scrying,
magik used to detect living creatures, and so on all
fail to detect your form, but will detect the results
of any of your actions if able to do so. Also, you
have a +200 bonus to MD against targeted magik
that does not require a physical touch (you do not
gain this bonus against area effect magik unless you
are the declared target). Of course, you suffer a -50
penalty to MD advancement. If you take this
Racial Choice, you cannot take a different choice
that counters it, such as Naave Facility with
Magik ot Ley Line Sensitivity.

14.Bom Invisible to Psychic Forces — Psychic
forces and mental powers cannot sense you.
Clairvoyance, remote sight, proximity senses, all fail
to recognize you exist, but will stll pick up the
results of actions you perform. You have a +200
bonus to PD against targeted mental powers that
do not require a physical touch (you do not gain
this bonus against area effect mental powers unless
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you are the declared target). Of course, you suffer
a -50 penalty to PD advancement. If you take this
Racial Choice, you cannot take a different choice
that counters it, such as Nasve Facility with
Psychic Forces.

15.Bom Invisible to Spirits — Spirts cannot sense

you, totally failing to recognize you exist, but will
still pick up the results of actions you perform that
might get their attention. For instance, stealing the
gold guarded by three ghosts will get their
attention. They might not see you, but can deduce
something is running off with their gold. Of
course, you can’t sense Spirits either, and have
trouble even acknowledging they exist! You suffer
a -50 penalty to PD advancement as well. If you
take this Racial Choice, you cannot elect to take a
different choice that counters it, such as Spimr
Scenting, Descendant of Ambeska, Spiritual

- Tie, and other similar racial choices.
16.Bomm Weapons Master — {Requires 3 Racial

Choices.} Swords, axes, mace, and bows, they are
all the same to you. Somehow you innately
understand their uses, differences, and applications,
and utilize them accordingly. Every weapon seems
natural to use. and you know what actions to use.
You are considered skill rank 35 with any Weapon,
and all weapons form a single massive weapons
group you can apply secrets against (see Skalls for
details). Of course, since weapons easily fit to your
hand, you have never truly worked at them, and
have a -30 advancement penalty with all Weapons.

17.Built for Speed — Built to move, you rarely lose in

track and athletic competitions where speed and
agility matter. Double your Movement, add +10 to
all COORD, ADROIT or REF attrbute checks
and add a2 +2 bonus to CF. You are also -2 to
REAS.

18.Champion’s Heart — ({Requires 2 Racial

Choices.} You were born with a powerful inner
reserve that explodes forth when you are called to
go beyond your nomal boundaries. Once per
melee round, you can call upon this power to add a
+20 bonus to any roll. Needless to say, a
Champion’s Heart is not without a price, and it’s a
tough thing to know when and when not to push
boundares. You have a -30 advancement penalty
to Self Control.

19.Child of a Demon — {Requires 3 Racial Choices.

If you choose this Racial Choice, you cannot take

another bom, legacy, bloodline, or descendant of

Racial Choice.} Bom from the union of some

unknown demon and some other race you gain:

¢ Ability to interact with demons using the Social
skill and speak Low Demonish.

§ Racial Choices z i




¢ Can see in poor illuminaton or complete
darkness like normal wvision, but without color.
Can make a TD 100 PER check to notice
invisible objects or creatures, incorporeal spirits,
or into the astral plane within 20 ft.

¢ Considered to make a PER 150 check against any
sounds within 50 ft. You can identify unique
sounds, including living creatures by their
sounds.

¢ Objects, spells, powers, and other things that
affect demons affect you just as equally.

e Add a +50 bonus to all Saves (P/V, Shock,
Disease, -and. Fear),..add..+5. to- one . of . the
Resistances (DR, MR, or PR), and add a +50
bonus to the Defense (MD, PD, or DEF)
corresponding to the Resistance chosen. You
also naturally regenerate 1 HP per minute.

® You physically and outwardly bear the marks of
your hentage (discuss with your GM what the
marks are). Such marks can be colorful and
bizarre, but are generally cosmetic (such as
having the addition of tentacles to show your
swamp demon heritage). Regardless, you have an
air about you that unsettles others, adding a -30
penalty to Interpersonal skill checks.

¢ Vulnerable to a weakness from your hentage
(discuss with your GM). Typical vulnerabilities
are holy water (burns like acid), silver and iron
(acts like poison and inflicts 3d4 DME on touch),
or an element (choose which; +100% more
DME from this element).

¢ Gain one trait, virtue, or aspect of your demonic
sire though weaker in form (consult your GM).

20.Child of an Efteet — {Requires 2 Racial Choices.

If you choose this Racial Choice, you cannot take

another bom, legacy, bloodline, or descendant of

Racial Choice.} Born from the union of an Efreet

and anothet, you have gained the following:

¢ Immune to heat, fire, and flame from any source,
absorbing and turning any damage dealt from
such sources into point for point regeneration.

e Can see in poor illumination or complete
datkness like normal vision, but without color.

¢ Cold, chill, and ice inflict double normal damage,
and weather effects affect you twice as quickly.

e Ability to interact with Fire elementals,
demiurges, and spirits using the Social skill like
you can any other being.

21.Child of a Vampyr — {Requires 3 Racial Choices.

If you choose this Racial Choice, you cannot take

another bom, legacy, bloodline, or descendant of

Racial Choice.} Bom from the union of a vampyr

and another, you have gained the following:

¢ Immune to the undead or spirit ability to ESS or
CON drain, blast, or impair. You can still elect
to impair or drain ESS or CON voluntaxly.

e Ability to interact with undead or spirits using
the Social skill to affect them like you can others.

¢ You physically and outwardly bear the marks of
your heritage (discuss with your GM what the
marks are), and have an unnerving air about you
that sets others and animals ill at ease. You have
a -20 penalty to all Interpersonal skill checks.

¢ Can see in poor illumination or complete
darkness like normal vision, but without color.

® Add a +50 bonus to all Saves (P/V, Shock,
Disease, and Fear), and you naturally regenerate 1
HP per minute. If you regenerate from a death
or a wound inflicted by a critical hit, you must
feed on the life force of living beings within the
day, draining at least half your BODY in life
force, or suffer a shock to your system that
removes your ability to regenerate until you feed
enough to regain double the ESS lost. If you
pensh while unable to regenerate, you suffer true
death.

¢ Inhent the thirst (and ability) to drain the life
force of living beings. The thirst is controllable
with 2 TD 75 EGO check per day, but is stll a
constant, nagging desire if not fulfilled. You do
not need the life force of other creatures to live
and survive (except as outlined above), but stll
desire it. Depending on the type of vampyr sire
you had, you will drain the life force of others
using one of your eyes, kiss, bite, emotional
predation, or dream predation (you or the GM
must choose one). Those who drink via the eyes
need only see their victim; those who kiss must
kiss them, those who bite must bite. The
emotional predators must be within 50 ft of their
victim, and can only feed when their victims are
in the grp of powerful emotions like hate, love,
lust, anger, and so on; dream predators can only
feed when their victim dreams. If you drink life
force via kiss or bite, you need only complete the
action to drain d3 ESS from your vicim each
action count. The other draining attacks are a
form of mental attack. The vampyr scion has
2d6+30 skill ranks (Mind skill) in this power, and
applies it against the victim’s PD. If they
succeed, the attack drains d4 ESS from their
victim.

® Objects, spells, powers, and other things that
affect undead affect you just as equally.

_Divide your normal ESS by 2 to determine your
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Q‘ Arduin Legend: Otomo g

Otomo is a favorite among the Rainbow Isles
Amazons. Her wit and caustic tongue are as
p~renowned as her sharp eye and adventurous
spint. She sought to place a foot on as many
islands in the Southem Sea as 2 whole clan of
Amazons. History recounts she placed a foot,
sometimes quite brazenly, upon 101 islands!
Some books say 102 or even 103 but most
agree the Maybryn Atoll she claims as an
island really isn’t (they say she dueled at least |
three times over disagreement about it) and
she fled the Emerald Jewel Isle before she set
r-foot on it — witnesses claim she literally
jumped over the side while sailing away from
the exploding canonade of the Emerald Fleet,
arms wrapped around an anchor, just so she
could get her feet on the soil just to say she
had set foot on the island! Historians don’t
count it anyway, something Otomo fumed
about openly untl her death less than a year
later.
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staring ESS score. If you lose this ESS for any
reason, you suffer true death.

22.Crack Shot — Gauging the distance, accounting
for wind, obstacles, and such thing are beyond
even second nature to you. Even to the point of
you no longer noticing such things. Being this
way s not something you've trained at, but were
born with it. Double the range increments for
missile weapons, and halve the penalties for firing
at extreme range. You are a poor judge in melee,
and double the Fumble value of melee weapons
you use.

23. Cultural Chameleon — You have a knack for
absorbing the influences of cultures. You begin
the game with +4 additional cultural influences,
and can choose from among any number of
cultures for influences. However, you rely more
on intuition than logic, and have a -2 to REAS.

24. Danger Sense — You've a sense for when danger
is near. Whenever you get close to some source
of danger, you feel it. It’s not always dependable,
but it has saved your life, and you use it to your
advantage. You make automatic PER checks to
notice any danger (GM adjudicates). Of course,
seeing how dangerous the wortld really is has
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played havoc with your psyche, and you have a -10
advancement penalty to PD and Fear.

25.Dead Channel — {Requires 2 Racial Choices.}

Your reststance to magik is so strong you cannot
use the Channel skil or gain skill ranks in
Channel. Attempts to use Channel skill attacks
against you cause the attacker to fumble unless
they make 2 TD 200 Channel skill check. You
also add a2 +100 bonus to MD and PD. The effect
of your negative channeling causes a subtle but
harmful effect that puts living creatures on edge
when they are around you. Subtract -2 from
CHAR, and take a -10 advancement penalty to all
Interpersonal skills.

26. Demeanor of Power — Some people are bom

with it. If’s not beauty, strength, or ugliness but
an aura of power and command that demands
people concede to your way. Crowds part to let
you by, and you have something that inspires your
friends and frightens your enemies. When dealing
with NPCs, you can motivate or frighten (see
Status and Conditions) a number equal to your
LEAD as long as they have sight of you (outside
of combat only). When you want to do
something, an NPC must make a TD 75 EGO
check to oppose your will (outside of combat
only). The opposite side of the coin 1s you are
vulnerable mentally; -10 advancement penalty to
Fear and PD.

27. Demecanor of Weakness — Some people seem to

be born with it. No matter how powerful, how
strong, or how imposing you become, an aura
lingers, one that makes you seem weak and pitiful
to others and demands that people walk all over
you. People in crowds step on your feet and jostle
you, while frends despise your weakness, and
enemies laugh and overdook you for more
powerful prey. When dealing with NPCs, they
will always take advantage of you if they can, ot
ignore you as if you were not even present. When
a sentient being of any type takes an action against
you, they must make a TD 75 EGO check, or 1t
ignores you to act against another target. When
begging for mercy or utilizing actions that builds
on your weak and pitful state, you add a +50
bonus to all checks. The opposite side to this is
you ate -2 to CHAR and -2 to EGO.

28. Demiurge Bond - You possess a deep and

abiding bond with-a demiurge (select an Elemental
type). The bond is a willing and unbreakable
union, and adds +20 to APT but otherwise is as
outlined in the Ceremony skills Bond secret. The
Demiurge Bond has not been without its cost, and
you are -2 to ESS.
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29. Descendant of Ambeska - {If you choose this

Racial Choice, you cannot take another botn,
legacy, bloodline, or descendant of Racial Choice.
As the Ambeska bloodline mingled with only a
few races, this choice 1s open only to the Human,
Orc, and Amazon.} Bom into the Ambeska line,
your blood knows spirits, allowing you to
recognize a named spirit on contact and for them
to recognize you in turn. Your blood and the
touch of your flesh is toxic to spirits, allowing you
to inflict 2d6+3 points of DME to spints on
touch and double this with your spilled blood.
Spirits will react with either great hostility or
guarded neutrality to your presence, and recognize
you instantly as a child of the Ambeska.

30. Echoes of Your Name - You can hear your

31

name whenever it is spoken in a specific
condition. The condition can be generic such as,
“if spoken during in light of the day”, or specific
such as, “if spoken by any woman from within the
confines of the city of Talismondé during the
month of Ator”. A general broad condition (GM
adjudicates) only provides a 30% chance of
occurring, while a specific condition provides a
50% base plus 10% per specific limitation built
into the condition. Using the example provided,
“by any woman” and “within the confines of the
city of Talismondé” both count as limitations,
providing a 70% chance of hearing their name.
Eye for Angles — You can sense the angle and
change 1n slant, decline, or incline of surfaces.
You can determine the grade of a slope or the
percent of an angle with a second’s glace. When
you attempt to perceive whether a structure has
hidden or secret compartments, doors, or areas,
add a +50 bonus to the Recon check. Figuring
the angles of everything tends to dominate your
life, and you have a -20 overall penalty to PER
because of it.

32. Fathomless Depth - Your mind is a deep

fathomless depth none but you can plumb. Any
effect that is rolled against your PD has a percent
chance equal to your MA of becoming sucked into
and nullified by the bottomless void that is your
mind. Unfortunately, the abyss of your mind
wotks equally well against you. If you use a
mental power, the same chance exists, except you
automatically suffer a Psychic Fumble if the
mental power is drawn into this fathomless abyss.

33. Faerie Vitality — {Requires 2 Racial Choices. If
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you choose this Racial Choice, you cannot take
another born, legacy, bloodline, or descendant of
Racial Choice. This Faene influence is open only
to the High Elf and Wood Elf.} Somewhere in
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34.

35.

36.

your past is a pure Faerie that bequeathed its
hentage to you. You must select whether it 1s
Seelie or Unseelie. Regardless of which you
choose, both will regard you as the type you select,
and will react accordingly.
¢ Add a +50 bonus to PER and a +20 bonus to all
Recon skill checks.
e Add +10 to MR, +5 to PR, a +50 bonus to MD,
and a +30 bonus to PD.
® You have the ability to shape shift into any
animal, mutant, or humanoid of no greater size
or bulk than your own. It takes a full minute to
shift form. You retain your own reason and
mental capabilities in the new form, but
otherwise have the attributes and powers of the
new form. You can stay in this form for your
ESS in minutes. Shape shifting is strenuous, and
impatrs your ESS by -4 each time.
¢ Faene heritage molds your life. Choose to be
tough (add +20 to HP, +5 to DR, and +8 to RR)
OR to have an aptitude for magic (any
advancement bonuses you add to the Cast,
Channel, and Arcanalogy skills are doubled, and
you add a +10 bonus to your mana pool).
® Like any true blooded Faere, you can see the
permanent gates that lead to the EverFae, and
can sense the dominions of Faerie Lords (no
check required for either).
¢ Vulnerable to either silver or iron (includes steel).
The merest touch will inflict the Nauseated
status, and any wounds from it are toxic,
requiring a TD 200 P/V Save, ot the wound will
not heal. Weapons formed from your
vulnerability are +25 on the critical charts against
you.
You are also vulnerable to anything that affects
the Faerie, such as a Faere slaying weapon.
Fearless — Unlike others, fear has never made
you waver once. You have full immunity to Fear,
but suffer a -30 advancement penalty to PD.
Flexible Bones — {Requires 2 Racial Choices.}
You have always been able to dislocate joints and
flex your body past the norm. You can wrggle
through small spaces (down to one-tenth of your
height), and move in ways most beings cannot.
Keeping your balance, jumping, tumbling, and
such you do with ease. Add a +10 bonus to all
Maneuver skill checks. This gift is not without
cost, and you subtract -2 from your CON.
Full Kinesthesia — You always know what
direction is what, even in limbo, deep space, or
other environments without normal spatial or
environmental clues. You are immune to sensory
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38.

39.

40.
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42.

disonentation, and cannot be Shaken or
Unsettled. However, Staggered affects you twice
as badly, as does, Flattened, Stunned, Bone
Weary, Exhausted, and Fatigued.

Fungal Union — You have always ignored the
effects of spores, molds, and fung, and are
immune to their effects. Such things cannot
harmfully affect you. While beneficial, it has
harmed your constitution, and you are -2 to
CON because of it.

Genetic Mess — {Requires 2 Racial Choices}
Your bloodline is an infinitely tangled mess.
While stll your racial selection in makeup, you
also have a single random racial trait (not choice)
from potentially two other races or beasts. The
GM can choose the race or races for you or you
can roll randomly from the list of races playable,
substituting beasts for your selected race.

Gifted Physique — {Requires 2 Racial Choices.}
Your body responds aggressively and quickly to
development.  When you check for Skill
Development and Advancement, choose either
ADROIT, REF, STR, or CON to develop as
well. Roll d100. If the d100 roll is greater than
the attribute, advance the attobute by +1. You
can continue this development untl you reach
your racial maximum + 3 in each attrbute.
While beneficial, this focus means you have paid
less attention to other things, and are -2 to REAS
and WITS.

Golden Voice — You were born with a pleasing,
attractive voice. Add a +20 bonus to Petform
skill checks (Act, Oration, Song, and Theater)
and a +10 bonus to Social skill checks.
Whenever you speak or sing, people notice, and
must make a TD 75 EGO check not to notice
(outside of combat). Relying on your voice to
build presence has deteriorated your native skills;
you are -2 to CHAR.

Green Caller — You have the innate ability
(uncontrollable) that shrubs, grasses, and trees
grow around you, even on barren terrain as long
as there is soil, no matter how rocky, sandy, or
dry. Inan 8 hour period, an area 10 foot around
you will grow lush with grass and small bushes ot
shrubs, and trees will sprout, growing as if 1 year
passes in 8 hours. This has impacted you oddly; -
2to EGO.

Hardened Physiology — {Requires 3 Racial
Choices.} You have always been sturdier and
more rugged than most. Things that would
fracture bones and kill others only leave you with
bruises or wounds. You reduce all catical hits
that inflict physical damage by -25 on the chart,
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43.

45.

46.

47.

48.

49.

add +5 to DR, and have a Fort 5 (ignore the first
5 BODY damage). Such a rugged frame has its
drawbacks. You are -30 to PER overall due to 2
lack of sensitivity.

Independent Soul — You innately struggle
against any other being’s mastery of your mind or
heart. Trple your PD, MD, or EGO against
attempts to control, possess, or dominate you
(regardless of soutce). .\s a penalty, you have a -
10 skill advancement penalty to the Social skill.
Inspired by Enigma — {Requires 2 Racial
Choices.} An event in the past has changed you
and your outlook on life. Add a +10 bonus to
Interpersonal skill checks. The same event was
not without cost and subtract -2 from CON.
Intense — You can put on a look, mannersm, or
aura that can stop people in their tracks. Not
always on, you have to build this power, but
when you do, you convey a powerful and
profound presence to people. It requires a TD
75 CHAR check to put on, but Intense adds a
+20 bonus to Interpersonal skills for 1 minute,
and can be used in combat or without. Having
such a talent plays with your psyche, and you
suffer a -10 advancement penalty to PD.
Instinctive Defender — Your body seems to act
on its own defensively, and you have parried and
blocked attacks you did not even perceive! Add
a +30 bonus to DEF and to all Parry and Block
maneuvers; you also can make 1 of these
maneuvers even if ordinarily denied due to
ambush, outmaneuvered, or other conditions.
You rely on this ability too much though, tending
not to really size up situations, and suffer -2 to
WITS.

Internal Clock — Your intemal clock is precise,
and you can time things down to the second.
You know accurately how much time has elapsed
from a chosen event, and can set yourself to
wake up after a set time. You always know
“when” you are in relation to your native time
stream. Counting the seconds tends to dominate
your life, however, and you have a -20 overall
penalty to PER because of it.

Intuitive — You pick up on things naturally that
others never see. You can use a quickened action
to add your WITS score to any skill check or dice
roll once during a CF action count. Of course,
noticing things that others don’t is confusing at
times, and you have a -20 penalty to PER, and
have a -10 advancement penalty to PD.

Iron Lungs — You have resilient lungs, and can
hold your breath for a long time. Divide your
CON by 3 to determine the number of minutes
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you can hold your breath. Holding your breath
for a long time and doing without oxygen to the
brain in the past has left its mark, and you are -2
to REAS because of it.

Judge of Quality — Knowing the quality of
manufactured goods 1s something you can feel in
your bones. It takes only a single melee round of
handling to determine the quality of any
manufactured item within 2 10% margin. Of
course, wearing or using low or worse quality
items makes you physically Nauseous.

Knack - You have a gift, of sorts, for one Skill,
Defense, or Save, and have a +20 advancement
bonus when improving it. This dnve has been
hard on your health, and you are -2 to CON
because of it.

Learn from Mistakes — You learn well and
quickly from mistakes. Anytime you Fumble or
suffer a crtical failure with a skill, you add a +10
advancement bonus for that skill during the next
Skill Advancement and Development only.
As a consequence, you have a -2 to REAS.
Legendary Agility — {Requites 2 Racial
Choices. This may only be taken by 1 of the
Elven subraces.}  When they talk of the
legendary agility of Elves, they speak of you.

Do not reduce COORD by MASS to determine
your Dodge chances, and add +20 bonus to
Dodge.

You can Dodge twice in a CF Action Count,
treating the extra Dodge as a quickened action
solely usable to Dodge.

You suffera -2 to STR.

Ley Line Sensitive — You are sensitive to ley
lines, nexus gates, nodes of power, and other
sources of magikal mana and energy. It's a
tickling feeling that raises the hairs, or whatevet
you may have, on the back of your neck. You
can’t explain it, but you know the presence of
power.  This perception is automatic, but
provides nothing beyond the knowledge of
existence (i.e., no details). It wotks within 200 ft
of a source of power defined above. This
sensitivity is a form of lightning rod for such
things, and when you get too close (within 30 ft)
to ley lines, nexus gates, nodes, and such things,
they have a 33% chance of strking you with an
arc of power (GM adjudicates the effect based on
source).

Light Sleeper — You sleep well, but always seem
to keep your ears open. At the first sign
something is out of the ordinary, you snap awake
fully alert. You can make PER checks while
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asleep to notice things like you were awake.
When you do wake, you wake up instandy
without grogginess. If magically slept, you can
make a TD 75 EGO check to snap awake. Of
course, this takes a lot of energy, and you
consume twice the norm in food and drink.
Linguistic Aptitude — You have a naave facility
with languages, and have picked up several.
Select d4+4 languages that you begin with, and
add +15 to any REAS checks for languages. Fot
all your ease at languages you have trouble in
other areas, and lower your LR by -2 (minimum
of LR 1).

Living Compass — You can always discern
directions and orient yourself to up, down, north,
south, east, west, and so on with ease. It doesn’t
matter where you go or what world you stand on,
you always know. Of course, you foul up
compasses anytime you get near them, generate a
lot of static electricity, and seem to attract
electncity and lightning (+25% chance of being
hit naturally and -20 on any save versus an
electrical effect).

Magikal Talent — You have a natural magjkal
talent, and can natively generate an amount of
mana equal to your MA every day. You also
instinctively have the ability of an OP 1, 2, or 3
spell that you can use [randomly determined).
The spell’s Cast ability is equal 50 + MA, you can
cast it as 2 normal action, and you ignore all the
normal requirements to learn the spell. As this
knowledge is intuitive, you do not require the
normal understanding to learn the spell
However, neither can you teach it to another as
you only know how to use it and not how ot why
it works. The mana you generate is in addition to
any other source of mana generation, and can be
freely used to power other magik if you know it.
Manual Deftness — You have incredible
physical precision, dextenity, and eye hand
coordination and add a +5 bonus to COORD.
In situations and dice rolls where you add
ADROIT as a bonus, double your ADROIT
score to determine the bonus instead. This
includes skills that use ADROIT as a pamary
attnbute such as Acrobatics. The tradeoff for
this large physical coordination is -2 to WITS.
Mental Anomaly — You instinctively hide your
mental fingerprint from detection by others.
You are immune to the Face or similar mental
powers and the Noetics skill use to identify mind
prnts. Of course, you are terrible at psychic
abilies yourself, and add +10 to all psychic

related Fumble chances.
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Mental Static — You unconsciously project a
mental statuc that disrupts psychic powers. So
powerful is this projection that you can never
gain or use psychic power, and the effect will
drain the PSI anyone has if they are in your
presence (within 10 ft) at a rate of 1 PSI per
melee round. You may not even know or
understand what 1s happening, but it has been
hard on your psyche, and you are -3 to EGO.
Musical Ear - You can reproduce any sound
you have heard. Even if you can’t make that
sound normmally, you can do so with an
instrument. If you hear music at least once, you
can reproduce it anytime afterward (though
maybe not well). You also add a +20 bonus to
all Perform skill checks when using an
instrument. You tend to get caught up in music,
singing, and vocals, however, and if such is
playing, you are -50 to PER. Even when it’s not
playing, you are humming, singing, or playing it
in your head, and have a -20 overall penalty to
PER because of it (only the -50 or -20 penalty
applies).

Natural Missileer — Pick a missile weapon class.
These missile weapons are like a natural
extension of yourself as native as your limbs.
Add +50% to all range increments, a +20 bonus
to ATK, a +3 bonus to DME, and a +20
advancement bonus. Of course, dominance in
these weapons has led you to ignore the others,
and you have a -20 advancement bonus with all
other weapons.

Native Facility with Armor — Putting on armor
is easier than putting on clothes. Where most
people have issue with wearing armot, you weat
armor like it was a part of your skin. Select a
single armor category, such as Cloth, Leather,
Mail, or Plate. With this armor category only,
you ignore half the move penalty and halve the
penalty to CF, Dodge, and Maneuver skills.
Naturally, you prefer this armor over all others,
even performing worse in other ammors. With
any armor other than your named one, you suffer
a +50% penalty to all armor hindrances. If you
choose an exotic atmot, such as powered space
armor ot Hoja-Pai, this benefit extends only to
that singular armor type.

Native Facility with Jumping — You are
natively good at jumping or leaping. Beyond
pute strength, you can jump higher, farther, and
longer than your form would imply. When
determining jumping distances you use BODY +
10 in place of normal Movement. When pushing
the distance, you can jump with Acrobatics, add a
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+50 bonus to skill checks. As a tradeoff your
body is weaker at applying damage, and you
consider your BODY -10 lower when
determining BODY damage.

Native Facility with Throwing — You are
naturally good with throwing objects or people
for that matter. More than strength or leverage,
you have an innate sense that makes the action 2
natural extension of your body movement.
When you make any throwing action, whether to
attack or just to throw darts, add 2 +30 bonus to
the skill check, and double your BODY to
determine damage. This includes the Grapple
and Throw action as well, and you double your
BODY to determine whether you throw an
opponent or not. For all your ability at throwing,
you are horoble at falling, and when you take
falling damage, it’s doubled.

Natural Athlete — {Requires 2 Racial Choices.}
Great feats of athletic skill have always been easy
for you. You have a +2 bonus to REF, +20
bonuses to Athletics and Acrobatics skill checks,
and a +20 advancement bonus with both skills as
well. Of course, this gift is not without cost, and
you subtract -4 from your CON.

Natural Driver — You can dnve, navigate, and
maneuver one vehicle better than you can walk.
Pick a single vehicle eligible under the Pilot skill.
With this vehicle, you get a +50 to Pilot skill
checks to dnve or maneuver with it. You are
hopeless against the opposite sex, and suffer a -
30 penalty to Self Control and Interpersonal
skills in relationships.

Natural Intellect — {Requires 3 Racial Choices.}
You were botn with a strong and powerful
intellect. Add +2 to REAS, and add a +20
advancement bonus to General and Mechanical
skill types and the Cast skill. s strong as you are
in mind, you are weaker in body, lowering STR
and CON by -2.

Naturally Ambidextrous — You do not suffer
the ATK penalty for using two weapons or items
at once, and only take the worst CF penalty of
the two weapons or objects instead of adding
them together. Lower your ESS by -2.

Night Vision — You can see in poor illumination
or complete darkness like normal vision,
retaining all sense of color. You transition from
darkness to light, or vice versa, very poorly,
however, taking twice as long to adapt. Sudden
changes completely blind you for d3 minutes.
Nimble Reflexes — You have been blessed with
highly responsive reflexes that allow you to
perform actions others fail. With secrets or
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maneuvers you employ you reduce the penalty
imposed to ATK, DEF, or Maneuver skill checks
by -25% if the penalty i1s given as a number.
Penalties that remove all benefits such as the loss
of COORD bonuses imposed by Charge ate
unaffected. The penalty to Parry a missile,
normally -50, is reduced by 13 to -37. A -30
penalty to DEF is reduced by 8 to -22, and so on.
You are -20 to PER because of it.

Nose of Authos PAngue — Authos ’Angue was
well known for two things: his unrelenting ability
to track down anything, regardless of how old
the trail; and his promiscuous nature, which put
him in more trouble than anything else in his life.
Those who inherit a like ability are thought to be
the descendents of Authos. Essentially, the
person gains the extraordinary ability to sense
where someone or something is, even through
nexus or across dimensions. Nothing can hide
from this keen sense: not by magic, disguises,
items, nexus effects, or mental power. The
person can sense the general direction of the
“target” if on the same dimension or reality.
This ability pinpoints as the person gets closer to
the object or entity. Something that directly
relates to the object ot person must be at hand to
gain the “scent”, or else this talent cannot
function. Like Authos I’Angue, you have a
promiscuous nature, and have a -30 penalty to all
Saves or opposed skill checks against the
opposite sex.

Not a Bleeder — You never really bled much.
Whenever you get a cut, the wound would quit
bleeding on its own. Any bleeding inflicted,
including the Gash maneuver and Crtical hits,
will only last 1 CF Count and then stop. Against
magik, psychic, or other “abnormal” bleeding,
you can make a TD 50 CON check every melee
round to stop the bleeding (takes no action on
your part; rolled at the beginning of each melee
round).

Old Soul - You feel and act with wisdom that
belies your physical age. Add +2 to EGO, +1 to
CHAR, +20 bonus to PER, and a +10
advancement bonus to PD. Such souls ate a
magnet for spirits, and add +50% to any chance
of such encounters, both good and bad.

Opener of Doors — You can find a way to open
any door or door like portal that is physical,
magikal, imaginary, etc. No doorway will stand
against you, though the method of its opening
can take years, even decades or longer, to
discover. The GM sets the timeframe it will take
to open the door (but does not tell the player).
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Generally, a simple locked door can be opened
within 2 melee round even if locked. If barred
and nailed shut, it would take a few melee
rounds. Sealed with magik, it could take minutes
to hours. Finding 2 way to open a closed or
dormant nexus gate might take days or weeks,
while figuring out how to open the living rune
that seals the doorway into the Cavem of the
Ancients would take years. You must be where
the portal is to open it if it physically exists, such
as a door of a vault or a nexus gate. Once you
work at opening a door, however, it haunts you
endlessly untl you succeed. Each day you fail to
open a door you are working on you, take -1
points of HP damage. If this time extends into
months, you take -2 points of HP per day during
the second month up to a year. If a year expires,
you take -3 points of HP per day during the next
year, and an additional -1 per day for each year
thereafter until you figure it out. Thus, someone
attempting to divine the way into a doorway that
will take 18 months to open will suffer -1 points
of HP per day for the first month, -2 points of
HP per day afterwards untl a year expires, and
then -3 points of HP per day for the remainder
of the time.

77. Overflowing Life Force — {Requires 2 Racial

Choices.} You are filled with a boundless life
force that outpours into the world around you;
add +6 to ESS, and heal +1 additional ESS per
day. You also suffer d2 ESS impairment daily
due to life force leaks. However, a 1% chance
exists that the life force leaked affects an object
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or person near you. If so, the GM treats the
absorbed life force as a single Faith boon that
affects the person in a positive way. For objects,
see the Design and Manufacture section for
imbuing ESS in objects.

Peace Giver — {Requires 2 Racial Choices.}
You can quell the raging emotions of hostile
creatures with a simple touch. You can only use
this ability on a single target, and must make
physical contact to invoke this power. When
invoked, you automatically dissipate any hostle,
angry, or furious emotions, including the Frenzy,
Berserk, or similar conditions. Those touched
get no save or resistance to this effect. If the
condition of anger or fury 1s maintained by a
spell, prayer, mental power, or similar such thing,
the peace giving power counts as 2 500 rank
opposed check against it.

Powerful Grip — When you grip something, your
hands are like 2 vise. Add a +30 bonus when
defending against Disarm, Grab, Grapple, or any
similar action. You also add this +30 bonus
when you use the Grab or Grapple maneuvers
on someone else. Yet for all the strength in your
limbs to grab and hold someone, you are not
really that strong overall, and have a -2 penalty to
STR.

Psychic Talent — You have a natural psychic
talent, and can natvely generate an amount of
PSI equal to your LEAD every day. You also
instinctively have the ability of an OP 1, 2, 3
[randomly generated] mental power that you can
use. The mental power’s Mind ability is equal to
50 + LEAD, you can use it as a normal action,
and you ignore all the normal requirements to
learn the mental power. As this knowledge is
intuitive, you do not require the normal
understanding to leam the mental power.
However, neither can you teach it to another as
you only know how to use it and not how or why
it works. The PSI you generate is added to any
other source of PSI generation, and can be freely
used to power other mental powers if you know
them.

Quicksilver — In the air, on the ground, in small
spaces, or in large ones, nothing can touch you as
long as you are in motion. While moving (flying,
swimming, running, climbing, etc.), subtract your
SIZE from 80, and add the result as a bonus to
Dodge and DEF. Of course, when you are not
moving, you are like a rock, and cannot Dodge at
all. To be considered “moving” with quicksilver
in batde you must burn 1 movement every two
CF.Counts in battle if stationary or actually be in
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transit.

Razor Edge Reflexes — You are faster to react
than others, and often begin to act before other
people realize something has occurred. Add +4
to REF; double your REF score (with modifiers)
and add this as bonus to DEF. Unfortunately,
this has caused more than one social gaffe; you
have a -10 penalty to the Social and Cultural
skills.

Resistant — Your makeup and physiology resists
heat more than what is nomal for your race.
Add a +50 bonus to PD or MD, and add +10 to
MR or PR to resist heat based attacks. .Against
natural heat, you take twice as long to feel its
effects (fatigue or dehydration from heat, for
example, takes twice as long), and resist the first
10 points of HP and 2 points of Artribute or
Charactenstic damage. When you take Resistant,
you can elect to choose cold in place of heat. All
things have their downside and when you do take
damage from cold (or heat if you chose to resist
cold) it takes twice as long to heal.

Sharply Independent - You throw off mental
or emotional turmoil that would cripple others.
You can make TD 50 EGO checks as a
quickened action to throw off the effects of a
mental or emotional condition. This ability has
actually weakened your ability to resist it and
other mental effects; you have a -20 advancement
penalty to PD.

Spatial/Dimensional Anchor - A curious
phenomenon manifests in you as a counterpoint
to the transdimensional and spatial confluence of
the world. You are a stabilizing force on the
chaotic underpinnings that allow nexus and
nexus gates to manifest. As such, you can never
use a nexus or nexus gate, and even defeat
attempts, magikal or natural, to warp or
otherwise affect the fabnc of the world. Thus,
dimension magiks, teleportation, time distortions,
and the like fail utterly in your presence (5 ft
radius). This has actually weakened your ability
to resist magik in some ways; you have a -20
advancement penalty to MD.

Spirit Grappler — Whete others quiver and flee
in fear before spirits, you have leamed to meet
them on their own terms in order to deal with
them. You can grab, grapple, or even punch
spints, and affect them like you can any physical
being. The mark of the otherworld has left its
mark, though, and animals of all types become
Unsettled and Unfriendly within 20 ft unless they
are used to you (at least one year of continued

exposure).
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Lknown as Yok (the leamed and powerful) led

[ insane as his body decayed, Yok hacked off

Spirit Scenting — You can scent spirits and tell
they are present within 100 ft (but not anything
other than this). The detection is unconscious
but distracting, and you are -20 to PER overall.
Spiritual Tie — {Requires 2 Racial Choices.}
You and a named spirit have a close bond, and in
some situations, it possesses your body, acting
passively and actively to assist you. (Consult
your GM for the abilities of the named spint.)
You must define the three situations where the
named spint will possess you. Each situation
must be definable and specific to at least two
conditions, such as when you engage in battle
with multiple opponents, use prayers on othets
not of your faith, and so on. Howevet, even
though the named spint is benevolent, it gets
stubbom, and doesn’t want to leave. A +1%
chance per minute possessed exists that it will do
this, and 2 TD 75 EGO check to break the
possession.

Super Perception — You have a unique sense
that allows you to sense food, a specific mineral,
or water. You can use this sense to track your
way to any of these things, using your PER for
Q. Arduin Legend: %
Hand of Yok

Dunng the Nexus Wars, a Talafaan mage

~—— ~ Y

an attack against the Chyiandesian forces that
had control of Arduin. The Chyiandesians
were masters of spirits and unleashed an
Egtegore that consumed the every Talafadan
attacker except for Yok and his guard before
Yok could dismiss it. Exhausted in power,
Yok could do little as-his guard was.overran .
and he was shin. The Chyiandesians took
vengeance on Yok by binding his spirt into
his decaying corpse. Faced with slowly going

his aght hand and poured what little power he
could gain and his terrible will into it. In time
Yok’s revenge manifested as the hand, having
gotten access to a powerful soutce of energy,
annihilated the Chyiandesians in a single
bloody night. Since that time rumors have
surfaced of the Hand of Yok still acave,
seeking to follow out Yok’s

Q‘ terrible revenge.
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this acdon. (GM determines the TD involved in
finding food, minerals, or water.) You can also
make PER checks to determine distances, locate
people, follow the movements of creatures, and
other functions of sight using PER. (GM sets
the TD.)

Taste Horrible — Your flesh tastes hornble, and
anything with a sense of taste that takes a bite out
of you or swallows you will instinctively abort
their bite or spit you out. You stll take the
damage, but otherwise are not swallowed; if the
bite removes BODY, you take the amount of
BODY as HP damage instead from the aborted
bite. You've an air about you, though, that
instills instnctve dislike for you in others,
lowering your CHAR by -2.

Trueshape — The shape of your birth is your
only shape, and you cannot be shape changed,
polymorphed, or otherwise altered physically by
magik, psychic power, ot other effects, resisting
such effects 100%. This does NOT include
petrification, but does provide immunity to the
shape changing effect of lycanthropy, shape
shifting curse, and such. You are -20 MD.
Unearthly Balance — Keeping your balance,
even in the most precarious situations, has never
been a chore. You always make TD 200 or less
balance checks with the Acrobatics skill. On the
other hand, high balance has built a tendency
towards deliberateness when you move, reducing
your overall Movement by 20%.

Unearthly Reactions — {Requires 2 Racial
Choices.} You have an unearthly and innate
grasp of situations, and can take an additional
quickened action every action count. However,
because of your unreal speed, you have paid less
attention to detal, and are -20 to PER overall
because of it.

Unfaith = You unconsciously project anaura-of
apathy and faithlessness. So powerful is this
projection that you can never gain or garner
Faith, and the effect will drain the Faith anyone
has if they are in your presence (within 10 ft) at a
rate of 1 Faith per minute. You may not even
know or understand what is happening, but it has
been hard on your psyche, and you are -3 to
EGO.

Uniquely Formed — You ate uniquely formed:
mentally, physically and otherwise. One attribute
has total resistance and immunity to draining,
blasting, or any other form of impairment or
damage.  However, this includes voluntary
impairment or damage. Thus, if you selected
ESS, you could not impair or damage your ESS,
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even if you wanted to in order to take advantage
of a sectet, ritual, or other activity.

Unnatural Health — Wellness pervades and fills
all the niches and crevices of your body. You are
immune to Poison, Venom and Diseases of any
mundane, magikal, or other vanety, but your ESS
1s lowered by -2.

Upon the Path of Khhumulo — Sometime in
your grand past, you set forth on the great path
first begun by the legendary Khhumulo. Like
him, you reincarnate with each permanent death,
attempting to keep your feet on the path that
could lead to godhood. Because of this, you
have knowledge that reaches deep into the past,
as you can remember portions of your former
lives. You can call upon any skill a number of
times equal to your EGO per day, and operate as
if you were Expert in that skill. Such things are
not easy on the mind, however, and each time
you reach into your past lives within a day, there
1s a cumulative 3% chance of descending into
permanent insanity.

Vision of Ilike — They say Ilike went mad from
the ternfying things he saw that were invisible to
others. You are heir to his vision, but have
learned to shut it off until you need it. You can
close your eyes and concentrate for 1 minute to
change your vision so that you can perceive
invisible, incorporeal, ethereal, out of phase,
dimensioned, spisit, and otherworld beings. You
must do the same to turn the vision off, but it’s
hatdet, requiring 2 TD 100 Self Control check.
If you fumble this Self Control check, you
descend into madness from the sights you see.
For every minute you maintain your vision, there
is a2 +1% chance of being afflicted with a2 random
insanity (see your GM) from trauma of youtr
vision.

99. Werecreature — You are a being that can shift

form to a type of creature because of a curse or
afflicion.  Roll random for the type of
werecreature you are or choose (see your GM).

1. Wolf 17. Wasp

2. Bear 18. Dragon Fly

3. Lion 19. Centipede

4. Tiger 20. Scorpion

5. Leopatd 21. Beetle

6. Panther 22. Horse

7. Boar 23. Mantss

8. Weasel 24. Crocodile

9. Otter 25. Baboon

10. Toad 26. Rat

11. Serpent 27. Fox

12. Falcon 28. Bat

13. Hawk 29. Hound

14. Eagle 30. Fish

15. Owl 31. Random Monster
16. Spider 32. Random Race

100. World Bond - {Requires 2 Racial Choices.

Requires one Racial Choice for the Centaur,
Elven, and Hawkman races.} You were born
with an inexplicable bond to the wotld, tied to its
earth and its life. This bond is a powerful thing,
and allows you to speak to any beast, plant,
demiurge, or spinitual element of the world Treat
this communication ability like any other
language (making REAS checks as needed).
While communication is provided, many such
things (like the waves of the ocean, moss on a
stone or birds for that matter) are limited in what
they can convey.
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GENERAL BEAST TRAITS OPEN TO CHARACTERS

Adds to Description of the Trait
Breed TD

+10 Reproduction. The interval and fertility level of 2 beast. Increase or lower either by 20%.

+10 Esy Upkeep. Consume less; require less time to care for, etc. Reduce beast upkeep costs by 10%

+10 Tastier. Single beast product, e.g. meat, milk, eggs, etc. is “tastier” by +10%.

+20 Healthy Vigor. Build health and resistances. Add or subtract +10 to one (1) Save

+20 Fine Pelt. Coat, pelt, fur is heightened by 20% Quality.

+20 Maturity. The rate of speed to matunty is enhanced or slowed. Increase or decrease matunity speed by 20%.

+20 Absolute Timing. The beast always knows when 2 specific time arises, such as when to eat, when to stop before
exhaustion, 5 minutes before the sun nises, etc.

+20 Comered. Beast resorts to a berserker fury if comered, simular to a rat. The fury leaves when the situation is no longer
threatening.

+20 Dense pelt or hair. Pelt or hair 1s 20 to 80% more dense. If you are hairless, you gain 10 to 30% hair coverage. This

: can be reversed for hairlessness.

+25 Heighten Production. Beasts that produce, such as eggs (quail), acid (basilisk), poison (spider), teeth replacement
(shark_s)}ctc. do so ata +10% faster rate.

+30 Low Water Requirement. Reduce the amount of fluids required at current level by ~20%. Can be reversed.

+35 Absolute -Direction. - You-can fmnd-any-cardinal direction-without a skilt check, regardless of penalty. ~You can also
remember one (1) specific route for every three (3) REAS and always retrace it.

+35 High Pain Threshold. Add 2d10+10 to Shock saves and can ignore most common ailments like sores, sprains, small
cuts, bruises, etc.

+35 Disease Tolerant. Naturally resist disease. Add 3d10+10 to Disease saves

+40 Environmental Tolerance. Tolerance to an environment type. Effectively have 5 FORT against environment effects
and 20% resistance versus effects, such as chill, wind chill, overheating etc.

+40 High Degree Alertness. Add +10 to 40 (d4) to PER.

+40 Heightened Instincts. [f you have a defined instinct (prey, predator, etc) then heightened instincts adds +1 to each
bonus it provides. 1f not, add a single +5 bonus to a single skill, Dodge or maneuver (charge, knockdown, etc.), or +1
CF.

+40 Natural Talent. Naturally good at one specific skill. Add a bonus of +10 when using this skill. If the skll is 2 speciali-

: zation skill, you must select a singbpﬁaﬁzadm.

+40 Blood Frenzy. The scent of blood sends the beast into a frenzied state (See Conditions and Status Section).

+50 Change Physical Factor. This means to adjust something physically, such as claw/hom/hoof size, musculanty, eye
color, pelt hue and other like things. You can move their quality/structure/impact by 5% towards larger/smaller.

+50 Enhanced Block. Beast must have 2 natural DR 5 minimum. Adds +10 bonus when blocking and it takes no addi-
tional damage unless the damage exceeds its BODY.

+50 Remove Minor Phobia. Remove mild phobuas.

+50 Agile. Agility 1s built in from the core up. Add +d20 to Dodge

+50 Attribute. You can build on the quality of 2 beast’s attribute and raise or lower one (1) attribute by 20%.

+50 Characteristic. You can build on the quality of a beast’s charactenstic and raise or lower one (1) charactenstic by
10%.

+50 Longevity. Add 20 to 50% more to your lifespan.

+50 Hibemate. The ability to hibernate for extended periods, usually a matter of months by storing up excess sustenance.
If the beast already hibernates, you can increase or decrease the period by 20%, increase or decrease the amount of
_food store 20% or change the imeframe to a new cycle by shifting it time-wise one season or cycle per generation.

+50 “Fast Movement. Add 20% to movement.

+50 Native jumping. Determine jumping abilicy like normal and then add 20°% more to the total.
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CULTURES - CHAPTER THREE
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ost people benefit from the culture they

are raised in. Unless otherwise directed

in the racial write-ups, you select one

culture and choose three cultural
influences ftom that culture. Keep the following
items in mind as well:

. ome influen ost _moze

influence, these are listed in BOLD typeface
under the Country Culrural Influence heading
for your convenience. Check the wnte up for
specific details on how much more they cost.

¢  Whete a cultural influence indicates either wealth
or items, note them down on your character
sheet for when you select your equipment.

¢  The entdes under the cultures define the range of
influences common to that culture. These are
subject to GM modification; check with your
GM for specifics.

¢ Where a racial entry 1s indicated (e.g., Arduin Elf)
this indicates a distinct and strong subculture
exists that influences the mainstream of that
nation.

¢ Many cultures give access to one or more
languages. Unless otherwise indicated you can
use them with full fluency, to include any wntten
form. Any checks required against a language will
use REAS checks.

¢ Remember: Unless otherwise ditected, select
ONE Country Cultute and THREE Cultural
Influences from that Country Culture.

OTHER IMPORTANT RULES

e If you choose 2 or more cultural influences with
the bonuses to the same skill, add them together.

¢  You cannot take opposing cultural influences,
like Individualist Nature and Community Spirit.

¢ You can use one language option to leam to read
and write a language you can speak.

e Named skills, like Business or Wildemess, have
entries with a number following a plus sign.
These are skill ranks. Bonuses to skill checks ate
stated as bonuses.

e History entries are Knowledge skill
specializations. The Knowledge skill is detailed
in the Skills section.

¢ Culture entries are Culture skill specalizations.
The Culture skill is detailed in the Skills section.

e Martial arts are Style skill specializations. Martial
Arts are detailed in the Martial Arts chapter.
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LIST OF CULTURES

1.Altala 19.Ithalos
2.Amazon Motherland 20.Khorsar
3.Aradnast 21.Kozangi Dales
4.Aranzian Isles 22Ky

5.Arduin 23.Malgoreem
6.Arvalessa 24.Maragoré
7.Bossalia 25.Marmachand
8.Chorynth 26.Misty Isles
9.Chrysolia 27.Morvaen
10.Chund 28.Myrmydios
11.Cirthian League 29.Rainbow Isles
12.Dallasta 30.Saast
13.Dreaming Isles 31.Sandara
14.Falohyr 32.Talafar
15.Ghandamahl 33.Tharkhala
16.Ghotfar 34.Vargalla
17.Hohenaré 35.Viruelandia

18 Hyrkhalla

e Everyone starts with a base Tech Level (TL) 1
unless previously given a higher TL. Any TL
noted under the cultures is added to any existing
entries.

e The Culture book from Empetors Choice has
more Country Cultures from the World of
Khaas.

ALTALA

Background: A young nation birthed out of the
womb of several ancient empires. Altalans are
vibrant, active people, bustling when they are working
the land, plying the water in ships or trekking the
dunes of the desert.
e  Altalan Culture +15
¢ Altalan History +20
e Read/write & speak the Altalan and Pandoon
tongues.
TL +2
Yatagan [Weap] +5, Dagger [Weap]+2
e Start with Pandoon Hentage (for free)

CULTURAL INFLUENCES
Ancestral Hatted (Panduna)  Hot Blooded
Ancestral Hatred (Thund) Maritime Hentage
Anstocracy Military Hentage
Cosmopolitan National Pride
Cultural Confidence Passionate Spirit
Harsh Political Climate Rich Crafting Legacy

Well Educated

Heroic Heritage




CHARACTER CREATION TIP

Cultural influences tend to cross reference one
another and one cultural influence can open up
access to other cultural influences not readily
appatent in the list provided with the culture.
Virtuous Heritage, for example, gives you
access to Code of Conduct, Cultural Fame
(Virtuous), and Recognized cultural influences.
These are bonus cultural influences you gain
access to and can take, whether or not your
cultural lists

them normally or not.

& Decoration:

Dress Altalans view dress,
appearance and etiquette as an art form and have the
proper ensemble and protocol for every occasion.
Such things are unreasoningly important and more
than once a fight, blood feud, riot or war has occurted
over the subject.

Outlook: Optimists, little gets Altalans down for
long. Full of blazing passion, Altalans tend to jump
head first into anything without looking back. It’s
their nature to hotly decide one way or another on a
subject and defend it without thought to consequence
or truth/untruth. All in all, Altalans are a highly
charged people.

Society: A foundation of society 1s the need to build
its an unreasoning almost overpowerng urge. When
not fighting Panduria or Thund, Altalans spend the
time attempting to outdo one among with grand
constructions. Its almost as if they can fight back the
darkness of their passionate souls through the very act
of creation. Politics are important and while the
average Altalan may not play a great role poliacally,
for some 1t shapes their entire existence. When
shamed or disgraced an Altalan will seek reparation
through the act of sacnfice or dissolution to redeem
their shame.

Religion & Power: Religiously Altalans are diverse
but Justnom and Chu-Khem are powerful
symbolically in their culture.  Magik 1s viewed
favorably and seen as a natural force of life. Psychic
power, spintualism and technology are little known
outside of isolated social pockets and 1s generally
ignored ot lumped into magik.

Prejudices & Fears: Placing disgrace on their family,
their name or the honor of their country, giving birth
to twins or breaking from the proper protocol in life.
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AMAZON MOTHERLAND

Background: A collection of Amazon city states on
the eastern coast whose orgins arose from the
disputes & wars of the Misty Isles in the distant past.
¢ Amazon Culture +20
e  Amazon History +15
e Read/write & speak the Amazonian tongue and
two other tongues.
TL +2
Military +4, Spear Weapon Class [Weap] +2, and
Shield +2

CULTURAL INFLUENCES
Ardashaera Jewel Elves
Athleticism Marnitime Hentage
Avelda Matnarchy
Battle Mandate Military Heritage
Beast Tamer Military Pursuits
Citizenship Naphaldé
Cynabahr National Pride
Dalshyra Silavira
Gold Coast Dwarf Sorphalaz
Individualist Nature Warrior Traditions
Jazanda Martial Art (Zan Zu-Ha)

Dress & Decoration: Clothing tends toward the
simple, with cotton and silk dyed brightly, with colors
reflecting the city states are most common.

Outlook: Athleticism, bravery in the face of death,
toughness, especially in battle, is greatly admired.
Confidence and passion lead them to believe they can
overcome any physical enemy. The ideal that
citizenship must be eamed is a highly valued concept.
Society: Amazonian culture reflects a high stress on
individuality and self action. Cites ate self ordered
and ruled by those capable not through hereditary
lines. Warnors are considered among the elite and all
people serve in the military for a few years.

Religion & Power: Prmary religions are the
Olympic Mysteries, Megalon (female version), Chu-
Khem, Amarydion, Silvery Lady, Brabnalda, and
Xuanth. Magik is viewed well and seen as a natural
force of life while psychic power and technology is
viewed as a rarer form of magik. Spiritualism strikes a
deep chord and their folk lore, legends and tales are
full of animistic references.

Prejudices & Fears: Amazons do not view males of
any race as equals, seeing them as less capable in every
way. This prejudice ranges from the mild ideal that
males should be kept safe to the extreme where all
males should be treated like the lowest of animals.




ARADNAST

Background: A complex nation made out of smaller
ones and divided by vastly differing geographic
regions, wildly disparate races and outlooks. Aradnast
is one more because of historical ties than communal
or social ones. The Elves hold to the forested bank
and rch dver deltas and the Centaurs to the grassy
plains between the mountains. Humans, Hobbitts,
Urukk, Goblins, and Otcs live in smaller settlements
without and without both regions and are thick in the
great mountains. Joining them in the Gibberdng
Mountain ranges ate the roving tnbal bands of
Throon. The major communities within Aradnast
have strong isolatonistic tendencies but are
harmonious enough when acting as a nation.
e  Aradnast Culture +15
e  Hobbitts, Urukk, Goblins, Orc, and Wood Elves
gain their Racial Culture +15 and History +15
e Aradnast History +15
Read/write & speak Vangi and Low Elven

tongue.

TL +1

Start with Ancestral Hatred (Atenveldt) for free

CULTURAL INFLUENCES

Agricultural Heritage Mercantile Traditions
Aradnast EIf Plains Dweller
Arcane Hertage River Folk
Blood Notch Otcs Roo-anai Throon
Individualist Nature Self Taught
Inhentance (Small) Thousand Eyes Urukk
Mantme Hentage Martial Art (Tionicca)

Dress & Decoration: Garments are loose and open
with lacing and pins predominating over buttons.
The short cloak is used for warmth and to provide
protection from weather. Hats are rare and footwear
1s utilitanian if worn at all. River folk wear open vests
over shirts or tunics and sandals. They also dress
more bnghtly than city counterparts. Those who
dwell in the mountains wear whatever comes to hand,
usually hides and fur.

Outook: Those who dwell in the along the coast ot
the plains are at-ease and sedate with life and coastal
and nver races tend to be open, relaxed, composed in
attitude and open to change. Mountain life is difficult
and dangerous. Mountain dwellers reflect this harsh
attitude and trust few other than close kin.

Society: In the mountains, life is what you can take,
steal or nip from others and only the strongest most
brutal survive the harsh winters and fiercer creatures
that dwell there. Life beyond the mountains centers

J e |

b~ aev-Sora 1s an Aradnast Orc known best as
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on mantime and agrcultural pursuits though military
expediency is no stranger. Fighting in the foothills is
an annual experience that keeps the people sharp.
Frequent conflicts with Atenveldt are a growing
dominant focus in society and religious fervor is on
the ose with rumors of another religious war brewing
with Atenveldt.

Religion & Power: Religiously Aradnastans worship
and revere wide scope of deities and no singular
religion hold sway in the land. In the mountains, the
wild tribes see magik, psychic power and technology
one and the same as spintualism: something feared
and revere all at the same time. The plains and dver
folk more or less accept them all as something to be
cautiously used but not to be depended upon.
Prejudices & Fears: Wildly varying in scope but
some common fears predominate among all
Aradnastans. One is the loss of their homeland,
another is a fear of the many man-sized and larger
spiders found everywhere and the scorpion men that

plague the south.

— ' .

Arduin Legend: Kaev-Sora

the greatest modern master of Mul-Llu Kaev
-Sora spent over 63 years traveling Khaas and
over a dozen nexus worlds, learning martial
arts from all who would teach him. He took
from his in-depth knowledge of these other
arts and created the modem form of Mul-Llu
into what it is today. Still, while widely
_recognized, few can claim true martial arts
lineage to him. Kaev-Sora trained but six
students in Mul-Llu before dying in a nexus
storm. These six took his teachings and
spread them, eventually splintering into five
different sects of Mul-Llu. The sixth never
was able to as he was eaten by a Silver Slyth a
few months after. Kaev-Sora’s death.




ARANZIAN ISLES

Background: A militant and strct people culturally
unified in their desire to dominate the Rainbow and
Sapphire Seas. Aranzian Islanders are hardworking,
industrious, focused and stem, a product of their
environment and hectic past. Unification of their
land only came by military force and the discipline
hasn’t declined since that time. While community-
focused individualism is a strong understated ideal
Aranzians are strict but fair in theitr use of national
power.
®  Aranzian [sles Culture +25

Aranzian Isles History +10

Read/wrte & speak Kintebellar tongue and

speak 2 other tongues.

TL +1

Salt in the Blood cultural influence (for free),

Nautical Lore [Know] +5, and Wilderness +2

CULTURAL INFLUENCES
Batde Mandate Mantime Hentage
Citizenship Military Traditions
Commercial Mandate Mercantile Traditions
Cultural Confidence (Botsala) National Pride
Religious Traditions Self Taught
Inhentance (Small) Social Mobility
Martial Art (Isles Wresting)  Warrior Traditions

Dress & Decoration: The basic garment is a short
tunic. Layers of clothing are added as needed, usually
a waterproof cloak, brimmed hat, boots if land,
sandals at sea. Aranzian style is hodgepodge and
tends to suit the environment more than some style
of fashion.

Outlook: The Aranzian ideal is to serve one’s country
faithfully and well, earning standing and fame through
militant and adventurous deeds edifying themselves,
their family and kingdom. Aranzians are very rank
conscious due to the power afforded to reputation
and fame. At the same time they believe any person
can move up in rank through application and deeds.
Aranzians live by the 3 tenets of service, standing and
fame.

Society: The isles mentality has formed a complex
interplay of status, rank and position and an Aranzian
can instantly recognize another’s status or rank by
how they dress, act, speak and move. Strangers
without this ability are frequently confused by this.
Ananzian society is broken into royalty, nobility,
commoners, slaves and cdminals.

Religion & Power: Primary religions are the Borsala,
Megalon and Machichrondahr though Borsala

o
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dominates religiously. Magik is viewed favorably and
seen and used where applicable. Psychic power and
technology are known and respected but less utlized.
Spintualism is considered sheer folly and folk lore
though religiously odented spiritualism is widely
accepted.

Prejudices & Fears: Aranzians fear their acts may
brng dishonor on one’s family or nation, the loss of
rank and are uncomfortable when away from the
ocean for long perods.  Aranzians have a strong
prejudicial view towards not religiously onentated
spirits and react with desision to such things.

ARDUIN

Background: Arduin is the mythic land of the nexus;
a wild and diverse place that enjoys the joys and penls
of high civilization hand in hand with the dangers and
wildness of the deepest feral lands. All things come
to Arduin in time like all roads lead to Arduin.
Arduin boasts (correctly) that it is the commercial and
social hub for change. This enviable position has
eamned both enemies and foends. Of all the things
said of Arduin, one thing is true, it is a diverse and
ever changing place.
®  Arduin Culture +20
¢ Arduin History +20
¢ Read/wnte & speak the Arduinian tongue and
speak 2 others
TL +2
Sodal +2, Nexus Lore [Know] +5, Urtban +2,
Wilderness +3

CULTURAL INFLUENCES
Arcane Hentage Mickleback Dwarf
Arcane Legacy Military Hentage
Arduin Elf Monatchy
Anstocracy National Pade
Citizenship Ourai-Ati Padha-Hha
Cosmopolitan Recognized (Any)
Cultural Confidence Renaissance
Cultural Fame (any) Martal Art (Rhingorda)
Heroic Heritage Skull Trees Orc
Inquisitive Drive Social Mobility
Melting Pot (Any) Watrior Traditions
Metcantile Traditions Well Educated

Dress & Decoration: No single dsess or appearance
defines the country but instead a kaleidoscope of
styles, clothing types, and coiffures are a common
reality.

Outlook: Arduinians are very open minded and break
classes of people along wealth and influence, with an



outlook that moving upward or downward is easily
(some times too easily) done. Overt signs of wealth
are seen as crass while expensive but understated
wealth 1s viewed in good taste. Expensive is good but
flashy is not. Arduinians are somewhat callous to the
wonders of the world than other cultures due to the
nexus but stll delight in the unusual. Arduinians
believe strongly in self reliance. They also don't
wonder if they are the toughest, most versatile of
people — they know it without doubt. It’s less
arrogance than solid tested assurance.

Society: Open and cosmopolitan in outlook, Arduin
1s one of the few lands that outlaws slavery. They are
more enlightened in attitude and openness than their
neighbors and see mixing of culture due to the ingress
of people from the nexus. Arduinians are considered
very worldly in their views and adaptable to strange,
quixotic situations. Tough minded and flexible,
Arduinians have a pervading national spint and belief
in citizenship.

Religion & Power: Strong religious diversity but the
Lady of the Silver Moon, Skirin, Shagrath, Xuanth,
Eru, Saren, Megalon, Amarydion, Borsala and
Heldozé are very powerful Magik, psychic power and
spirtualism are well accepted and entrenched. Folk
lore 1s full of spintualism; superstition s present but
not pervading.

Prejudices & Fears: Arduinians have more than
their normal share of bogeymen, which, fnghteningly,
are usually real!

A —
%

X v
Arduin Legend: %
Daier Lichtouched

— — Daier was rfenowned in southem
Viruelandia for his voice and his magik. He
and the band of Heaven’s Justice confronted
the lich Rue-dell after a merchant’s caravan
cracked the walls of his tomb and awoke him
from his impnsonment.  Sadly they failed
and Daier was captured. The lich npped
Daier’s magik from him, song by song,
- freezing them in the either, forever depriving
him of his magik. Daier was later rescued by
the Tremblemark and his mighty soldiers but
was a broken man. Three years later, when
the black nexus in Depau Valley opened,
Daier chose to be a wiling sacnfice to the
Dteam Goddess in order to seal it once

N
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ARVALESSA

Background: Arvalessa is a barbaric yet sophisticated
ctvilization where most of the people are superstitious
and illiterate while the ruling class i1s an incredibly
rich, highly educated group in full control.
e  Arvalessa Culture +20
e Arvalessa History +20
e  Speak the Arvalessaean, Falohyrian and Vargallan
tongues.
e TL+1
Urban +3, Pneuma +3, Ride +1, 1 weapon
(choice) +2

CULTURAL INFLUENCES
Agricultural Heritage Heroic Heritage
Arcane Heritage Inheritance (Modest)
Anstocracy Medicinal Folk Lote
Beast Tamer National Pode
Community Spint Technological Legacy
Feudal Warnor Traditions
Harsh Politcal Climate Well Educated

Dress & Decoration: Dress and appearance is
centered on convenience and social ranking. Light
skin and paleness is seen as noble and avoidance of
the sun separates the high and low castes. Body
plercing is common as well as the practce of
removing all hair from the body. The cut, texture and
appearances of garments are more important than
function or even price.

Outlook: A strict social order system of 8 castes,
where each caste descends in purity dominates things
soctally, religiously and economically.

Society: Very strict caste society with no social
movement allowed. The ruling elite hold all the
power and wealth and serve as religious authondes as
well for the superstitious and illiterate masses.
Religion & Power: The nation has strong religious
overtones with the Vedic Mysteries a very powerful
force 1n the country. Magik, Psychic Power and
spiritualism are well accepted and enttenched. Folk
lore 1s replete with spiritual references and
superstition is believed in and pervading among the
lowet illiterate castes.

Prejudices & Fears: Arvalessaeans fear death
without 2 meaningful contribution to life; dishonor to
one’s ancestors or generally lacking order in life.

=Y,



BOSSALIA

Background: Bossalia 1s a mountainous nation with
a central plateau of rolling hills, lakes, and forests,
known for its obstinate hardy people. The land i1s
wild and arduous, and Bossalians live in strong, highly
fortified towns and mountain communities. They
control the terrain and mountains by dominating the
precious few easy passes through them. While the
forgotten cataclysmic event that split the Heaven Wall
Mountains and Pylomere Mountains lowered the
region, the Heaven Wall and Pylomere mountain
ranges nival the Mountains of Madness in height,
nsing to 20,000 ft elevatons. What few navigable
passes exist through the region are considered gold,
literally so, since almost all transport and trade is
through these few precious corndors. A crude level of
steam power is prevalent in the region, mainly in
Dwarven hands and a few others, the secrets to its
power jealously guarded and hoarded.  This
technology 1s used to move water — piped down from
the aqueducts high in the mountains.
e  Bossalia Culture +15
e Bossalia History +20
e  Read/write & speak 2 of the following tongues:

Low Elf, Dwarven, Gnome, Orc or Gharra.

TL +2

Siege Warfare (Know] +3, Military +2, one

weapon (choice) +2, Wilderness +3

CULTURAL INFLUENCES
Border Life Industnous Outlook
Bossalian Dwarf Matble Steps EIf
Code of Conduct Military Hertage
Cultural Fame (Hatdy) Mountain Bom
Determined Rhingalorean Hentage
Engineer Birthright Rich Crafting Legacy
Engineer Traditions Self Taught
Individual Path Sun Shroud Gnome

Dress & Decoration: Tends toward the utlitanian,
crafted of softened hide or thick cotton, padded and
warmly lined. Boots are a nom, well shod and
wotked to ensure warmth. A wide scarf, called a
briido, with many small pockets is a must for
travelets.

Oudook: Bossalians are a hardy, tough lot, not given
to lengthy speech but generous at the same time and
moderately tempered in relation to the harshness of
their land. Prudence is a virtue; most tend to trust
litde untl proof of a stranger’s intentions 1s known.
Three widely recognized means to show proof of
good intent is to share heat, to share food or to set
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aside one’s weapons.

Society: Bossalia has a long history and takes much
from the hentage bequeathed upon them by the
Rhingalotean Dwarves. The nation that exists now
was born out of the crossroads of cultures in the
aftermath of the Nexus Wars. Invasions from
Falohyr and Tharkhala shaped their destiny and
society and formed the different settlements into the
binds to bind into one entity against outsidets.
Bossalia takes its strength from its harsh mountain
home, the toughness of its inhabitants, a can-do
attitude and the careful, tactical use of gaining the
dght advantage against opponents. .Among the
different subcultures of Bossalia several tradinons are
held in common. All true oaths are sworn over fire,
for to do so is to bind it before the gods, sealing all
your heirs unal fulfilled. A lesser but strong oath is to
chisel the oath in stone or forge in steel. Heat is
shared to anyone, even enemies during the cold
winter.

Religion & Power: Religiously open with the deities
of Heldoté, Temple of Iron (Odin, Thor, Uller),
Boteas and Diora as the most powerful. The use of
psychic power and spintualism i1s looked upon with
great distrust, suspicion and unease. Magik, and
technology are held on even ground and widely
utlized where possible.

Prejudices & Fears: A dislike of Falohyr exists,
mainly ddven by recent events. Internally the High
Elves are tolerated but not well liked and they equally
dislike everyone else, prefetring isolaton. Bossalian
Dwarves have an unspoken but felt fear that they wall
never recover the lost hentage of their Rhingalorean
ancestofs.

CHORYNTH

Background: A\ renaissance styled swashbuckling
culture ruled by fourteen self-named sea princes, one
for each coastal city, Chorynth was once the kingdom
of the Malanchian isles before falling to a coup by
followers of the World Snake Set. Declaring the isles
sanctified to Set, the priests shed blood and despoiled
the land for 48 years before the people rose up against
them. While the loss in life was ternble, the
Malanchians would rather pay any price in blood and
death to attain freedom rather than lie one minute
under the shadow of the Great Snake and its fanged
daggers. After no trace of the snake priests were to
be found on the isle, the people chose new rulers,
each city taking one, and thus began the reign of the
sea pances. Chorynth was the name of their greatest
hero during this time and they took his name as their
new nation.




e . Chorynth Culture +15
Chorynth History +20
Read/wrte & speak Malanchian and speak 2
other tongues.
TL +1

e Cnme +3, Nautical Lote [Know] +3, Wilderness
+3, Underworld +2, Clandestine +2, Ocean Ship
[Pilot] +1

CULTURAL INFLUENCES
Ancestral Hatred (Set) Marnume Hentage
Banditry Privateer Heritage
Criminal Hertage Rae-Zant Khai Shang
Cultural Fame (Swashbuckler) Salt in your Blood

Cultural Fame (Pirate) Self Taught
Cutthroat Society Storytelling Traditions
Melting Pot (any)

Dress & Decoration: Chorynthian dress is as brash,
bold, and confused as their architecture, and defining
a style to Chorynth is like trying to hold the winds in
one’s hand. Stll, in a way, this 1s the definition of
Chorynth’s style and they delight in the chaos of their
differences. Tattoos are commonplace and
Chorynthians decorate their - bodies, clothes, and
everything else with accouterments to proclaim their
status and the louder more garish or in ill taste (at
least to others) the better.

Outlook: Chorynthians are loud and boisterous as a
rule of thumb, live their lives at the rate of a speeding
Thorg, and don’t like to think there is something they
cannot do. The salt of the sea is in their blood, and
they live and die by its gifts. The chip on their
shoulder comes from a deep seated belief that the
wortld owes them for their bad path in the past, and
they are determined to take their worth from the
world, one way or another.

Society: Chorynth is a society where sea princes rule
individual ports as he or she sees fit, making for some
interesting, often.. contradictory, and
differences. The widely varying opinions of the sea
ponces tend more towards intemnal conflict than
outward, and the Chorynthians unfortunately, more
often than not end up fighting among each other
more than anyone else. Every 45 years or earlier
(usually due to death or accident), a Prince of Princes
is selected from the fourteen to represent the isles as a
whole to other natons. The position is highly
coveted and goes to the prince who can buy, kill, or
convince a majority of the other princes to vote for
him or her. The end of a Prince of Princes time is
always a bloody time in Chorynth. No Prince of
Princes has every willingly or peacefully handed over
the rule of the country without some conflict, and the

energetic .. .
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process of change is never an easy transition for the
country. The commerce of the islands is pirating or
trading as they call it with others. Chorynthians, or
Malanchians as they are also sometimes called, rarely
purchase their cargos but instead prey on others for
goods or even scavenge wrecks. This attitude has
started more than one war with other nations, such as
the currenty inactive, but ongoing conflicts with the
Aranzian Isles, Sandara and the Misty Isles to name a
few. It’s their way of life and they seem to feel there
is nothing wrong with preying, as they say, on the
fish. Most sea captains out of Chorynth are more the
scavenger variety than truly ‘sea wolves’ though some
have attained a rather bloody reputation in their
aggressiveness for trading.

Religion & Power: Religiously diverse; Borsala is
the a strongest religion. All powers are viewed
tolerably, especially if they provide benefit to life or
work.

Prejudices & Fears: A total antipathy for anything
related to Set in any of his guises is in the
Chorynthian mindset, due to a 105 year long rapine
rule by prests of the World Snake. This dark stain in
the past has never died out in the eyes of the
Chorynthians, nor the. hatred for the acts of the
priests during that time frame.

X . g
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Q‘ Arduin Legend: g
Snake Back Mountains
This mountain range is not only a prominent
[ feature of the main island of Chorynth known
for its homed lizards, but also where the sea
prince, Scoreocre of Stygla, retreated before
Amazonian invading forces and bured his
famous hoard of treasure. Many
Chorynthians have boasted of finding it, but
~none have spent its gold as proof. Besides,
none have seen the legendary treasures
purported in his treasure trove: the prized
r-gold and Yaddrack swan that flew and sang
songs as precious as its metals; the
Bhanduruakk Blade, used by the Whelp of
Ktar, whose edge tasted divine blood. The
legendary stone and Silveel chased Steed of
Khudrésu; and lasdy, the Zaklfaun Harp,
strung with the golden hairs of the fallen
Elven Goddess Lliunonel’n, slain since the
mythic God Wiars.




CHRYSOLIA

Background: Chrysolia is an old nation, the twin to
neighboring Atenveldt. Its founding is rooted in
similar lines except its early history was one of
upheaval and conflict brought on by the flood of
divergent people clashing against the existing people
in the land. To deal with this conflict and the vacuum
that followed warring, the people of Chrysolia
developed codes of honor and valor early in its
history. These codes provided the necessary structure
to deal with the wrestles and eventually involved into
strong laws. The leaders who towered above othets
in this disordered time took on noble status (and

- some, -even--mythical - proportions). - ~-The - 'strong, -

predominately militant religion preventing the great
majority of migrants to the soil of Khaora upheld the
growing ideals of honor and a need for law for the
chaos of the land in their infancy and ensured eady on
the ideals would do more than serve the ruling class,
or became a means of glonfying war.
¢  Chrysolia Culture +25
¢  Chrysolia History +20
® Read/wnte & speak Chrysolian and speak 2
other tongues.
TL +2
Ride +3, Military +3, Social +5, Otate [Perf] +2,
Utban +1

CULTURAL INFLUENCES
Ancestral Hatred National Pride
(Atenveldt) Nobility (Minor)
Code of Conduct Plutocracy

Cultural Bigotry (Ghandamahl) Recognized

Cultural Confidence Religious Traditions
Heroic Hentage Storytelling Traditions
Inhentance (small) Virtuous Hentage
Military Hedtage Warrior Traditions
Monarchy Well Educated

Mountain Born

Dtess & Decoration: Clothing comes in many
fashions in Cheysolia depending on social status.
However divergent the race, pedigree, or social rank,
no Chrysolian feels comfortable out in the weather
without the customary llemon. Voluminous, this
long, quilted garment is also called the skin cloak for
its facility in wrapping tightly around its wearer if
desited. Heavy enough to provide wamth and
repellent to weather, the lelemon is cool in heated
dmes if the wearer loosens the fastenings and allows it
to billow and stir in the wind.

Outlook: The pedigree of a person’s line is important .
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in Chrysolia and the ability to count back to the
founding of the noble line is not only necessary but
also expected for important occasions. To eater into
the armigers of the land, scion of the noble families
must prove his or her pedigree. Out of the armigers
(those with the nght to bear arms) come the varous
orders of knighthood, primanly supported by vanous
noble families, the crown, or the religious orders.
Those outside of noble bloodlines care much less for
their pedigree from a histoncal sire but place
importance on their roots.

Society: Chrysolia is a centralized under a king and
supported by a ruling class of wealthy nobles,
civilians, and successful military leaders. This is a
The government as a whole is run in a militanistic and
authontanan style, where laws are strct but fair and
even, applying upwards as well as down. The
plutocratic nobility have certain rghts over
commoners and slaves have none, but all is nght with
this system in Chrysolia. After all, what has stood the
test of ime since early after their founding cannot be
wrong can it? Thus follows Chrysolian thought, at
least. The order of their land is built into them, blood
and bone, from their birth to the last tottering steps
of their death. They never fight it, accepting it is the
‘way of life’, and some will have prvilege over others.
They known their nobles and king seats those
positions due to divine dght, founded on deeds of
true nature untarished by stain or misdeed. Those
who do not live up to this image find their people
unhappy and discontent, liable to revolt and ‘cleanse’
the stain away in blood to make it nght. The fact they
could, and no other noble would stand against them
(if the cause was just and true) is just another salient
facet of Chrysolian nature. All nobility of the realm
are landed, mostly through hereditary titles passed on
generation to generation via the blood of the
firstbom. Only the legitimate can inhent but bastards
are not looked down upon. Bastards claimed by their
father (or mother’s) take upon an appellation similar
to their sire. Those with means can purchase a wnt of
lower nobility from the crown and establish a noble
line, but must back up the wnt with land
commensurate to the title within one cycle or forfeit
all. Since no lord seeks to lose land, many attempt to
claim their tracts of land by wit or blade from
Atenveldt or the great mountains. Bestowing a title
of Siege lord to competent commanders is common
to Chrysolia, and the title holds the status of lesser
nobility, though the lands cared for ate in the crown
treserve and do not confer to the family. Such titles
are given only to show royal favor and is something
earned with repeated-and rarely singular service.
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Religion & Power: The nation is religiously closed
with the deities Megalon, Vanaan, Lady of the Silver
Moon, and Ta-Taru in power. All the powers, except
religious ones are viewed with suspicion.

Prejudices & Featrs: Ghandamahl is both feared and
reviled. This land 1s viewed with a mixture of anguish
and anger, mainly because the influence of
Ghandamahl creeps slowly in Chrysolia every cycle
and takes away land from her magnificence domain.
The creep of the Ghandamahli taint seems
unstoppable and its black soil is a curse laid on
enemies and that possessed land.

CHUND

Background: An old land, but prosperous still, and
vibrant, Chund has seen the nse and fall of many
enemies, and weathered them all. Chund is a land
resplendent with abundant lush forests and ferule
plains areas fed by the Divine River and all its
tnbutaries. As a center of trade and learning, Chund
is rarely equaled, and it wars economically with its
neighbors to control the land trade of the region as
well as the seas. The level of national prospenty over
the last 10 to 20 cycles has led to the dse of a strong
middle class for a realm of its size. While this growth
of the middle class has changed the power balance of
the country somewhat, the leadership of the
government and the nation sull lay with the prests
and magicians. Both of these have been powers since
the beginnings of Chund’s history and both have
managed to keep a grip on the government through
all Chund’s history. Currently, the Chundian wizards
are the power, and lead the nation, ruling from the
ancient capitol of Chunda as their center of power.
The move from Krastemya, the favored center of the
Chund’s religious powers, was a calculated move last
cycle that hamstrung several plots by the prests, and
cut their power base.

e Culwre +15

e  History +20

¢ Read/wnte & speak Chundian and 2 other
tongues.

e TL+I1

Arcanalogy +4, Pneuma +3, Military +3 and
Social +3 '

CULTURAL INFLUENCES
Aloof Magical Pursuits
Arcane Birthnght National Charge
Arcane Heritage National Pade
Arcane Legacy Occtnixit Hedtage

Arcane Traditions Pandoon Hentage
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Cultural Fame (Vengeful) Plutocratic Magocracy
Cultured (Dance) Quawima Hentage
Dreaming Isles Ancient Legacy

Religious Birthnght Religious Traditions
Dreaming Isles Heritage Social Mobility

Faene Hentage (Unseelie)

Dress & Decoration: Dress in Chund is akin to
Ghotfar and the Dreaming Isles but takes more freely
from surrounding cultures. The people wear tunics,
long and short, richly decorated with threadwork,
brocade and other matenals. Trousers are the
affected wear, tucked into boots or gartered. Iise’s
Headbands are seen here, but only of metals and
decorations typifying nobility, influence, or financial
status. Chundians use the button, ties, lacing and pins
to attire clothing,

Outlook: Chundians are intensely private, regarding
public displays of emotion undignified and revealing;
not that they are cold and unfeeling by any means but
emotion is kept hidden until translated into action. A
Chundian out of control is undesirable and shameful.
It’s akin to failure and something ill tolerated. While
rarely coming out of this guarded extenor, there are
times when it is acceptable, such as durnng the
numerous public festivals and monthly celebrations to
celebrate some past holiday or event. Then the
sobriety and stoic mien of Chundians crack and they
revel freely without social pressure conforming them
to do otherwise.

Society: Chund is a land resplendent with abundant
lush forests and fertile plains area fed by the Divine
River and all its tributades. .\s center of trade and
learning, Chund is rarely equaled, and it wars
economically with its neighbors to control the land
trade of the region as well as the seas. The level of
national prosperity over the last ten to twenty cycles
has led to the rise of a strong middle class for a realm
of its size. While this growth of the middle class has
changed the power balance of the country somewhat,
the leadership of the government and the nation sull
lay with the priests and magictans. A power since the
beginnings of Chund’s history, both have managed to
keep a grip on the government through all Chund’s
history. Currently, the Chundian wizards are the
power and lead the nation, ruling from the ancient
capitol of Chunda as their center of power. The
move from Krastemya, the favored center of the
Chundian religions was a calculated move last cycle
that hamstrung several plots by the priests and cut
their powerbase. Despite the growth of the middle
class the bulk of people are sull peasantry.
Advancement in society 1s accepted and possible, but
it requires wealth, influence, and knowledge. While




most of the peasantry will never attain any growth
from their societal tier, in Chund the striving towards
betterment i1s a consuming aspiration, passed on to
generation to generation untl it 1s met. Often by
then, the eatly goals of a father, or their father’s father
have given before new ones for a higher position
socially. This never-ending circle dnves Chundian
aspirations and consumes them, as failure is such a
drastic reversal for Chundians that they might suicide
or become divorced from reality.

Religion & Power: Religiously open with the deities
Chu-Khem, Justinorn, Aegyptian Pantheon, Skinn,
and Fahde dominating. Technology 1s known but
seen more the provenance of ancient times than the
current. Magik is the true power and it overshadows
all others, keeping spintualism and psychic power in
its shadow.

Prejudices & Fears: The fine art of revenge is
strongly entrenched in Chund. A Chundian might
wait generations, allowing cycles to pass to have his
descendants reveal sweet revenge on a hated enemy.
The record of actions taken to fulfill the retnbution 1s
documented in a journal, often passed down as
examples or for continuation by heirs. Some of these
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Q. Arduin Legend: %
Lords of the Dreaming Isles

Chund’s origin lies in the orginal Lords of the
LDreaming Isles, who with fickle and
malevolent destiny conquered the warnng
tribes of the mainland, from the east coast to
. the mountains. In these tribes, they found the
mountain of sactfice they needed to quench
the thirst of their demonic patrons. Much
careful, intricate thought went into each
conquest, and some were chosen, not for
sacrifice, but for other goals. Boredom was a
constant tedious thing, and to alleviate it the
Dark Lotds of the Isles educated some in the
ways of power, and set them free. In this
nurtunng laid hopes of an escape from the
boredom of etemity in the shorter-lived fiery
lives of those cultivated to fight, rebel, and
struggle against their oppressive rule. The

a

heart of Chund grew out of this need and
conflict, a race of people filled with surging
blood and burming magik, a towenng fire to
warm the cold ice souls of the Dark Lords.
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documents have achieved notorety all their own,
sometimes extending well beyond the scope of the act
of revenge.

CIRTHIAN LEAGUE

Background: The Cirthian League is a2 mantime
nation with coastal colonies well known for its
adventuresome merchants and low tolerance for rivals
or pirates, going legendary extends to circumcise
either. The Cirthian League as a power has grown
quietly in the background, flowering to strength in its
out of the way location to most. Their ongins were
not well detalled and they are mote future-onented
than historcal savvy. After the reconstruction in the
aftermath of the Nexus Wars, few considered the
northem island country a threat and it was most
ignored. This was an unexpected mistake. Now,
Cirthian merchants are found everywhere the sea
touches, even as far as the Misty Isles, trading in
goods and wares.
e  Cirthian League Culture +20

Cirthian League History +10

Read/wnte & speak Siermelé and 3 other

tongues.

TL +1

Business +3, Underworld +3, Utban +2,

Wilderness +2, Act [Perf] +2, Clandestine +2

CULTURAL INFLUENCES
Arcane Traditions Fire Isles Khai Zinn
Citizenship League Guilds
Commercial Mandate Inhentance (small)

Community Spint Inheritance (modest)

Connected Mantime Hentage
Culinary Hentage Mercantile Birthright
Cultural Confidence Mercantile Pursuits
Cultural Fame (Neutral) Mercantle Traditions
Cultural Fame (Merciless) National Prnde
Cultural Fame (Merchant) Recognized

Dress & Decoration: Clothing styles vary wildly and
are quite faddish, running for several years and then
dying out. Knowing what to expect when a merchant
-captain retums to port is part of the League’s charm,
and they look forward to it with a mixed amount of
unease and anticipation. The Leagues sailors and
soldiers are perhaps the singular stable piece in
tapestry of stylish changes that occur. They wear the
traditional breeches that were very loose all the way
down and left open at the bottom, falling to about
mid-calf. This was joined with low, heelless shoes,
nether-hose, 2 small, knit hat and a doublet or loose




shirt with an open ‘v’ neck tightened with laced des.
A long waterproof cassock often joins the ensemble
in inclement weather. Cirthian League mariners use
the tunic and trousers approach, with a broad belt
useful for equipment and a surcoat or tabard for
those official or dress occasions.

Outlook: Cirthian Leaguers ate very now and future
onented and they tend to disregard the past. They
also tend to find cultural, social and legal barriers very
flexible and have no problem brdging them.

Society: The island nation 1s a political-economic
combine of various guilds, primarily maritime. Many
of the guilds are organized around crafts and the
families that control them; some provide professional
services, while others pursue activities covert, military
or purely political in nature. As a whole, the Cirthian
League is primarily a non-military entity with a wide-
ranging trade network and powerful commercial
shipping fleet. They have a reputation and people
say, despite its rather remote location, anything legal
or illegal can be obtained by a Cirthian should the
proce be sufficient to pursue it!  They wield
considerable economic and political clout out of
proportion with their size, and are in direct conflict
with the nearby Tallassan Isles and other island
trading nations. The Cirthian League’s hidden
strength is their ability to cooperate as a unit, even
though the many individual guilds that make of its
governing council has diffenng goals. These facilities
of cooperation, coupled with the two golden rules of
the League have made them quite successful. First of
the rules is total neutrality towards all other nations in
the world. Cirthian League merchants are willing to
trade with all, even their bitterest trade nvals if it is
profitable. The second is no one attacks their ships
and lives to spread the tale. Their merchant-captains
and masters of magik keep the vessels safe, pursuing
pirates and attackers to the ends of the world. In the
pursuit of a pirate or corsair is the only time Cirthian
will turn away from a profit or the chance to deal
They suffer no one or thing that will attack their
shipping or trade factors on land, though they
tenacious, dogged reputation for vengeance is more
known on the sea than without. The Cirthian League
Guilds are famous, but mistakenly thought of as one
great, singular entity. In truth, they are small and
consist of little more than a family. Those with a
common interest build tes to bond into one guild but
fight to keep their individuality. The Merchants
Guild, for example, is the most numerous and
powerful in its influence, yet is made of hundreds of
smaller guilds, some of which are further broken
down even more.

Religion & Power: The nation is religiously closed
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with the deities Borsala, Cat-Of-Fire, Boreas, and
Tamareth dominating. Magik is viewed well and
applied as is the technology they know. Psychic
power is rarely spoken of and despised. Spintualism
1s a source of fear and attraction to leaguers.
Prejudices & Fears: Cirthian leaguers worry about
guild connectons and their status within the guild,
seeing this as a vast factor in life.

DALLASTA

Background: Dallasta has only recenty sprung to
life again, after a period of dominance by Chrysolia,
so many changes are expected as the cycles of time
progress. The separaton was recent and Chrysolia
has fought the break away of the land that was once
part of their realm with all their passion. Individuals
raised in this culture gain the following;:

¢ Dallasta Culture +15, Chrysolia Culture +15

e Dallasta History +20, Chrysolia History +15

¢ Read/wrte & speak Chrysolian and speak 2

other tongues.

TL +1

Military +3, Ride +3, Social +2, Wilderness +2

CULTURAL INFLUENCES

Code of Conduct Natonal Prde
Chrysolian Heritage Nobility (minor)
Cultural Fame (Stoic) Religious Traditions
Heroic Heritage Storytelling Tradition
Military Henitage Virtuous Henitage
Monarchy Warrdor Traditions

Mountain Born

Dress & Decoration: Clothing comes in many
fashions in Dallasta depending on social status.
Dallastans retained the use of the lélémon, though
they call this voluminous, long quilted garment a
hosseamelé.

Outlook: Something purely Dallastan in origin is
their sangfroid. They have the stiff upper lip and
seeming endless capacity to put up with unspeakable
and terable hardships, embracing it with a
cheerfulness that is almost- pathological in intensity.
Society: Dallasta is a nation centralized under a queen
and supported by a ruling class of wealthy nobles,
civilians, and successful military leaders.  The
government as a whole is run in a militanstuc and
authoritadan style, where laws are stdct but fair and
even, applying upwards as well as down. Many of the
mechanisms in place in Dallasta retain their strong
roots to Chrysolia and the laws are very similar at this



time. All nobility of the realm are landed, curtently
through the queen’s will, and she has handed over
lands to many victorious generals who have won
battles against Chrysolia. She favors the title of siege
lotd, like her rival Chrysolia, and hands them out
frequently to those who gain favor in her sight. The
old noble lines of Dallasta have sprung anew, but the
queen has not said one way or another whether these
lines will gain her acceptance, as she retains all power
to accept or deny the nght of noble blood to bear
weapons, own land, and make war in her name.
Queen Adratlese is very visibly bitter toward many of
the old nobility of Dallasta for their failure to keep
her family in power, and the Nine Lotds, those who
betrayed Dallasta near its fall and fled the field before
Chrysolia at the end of the War of Sorrows bear her
etemal ill will. Perhaps only the chivalric ideals she
leamed in Talafar has kept her from outnght
annihilation many of the older noble lines that have
crept back into Dallasta proclaiming their allegiance
and desire to serve the queen (as well as gain their
lands and prestge back). Her desires are not certain
on this yet and they play a dangerous game
lengthened by the continued warring with Chrysolia
that distracts the queen. The queen rules with a firm,
personal hand in the affairs of all her nobility and
people, something neither of which are familiar to
either of them. She has a special core of envoys she
calls Salamanders, which are the direct extension of
her will to the nobility. Drawn from their own ranks
and from a select few she designates, she uses them to
support nobles she likes or prepare the path to halt
any rebellion of discord, and any number of other
things. Queen Adrailese also has another very new
sect of ambassadors she sends out to the commoners
called the Queen’s Hand. This organizaton is semi-
military and is heavily picketed with religions and
their priests. Stll, the queen desires they go out to the
people to bolster support for the cause of Dallasta,
and for her, personally, so as to not have a return of
the acid feelings under her family that caused the
Nine Lords to break on the field and her
grandfather’s own brother to turn against him. They
spread the word of her policies and ensure people
know why and for whom they fight.

Religion & Power: Religiously open with the
religions of Megalon, Vanaan, Lady of the Silver
Moon, and Ta-Taru in power. Technology, magik,
spifitualism, and psychic power are viewed with
suspicion if not negatively regarded as dishonorable.
Prejudices & Fears: The pedigree of a person’s line
is important in Dallasta, a carry over from Chrysolia
not yet stamped out.
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DREAMING ISLES

Background: The history of the Dreaming Isles is
old, its hoary origins written in blood, misery, and
evil. The first kingdom ruling its shores was a bitter
darkness that blighted the islands and mainland,
carving out a great empire. It fell in the chaos that
revolved around the Interstellar Wars but another
empire soon rose to power on the isles. They too
were heirs to a dark legacy, perhaps taken from the
ones who had dwelled on the isles before them. This
empire, while similar in style was nowhere as powerful
or grand, and fell as the Shadow of the One cast its
dark shadow over the land. Overmatched, it decayed
in its gnp and was gone, fallen into history. Others
have come and gone but the latest nation to claim the
throne of the islands is a brighter one than most.
Even so it still lies in the shadow of the datkness that
will never quite shake from the islands. Nowhere
near as ambitious as its predecessors, this nation has
stayed sleepily content with its internal disputes and
lazy colonizing of the islands stretching eastward.
This has afforded enough adventure for its
adventuresome and given an outlet for the restless
feeling that dominates many in the land.
e Dreaming Isles Culture +30
e  Dreaming Isles History +30
®  Read/write & speak Melos, .\mazonian and Low
Elven and speak 2 other tongues.
e TL+3
®  Arcanalogy +5, Engineer +3, Mechanic +2, and
Military +2 and Social +3

CULTURAL INFLUENCES
Arcane Birthright Imperialism
Arcane Hentage Industdous Outlook

Arcane Legacy Maritime Heritage
Arcane Traditions Medical Lore
Battle Mandate Military Henitage
Citizenship Nadonal Pride
Commercial Mandate Plutocracy
Courtly Ceremony Recognized
Cultured Religious Hentage
Dreaming Isles Ancient Legacy

Renaissance Warror Birthright
Engineer Birthright Wardor Traditions
Engineer Traditions Well Educated
Harsh Political Climate

Dress & Decoration: The people wear fitted tunics,
hose, or breeches and often tasseled robes
embroidered with small repeated patterns or rosettes.
Headbands of wool, stone, gold ot metal are worn to




show status. Boots predominate due to the old
scourge of snakes on the island. Islanders ate fond of
lacing, buttons, and ties to secure clothing and enjoy
the use of brocade, velvets, and other matenals to add
style and taste to clothing.

Outlook: Islanders in general are quiet, tenacious, &
scholardly, but equally enjoy games, races and athletic
and military pursuits. The theatre is highly enjoyed in
the isles as is displays of magik and technology, where
many an enterpasing inventor or aspiring wizard can
often find sponsorship by an adminng patron. While
of calm mien mainly, if they should feel their honor is
besmirched, or another sullies the family name, it
could spark off a decades-long blood feud. To
counter these frequently bloody decimanons,
ceremony has grown around ending feuds during one
of the many festivals of the islands, where aggneved
parties can seek satisfaction or pardon.

Society: The Dreaming isles are a vibrant land,
sleepily content in its superionty of the seas and the
lands it controls. While in the past the kingdom
dabbled in colonialism, the spur to do so has long
passed and they regard their most successful colony,
Ghotfar, with 2 mix of condescension and a little
prde. The individual islands ate considered provinces
govetned by nobles who give fealty to the monarch.
Most grants of nobility are titular and without lands,
but the families involved often can stretch the history
of their bloodlines deep into the past. The play
between the nobles is an old game, sleepily played in
languorous plots and stratagems whose original goals
are long lost after they are played to the end. The
nobility have formed parties in which to influence and
pressure the throne, often having a great say in the
politics languidly whirling around the kingdom. The
current leading party 1s stffly opposed to anything
outside their nationalistic drive and for colonizing
further in the islands dotting the great eastern ocean.
Religion & Power: The nation is religiously closed
with Tamareth, Ta-Taru, Borsala, Megalon, and
Azaerawe in power. Recent religious dissention has
ripped the lands and the growing conflict is a tangible
atmosphere in the isles. The monarch is angered that
many of the populace do not share his view of the
goddess Tamareth. He has reacted pootly to his
people’s attitude towards his religion. Violence 1s
very likely to erupt over the issue, especially from the
followers of Ta-Taru who previously held the
position as state religion. Magik is prominent, well
regarded, and considered is a fine profession.
Technology is more subtly seen in society, though
engineers are as equally regarded as wizards.
Spiritualism and psychic power are well regarded but
player a lesser role due to the dominance of magik
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and technology.

Prejudices & Fears: Islanders feel supenor to other
nations and peoples and are not afraid to let it show
in conversation or actions. This has led to more than
one conflict with other nations, specially the Misty
Isles and its former colonies.

FALOHYR

Background: Falohyr is an old nation, with a sense
of destiny extending back into the crumbling pages of
history. The land was not always known by the name
Falohyt but it has always played a part, by design or
fate, in the tapestry of events surrounding Khaora.
Beyond its interesting early history, Falohyr is best
known for its part played in the beginning of the
Nexus Wars. Its sages ate attributed with discovenng
the nexus gates in Arduin. This proclamation
prompted the beginning of the 10,000-year long
period of wars, battles, and conflicts called the Nexus
Wats, which only finally ended after the signing of the
Accotds of Arduin. When peace was finally brokered
were among the first to come to the peace table.
Their willingness to lay down the sword gave more
than one other nation pause to consider as well.
Falohyt also played an important, if neutral part in the
Gods Flood in Khotsar. They chose not to seize land
from Khorsar in the confusion of her flooding by the
hand of the gods. The monarchs retuming to power
in Khotsar took note of their neutrality and overtures
of peace have been considered between the two
normally hostile nations.
¢ Falohyr Culture +30
e Falohyr History +20
e Read/wnte & speak Falohyrian and speak 3

other tongues.

TL +1

Pneuma +2, Religion [Know] +2, Social +3,

Vndkrea [Know] +5, Wilderness +2

CULTURAL INFLUENCES
Agrcultural Heritage Inhentance (small)
Arcane Hentage Military Heritage
Arcane Legacy Monarchy
Arcane Tradiuons National Pnde
Ascendant Religion Nobility (landless)
(Amarydion) Nobility (minor)
Engineer Traditions Plains Dweller
Faenie Hentage (Seelie) Recognized
Falohydan EIf Religious Hentage
Feudal Religious Mandate
Heritage of Perseverance Religious Traditions
Heroic Heritage Well Educated




Dress & Decoration: Falohyrian dress is related to
Morvaenian dress, and the universal fitted tunic,
trouser and hood i1s common in Falohyr. Beyond the
basic tunic, men and women alike wear full length
cloaks caught at the throat or over the shoulder, and
women favor long bands of cloth wrapped around the
body to compliment open or tight shirts and vests. In
the south around the Prasmatic Mountains women
have taken to wearing a form of mini toga over the
upper body, using the folds to indicate marital status
and fertility. This 1s 2 new fashion introduced by
trade but few others have taken hold against the
traditional garb.

Outlook: Falohynans are great believers in the
ordainment of fate. Falohyrans tend to value their
strength and wits above all things, and see weakness
as something to be eradicated. This makes others
more than not see Falohynans as aggressive, arrogant,
and quick to temper. Falohynans have a very strong
sense of nationalism that will even come before blood
feuds should invaders or outsiders threaten the land
of their fathers. Falohynans also display a strong
commitment to family and their rulers. Falohynans
will take this to an extreme level, sometimes living
through the actions of nobles as if their lives have no
meaning or value to them.

Society: The monarch seated on the Gryphon
Throne rules the land with a feudal hold over landed
nobles who plot and liaison against one another and
surrounding countnes. The Colleges and Guilds have
a very strong hold in Falohyr, involved in politics at
one level or another, mixing with the noblemen and
the king to gain advantage and influence. Falohyr’s
location in the heart of the continent provides it with
several natural borders in the north and south that
provides protection, and allows it to concentrate on
expanding its influence. The requirement by the
crown for all nobles to have lands commensurate with
their ttles has fired younger sons for generations to
push against the borders and each other to carve away
lands. Positioned between the two mountain chains
(The Pdsmatic and Heaven Wall), as well as the
Withered Lands provide only few outets for
enthusiastic nobles desiring to expand their domains
or for those who struggle to attain noble status. This
puts them in direct conflict with the neighboring
states, and the kingdom i1s on uneven footing with
one or another, if not both at any given ume. A
powerful fact of Falohynan life is the omnipresent
religion of the Earth Mother, Amarydion. Her
poestesses play a mediating influence on the lives of
Falohyrians, often quelling the flames of war and
avarice —usually to suit their own devices. More than
once they have equally raised banners to chastise the
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neighborning counties. From Arduin to Khorsar, each
has felt the bite of her call to arms. Aside from their
kingdom wide influence in politics, the religion of the
Earth Mother 1s highly regarded by the commoners of
the land, and features heavily in their lives, especially
those who dwell in rural areas. The Elven nobles are
on the dse in Falohyr again, and are the cause of
current events in the kingdom. Many Elves moved
into the land both during and after the Nexus Wars.
At one point, an Elven king sat on the Gryphon
Throne until removed by a council of nobles. This
was a bloody time in history for Falohyr and the act
shattered the power of the Elven nobles in the land.
Yet, over time and with great patience they have
reemerged and grown strong once again. The
Gryphon King watches them carefully, as do many of
the other noble coalitions to see what moves may
come from their growing strength. They fear many
things, not the least of which is a traitorous selling out
to Arduin, taking with them the Prasmatic Mountain
range region of Falohyr. Vndkrea is the national
sport and pastime in Falohyr. Every city and
settlement of any size has a permanent courtyard for
viodkrea, and smaller hamlets and villages have
somewhere they use as a temporary one. The rules
are simple: differing teams attempt to move a hard
ball into an opposing team’s part of the court and
strike one of three markers set for this purpose. This
is more difficult than it appears, as they cannot use
their hands, feet, or shins. While any number of
teams can play only one ball is in play at a ime. Once
a team looses its three markers, they are eliminated
from play.

Religion & Power: Religiously open with the
religions of Amarydion, Emerald Star Cult, and Eru
prominent in order of strength. Falohyr is the seat of
power for Amarydion and the religion is dominant
but allows for other religions without persecution.
Technology, spintualism, psychic powers and magik
are viewed well and applied in life where possible.
Prejudices & Fears: The belief in the weaving of the
skein of one’s life is strong, and Falohyrans know the
funlity in struggling against one’s fate with a finality
that reaches into their bones. Their belief plays in
many aspects in their lives especially concerning their
status in life. Falohyrians will accept without struggle
their birthnght, well or bad as it may be, but do not
lay down the fight. Belief in destiny takes many
forms and Falohynans have split along all the
different lines of thought behind each. This factor
more than any other grips the lives of Falohynans,
noble or not, and dictates their path in the pursuit of
life and destiny. In this disparity of views, there are
two major divisions of thought. Fate preordains a




person’s lot in life, and whatever is given is in the
weave. The other is a polar opposite and decres such
acceptance, saying the skein of life is woven indeed,
but its weave is unknown to any but the gods. Only
in the search and struggle can an person find the path
set before his feet in the tapestry of life.

GHANDAMAHL

Background: Ghandamahl is a land where the earth
holds spirits of the departed and groans with the
weight of the dead. Its very earth is a deep, dark soil
changed by the uneasy sleep of those departed.
Sentient beings that die and pass on here do not go to
the eternal limbo between the ethereal plane and the
wortld but instead are trapped in the dark, dark soil of
the land.

e  Ghandamahl Culture +20

¢ Ghandamahl History +25
®  Read/wrte & speak Ghandamahh.
o TL+1
e  Pneuma +10, Social +5

CULTURAL INFLUENCES
Agricultural Heritage Cultural Fame(Feared)
Aloof Cultural Fame (Stoic)
Arcane Heritage Medicine Folk Lore
Arcane Traditions Religious Hentage
Anstocracy Religious Traditons
Cosmopolitan Spiritual Hentage
Courtly Ceremony Storytelling Traditions
Cultural Fame (Disciplined)  Superstitious

Dress & Decoration: Clothing is subdued except
during celebration, when it is bright and joyful. The
number, beauty, and display of layers of clothing are
used to display wealth, for males and females alike.
The very nich often resemble decorated peacocks
when dressing to impress. Ghandamahli usually wear
coats, trousers, and skirts. Their clothing is usually
made of cotton, linen and silk. The colors are usually
black and blue, and the styles are usually very simple.
Ghandamahli wear shoes but only in travel or harsh
terrain.  Otherwise, they go barefoot or wear sandals.
They also have a traditional torso wrap made of silk
that is roughly shaped like a fist. The width of the fist
is wrapped around the waist and tied with a silk belt
while accompanying silk ties come together behind
the neck.

Outlook: The people have a heavy belief in spiritual
worship because of this and appeasing the spirits 1s a
powerful and necessary belief. Not doing so can
incur the wrath of the spirits who rise and cause
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mischief, destruction, or deaths. This is an
omnipresent fear for the Ghandamahli and they walk,
work, and live with this constant presence in mind.
There are entire regions of Ghandamahl 1is
unoccupied due to events in the past that have
angered enough spirits that they rise up and devastate
the dwellings of an area or wrench the life from the
living. Considered haunted, cursed, and worse,
Ghandamahli call them Nibalu Guéngo, or ‘wretched
earth’ and avoid them at all cost. Sometimes other
things cause such a place to appear, most often plague
or battles between armies: two things Ghandamahli
avoid at all costs. Ghandamahl has not entered a war
for such reasons for ten-cycles because of this very
fact. If the despoiling oppression of the land was self
-contained, Ghandamahl’s adjacent countnes would
little care under what yoke Ghandamahl toils. This is
not the case. Instead, yearly the influence of the land
creeps farther and farther out, inching into lands of
other countries and creating angst between
Ghandamahl and its close neighbors. Due to the
affliction in their land, Ghandamahli have learned to
control their appetites and emotions. Ghandamahli
will keep calm and peaceful miens at all times, and
only the greatest of terrors or happiness moves them.
No matter their inner turmoil, they keep such chaos
within. They speak with subtle undertones and
dislike speaking directly. Their meta-language is full
of innuendos, subtleties, and overtones to intimate
the myrad layers upon layers of communication the
Ghandamahli apply when they converse.

Society: Everyone who is born in Ghandamahl
understands the weight of destiny and their future.
All things are set on the wheel of fate and its track is
preordained. People are born into a particular class
determined almost wholly by accident of birth, and
the professions open to them are limited accordingly.
The highest nobles ate those born in the class of the
Heavens. As they are within the house of the divine,
they have large and manifest powers. This class can
own large amounts of land and are often in a high
position in govemment or in the court of aristocrats
that rule the land. Sometimes both positions can
reside with a single noble but this a rare occurrence as
Ghandamahli identfy highly with their positions.
While the government posts take care of the affairs of
country, the court of arstocrats administers to the
people. They determine many things for
Ghandamahli but perhaps their greatest power lies in
full session. Here a full court can raise or demote a
person deserving to a higher class, or undeserving to a
lower one. This power is never used without debate
and pror proceedings, for it means the council of
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anstocrats is changing the fate and destiny for an
individual — something never done lightly.

The next class of Ghandamahl is of the Land.
This is the middle nobility, moderately wealthy and
owners of land. To them is given the duties of caring
for the land of Ghandamahl and to quell and lay rest
the spirts. Many of these middle nobles are wizards,
pests, rune weavers, and rune singers. In their hands
is given the lands and its talents, one of which is the
power of magik and the ability to act as channels of
the gods. They are given great respect for their
talents as well as the tasks given to their care by fate.
Below class of the Land is that of the Salt, and it
numbers among the most numerous of the castes.
This caste is what goes for the middle class of
Ghandamahl and includes all the merchants, self-
employed, artisans, farmers, peasants, and all others
not slaves. These are literally the salt or lifeblood of
Ghandamahl. They are the commoners of
Ghandamahl and care for all things that drive and
nurture the land. Slaves fell into the class of Beasts,
and are treated as such, though care is taken so as
they are not slain to return as a restless spints
poisoning the land.

Religion & Power  Religiously open with the
religions of animism, spifitualism, Xuanth, Vedic
Mysteries, and Shagrath dominating. Technology is
little known, psychic powers are considered to come
from spiritual possession but magik is well regarded
Prejudices & Fears: Ghandamahli fear the spints,
for their power and respect them accordingly.
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GHORFAR

Background:  Ghorfar is a vibrant monarchy
standing as the north most civilized nation on the
continent. The country is a land with distinct ancient
ties to the Dreaming Isles; protected by the high
shoulders of mountains and its strong army, Ghorfar
is a fertile, vibrant country of powerful magicians and
plentiful nobility.

e  Ghortfar Cultute +25

e  Ghorfar History +30

e Read/write & speak Ghorfarian and speak 3

other tongues.

TL +1
e  Arcanalogy +4, Military +2, Social +5

CULTURAL INFLUENCES

Arcane Birthright Harsh Political Climate
Arcane Hentage Hentage of Perseverance
Arcane Legacy Mercantile Traditions
Arcane Traditions Monarchy
Commercial Mandate Mountain Born
Cultural Confidence National Pade
Determined Nobility (landless)
Dteaming Isles Ancient Legacy
Dreaming Isles Heritage ~ Nobility (minor)
Gladiator Customs Religious Traditions
(Caminal) Social Mobility
Gladiator Customs Well Educated
(Professional)

Dress & Decoration: Ghorfarans wear fitted tunics,
hose, or breeches and often gilded robes embroidered
with small repeated pattemns or designs. Silk or linen
chemises and under tunics are common garments in
the winter months as well as the addition of heavy
furs or cloaks. Headbands of wool, stone, gold or
metal usually accompanies and shows status. Boots
predominate due to the land and the clime.
Ghorfarans use buttons, hooks and ties to secure
clothing, use fur tnmming, layers, heavy padding, and
other materials and tricks for warm against the
weather and to add style and taste.

Outlook: Education is highly respected and
Ghotfarians have a national prde in their language,
both for its widespread use and recognition as one of
the premier arcane tongues for wizards.

Society: Ghorfar is a feudal patnlineal monarchy with
High Council of Lotds as the pamary operating arm
of the government. On the council sits the twelve
Dukes of the land as well as a thirteenth, who is the
current monarch of the land. The High Council
supports one family or another to the position of
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Arch Duke who is then crowned for a cycle’s worth
of time. Theoretically, one family could hold the
position for hundreds of years if they could keep up
council support during the perod. In actuality, an
unwritten agreement between all the Ducal Houses
allows every family to have the crown, in turn, on a
rotating basis to prevent the eruption of feuds or such
domination by one Ducal house. This ensures no one
family can become the absolute power in the land and
everyone shares in the royal wealth. The chosen
monarch leaves their Duchy to take up residence in
the royal palace at the nation’s capitol of Corybyar.
He parts the strings of connection with his Ducal
armies, an important fact enforced in ceremony and
oaths to the gods. This stems from early years where
Arch Dukes attempted to rule the land by combining
their previous armies with the standing royal force.
Under each Duke are a number of titled nobility such
as Barons, Marquis, Counts, Siege Lords, and landless
knights. Those claiming knighthood usually only
have largely symbolic and hereditary titles handed
down from father to son. This is not always the case
and a few landed knights still exist in the Ghorfanan
noble roles. Landed nobility are required to maintain
troops, appoint magistrates, and tend to their lands
for the kingdom. The nobility also leverage for
positions of power within the economic framework
of Ghorfar. This ambition and competition couples
with intrigue to gain power, resulting in fierce, even
deadly contests of will. Each of the cities and large
walled towns in Ghorfar has semi-autonomous
mercantile councils rule to run them. Each Guild has
a representative on the council and the council then
appoints a city mayor. These mayors answer directly
to the crown, bypassing other noble authonties and
provide an outlet to the crown around the other
nobles. Gladiatonal games are very popular and all
cities have arenas of one size or another. A majorty
of the games are non-lethal but the heart of the games
is the fighting between the gladiators. The gladiators
are drawn from the ranks of condemned men, usually
prsoners taken in war and escaped slaves but in their
number are a few who come to compete by choice.
Religion & Power: Religiously open with the deities
Borsala, Skirin, Megalon, Lady of the Silver Moon,
Fahde, and Justinom dominating. Technology is
known but seen as something from the ancient times.
Magik is the true power and it towers over the others,
keeping spintualism and psychic power in its shadow.
Prejudices & Fears: Deodanths were at one time
quite a scourge in certain areas of Ghorfar. After a
period of bloody warfare and a treaty 800 years ago,
Deodanths have all but faded away from the minds of
Ghorfanans. Still, lone travelers and small parties
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occasionally disappear, and the ‘Black Demons That
Walk Like Men’ are the dread bogeyman to all
Ghorfarans to this day.

Ghorfanans feel they are the true heirs to the
legacy of the Dreaming Isles and fight with Chund
over this fact. Ghorfarians believe they are the best in
the magikal arts and take affront when others do not

agree.

HOHENARE

Background: Sickened by the depredations of the
great wars wrestling across the land especially in the
south around Arduin entire families of Elves
uprooted from ancestral lands and moved northward.
Some left by choice and others with the specter of
death and murder chasing behind them eager to dine
on their bones. South of the Shangulurians and west
of the Tremble Heart Mountains in the deep forests
others looked upon with fear, a home was made.
Hohenaré grew into nation over time, the differing
Elves finding comfort in the company of one another,
and soon formed a new nation under a new king.
Not without challenge, of course, as not all looked
eagerly upon another Elven nation, or mistakenly
thought the Elves may have taken the secret of the
Nexus Gates with them to their new home.
Eventually, the wars ground to a halt and when the
Arduin Accords where signed, Hohenaré was among
the first to agree, for many within her forested realm
once called Arduin home. Times were good then as
the world sought surcease from battle and the flags of
war adorned halls instead of the fields of battle.
Hohenaré felt the touch of peace for the first in 2
long time and they have fought to maintain it since.
e Hohenaré Culture +30, Wood Elf Culture +20
e  Hohenaré History +30, Wood Elf History +20
e Read/wnte & speak High and Low Elven and

speak 3 other tongues.

TL +1

Beast Ken +3, Social +5, Wildemess +5, Long

Bow [Weap] +3




CULTURAL INFLUENCES
Arcane Hentage Military Hentage
Arcane Traditions Missileer Hentage
Beast Tamer (Golden Owl) National Charge
Community Spinit (Recover Artifacts)
Cultural Confidence Nadonal Charge
Cultured (Elven Survival)
Faene Hentage (Seelie) Nadonal Pride
Forest Born Religious Traditions
Guermlla Fighter Rich Crafting Legacy
Individual Path Self Taught
Martial Art (Aenllion) Silver Shang Elf
Medical Lote Warnor Traditions

Dress & Decoration: Functionality is the central
idea behind most forms of H6henaré dress. Ridets
typically wear soft hide trousers, which lace in the
front and commonly accompanied by a belt that is
hung with pouches. The Hohenaté linen shirts lace at
the neck and are close fitting. Boots are wom to give
added traction and softness to the step while keeping
the feet relatvely cool. Many Hohenaté wear light
cloaks or caps pinned at the neck, shoulder, or both.
For times of ceremony, Hohenaré will don a long
robe, elaborately worked with thread into patterns of
life and made of the finest matenal available.
Hoéhenaré revel in the use of color to compliment and
enhance their forms. They enjoy the entire range of
color and apply such hues to everything they make or
use. Equally fond in Hohenaré culture is the
arrangement of hair and its decoration.

Oudook: Hohenaré guard their cities and their land
as carefully as they guard their children and see them
with almost an equal patemal light. Frequently, a
Hohenaré will declare his city with equal pride as his
nation, counting it in part of his lineage. Héhenaré
are proud and happy but not in an ovedy frivolous
way. They delight in the land, enjoying its bounty,
and horses, which they hold quite dearly. Long lived,
they have patient view, but if angered will the grudge
for a millennium. As a naton of mostly Elven
composition, they are a ranty in a2 world of more
populous races and are extremely uaremorseful in
what it takes to ensure their sovereignty stays intact.
They learned well this need in the Nexus Wars, and
many of the Elves that seeded Hohenaré had roots in
that fair Elven country. Watching their homeland
bleed Elven blood and die under the hands of
invaders has emphasized the need for control and
deterrence on a scale none dare threaten. This need
has Hohenaré Elves leaving their home every year,
seeking the world for the lost Elven treasures, hoping
that in the relics lost in the past wars there lays the
hope to ensure Elven survival through the threat of
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overwhelming retaliation. This drve is the nation’s
soul and totally consumes many Elves.

Society: Hohenaré is greatly isolationistic, though
events have pulled it from this state many times.
Quarrelsome neighbors such as Hytkhalla, Morvaen,
and even Kyr push and jibe to expand their borders,
thrust to do so by the intetnal and external pressures
of their individual natons. While all these nations
and others have invaded, none have pierced the
verdure fastness of the Silver Shang that keeps
Hohenaré strong. The Silver Shang Forest is the
redoubt and strength of H6henaré, and almost all the
cities of the land lie within its canopied stretch. Their
cities are considered quite beautiful (or despised,
depending on your outlook) and are engineering
marvels blending 2 mix of wood and stone into
fantastic creations. Hohenaté build with the pulse of
the world, taking advantage of what Khaas has
provided and rarely alter the course of the land or the
forest to suit their own needs. They build cautiously,
taking time to sculpt wondrous creations, enhancing
architecture with their skill to give a sense of
openness, solidity, and beauty in everything.

Religion & Power: Hohenaré is religiously closed
with the religions of Eru, Pegonus, and Piadahr the
strongest. Magik is considered the true power,
especially rune magik while technology and psychic
power are considered lesser. Spintualism has a low
level influence and is well accepted, if little spoken
with foreigners.

Prejudices & Fears: They feat the loss of their
homeland and feel powerfully all things Elven should
be in Elven hands and no othets.

HYRKHALILA

Background: Hyrkhalla is a bloody, vibrant nation
with 2 checkered history of broken promises and
aggression, well known for their savagery in battle and
ruthless, blunt diplomacy. Heir to a bloody and
violent history, Hyrkhalla sits north of Viruelandia
and contests with the great nation as well as all of its
neighbors. The fighting is almost good-natured on by
the Hyrkhallians, and they bear no grudges if they
loose, which happens more often due to intemal strife
than anything else. More than once Zirhaine,
Viruelandia or Hohenaré has felt the savaging of
Hyrkhallian teeth, only to find them leaving the field
to deal with some intemal strife not too long after.

e  Hytkhalla Culture +15

e  Hyrkhalla History +5



Speak Hyrkhallian and use Amazonian for
wating. Speak 2 of Morvaenian, Viruelandian or

Arduinian.
TL +1

Athletics +3, Combat +3, Guard +2, Military +2,

Wilderness +2
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Q‘ Arduin Legend: g

Elven Maiden Simullaque
When the Elves fled Arduin for during
the Nexus Wars after the fall of the
Dawnstar Kings they trekked northward
through their bitterest foes, the
p— Morvaenian, slipping like thieves across
plain and mountains until they entered
into the foreboding Silver Shang Forest.
At least, foreboding to all else. Their
distant kindred within, the Elhkyn Seelie,
welcomed them, healing the wounds of
the war, shrouding them for a time in the
mists of peace. The Elhkyn Seelie faded
from the wortld after time some some
Elves took upon themselves the strength
of the Seelie, taking a part of their house
and power. Simullaque was one such, a
noble among Elves, both in blood and in
demeanor. In her long life she retneved
many of the lost treasures of the Elves and
was the subject of many wild and
wondrous tales. Her greatest is perhaps
her last, where on the Fifth World Ring
Quest, she wrestled the undead Sea Giant
King of the Crimson Current to a
standstill to free their ship. It was not
without price, though and he in turn took
her eyes and hair, tearing them from her
face and head. Blinded and blooded
beyond care of life, she cast her fury into
the ocean, nving it with her anger and
power. Slain at last the undead giant fell
and she took from him the hairs of his
beard, weaving them into foam colored
locks to replace het own. Tired at last of
adventure, she returned to her first love,
the Silver Shang, and dwells there still.

CULTURAL INFLUENCES

Amoral Tendencies Military Pursuits
Battle Mandate Military Traditons
Beast Tamer Passionate Spint
Border Life Ruthless

Criminal Hentage Social Mobility
Cultural Fame (Vicious) Supersutious
Cutthroat Society Wardor Birthrght
Martial Art (Hndyn-Kcor) Warnor Traditions
Military Heritage

Dress & Decoration: Hyrkhallian garb is rustic and
simple when compated to more flowery dressing of
Morvaen or Viruelandia, and the Hyrkhalla tend to be
snide in this lack of appreciaton for different nations’
gatb.  Standard gamments for Hyrkhalla is sturdy
trousers with an open tunic fastened by a belt, often
studded with metal or stones to show wealth or
status.  Hyrkhallians in general are not inclined
towards non-military accouterments but do stll seem
to enjoy small, unembellished omaments of ivory,
bone, and like materals, especially fillets and holders
for their hair, which they wear in long braids.
Outlook: The intngue and scandal often found in
other courts is regularly seen lacking in Hyrkhalla.
They are direct to the point of bluntness and often
coarse in speech and manner. They are aggressive to
one another and to outsiders, and their system of law
1s as equally aggressive and final as their culture.
Strength and power matters more than truth or
justice, and all too often those with either of the two
can get away with murder, rape, theft, and other
criminal activities. Distrespect, however, is one arena
where all are seen equal, especially when it concems
women. While men are often openly contemptuous
towards one another as a display of bravado or
companionship, this does not apply to women, even
women warniors. Here is where no Hyrkhallian will
brook disrespect towards a woman. If she bears
arms, she is expected to seek her own justice. If she
does not, then those who do and witness the act will
do it for her. Aside from this archaism, women of
the land are considered same as men in all ways —
fighting equally, living equally and having the same
nghts to nobility and the continuation of their line.
Society: Hyrkhalla is sometimes called Wolf's Land,
pomarly due it’s soldiers who wear the full pelt of
wolf: head, tail and all, and wear the teeth, claws, eyes
as accouterments. Their savagery in battle is matched
only by their fierceness of culture. Hyrkhallians dwell
under a loose form of monarchy with a king that
switches every few years due to the many bloody
skirmishes that break out over the wolfshead crown.
Monarchs are usually drawn from the domains among
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what Hyrkhallians consider nobles, though this is not
always the case. Attaining nobility in Hyrkhalla tends
to lean towards slaying whoever is in charge of the
area you want to claim and declaning yourself in
charge instead. Equally occurnng is the usurpation of
lands through the strength of arms or dominance of
politics. The Hyrkhalla practice Lgarytiet, where one
noble with enough power can subjugate another and
form a bond of servitude. Those bound to service
under the Lygarytiet are considered one with their
Sdminyor (lord) as far as an accounting of lands,
warriors or goods. Such bonds are only broken by
death or the passage of ten generations. Hyrkhalla has
no strong social divide outside of the gulf between
those free and those who dwell in slavery. Their
society breaks approximately along three lines: the
nobility (including the King and his immediate
family), the commoners (freemen, merchants and
small landholders), and the enslaved. Nobility are the
promary landholders and tend to possess the most
sizeable expanses of land.  They are directly
responsible to the current king (under Lygarytiet any
noble beholden to another is considered one and the
same as the Stlminyor in the relationship of the two)
and collect taxes, muster troops and upkeep the land.
The king maintains a large central army and no noble
can exceed or match the size of its garnison (though
some come close). Nobility are given great leeway
(mainly because most kings find it is next to
impossible to control them) in their affairs. A few
things are considered sacrosanct and within the
authority of the king alone. These are the right to
declare peace between nobles, but this is only done
during a state of war with another nation. The right
to demand troops and while nobles can delay in
providing troops they cannot refuse in providing
them without invoking the enmity of all other nobles
in the land and paving the path for the king to declare
them a hndyn-conryl, or diseased wolf. Lastly, the
king has the right to demand a noble provide a show
of force. When a Hyrkhallian King demands a show

power and spintualism are looked upon favorably and
used when its advantage is clear, especially in battle.
Prejudices & Fears: Wolflings are rare in Hyrkhalla
but considered children of the gods, and treated with
a near semi-divine reverence. This depth of feeling is
a sword that cuts both ways though. Hyrkhallians
expect from a Wolfling all those traits they imagine
and venerate: almost divine ability in battle, courage
and daring. A Wolfling can find a golden path in
Hyrkhalla, the Wolf Land, but will find almost all
Hyrkhallians testing them at every opportunity untl
their prowess is widely proven. Totally Opposite of
the Wolflings is Deodanth: who is hated, reviled, and
bitterly attacked on first sight. The Black Demons
that Walk on Two Legs are universally despised and
given no mercy by any lest they be given the same
punishment levied upon the Black Demons.
Deodanth are shriven, quartered, burned, and the
ashes of their remains thrown into the rvers.

ITHALOS

Background: Ithalos is an old country with a
distinguished history, known for its political and
diplomatic acumen in all situations. Ithalos has a
proud history of people who have left their mark on
the broad scope of history. Its current cycle of
history is one of isolationism.
e  Ithalos Culture +30
e Ithalos History +30
e Read/write & speak Ithalosian and 2 other
tongues.
TL +1
Clandestine +1, Onate [Perf] +3, Act [Perf] +3,
Social +5, Urban +3

CULTURAL INFLUENCES

of force, he is checking a noble’s loyalty. The king ~Arcane Hentage Inhentance (small)
sends an amount of his own troops to garrison the Arcane Traditions Martial Art (Coichit)
noble’s lands and protect them from any harm while Athleticism Mercantile Traditions
the self same noble musters his own soldiers and Border Life Military Heritage
appears on the Succubi Plains (if in the north) or the Culinary Hentage Monarchy
Silver Boar Plains (in the south). This tactic has been Cultural Confidence National Pride
used several times in Hyrkhalla’s past to end more Cultural Fame (Diplomatic) Noble (minor)
than one presumptuous noble’s life. Cultured (Philosophy) Passionate Spint
Religion & Power: Religiously open with Tyl-Rhaen  Gladiator Customs Criminal)  Religious Traditions
(state religion), Megalon, Machichrondahr, Bhar- Gladiator Customs Warnor Traditions
Kanis, Fenris, Loki, Odin (Temple of Iron), and (Professional) Well Educated
Amarydion dominating. Technology, Magik, psychic ~ Harsh Political Climate
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Dtess & Decoration: Ithalosians wear warm,
woolen cloaks over sleeveless tunics, shirts, and
trousers bloused over or into boots or even breeches
in the warmer months of the year. Color is wom to
best reflect an individual’s appearance and to suit the
time of the year. Women use combs in their hair.
Outlook: Ithalosians enjoy knowledge and mystery,
and typically are quite secretive about themselves
while inquisitive of others. The art of spying and
investigation is a high form here, and the fight to
preserve privacy while piercing another’s is something
the Ithalosians do daily without thought. While
typically diplomatic and subtle about it, from time to
time prde is bent and honor besmirched; the source
of most of the battles and duels in the land.
Discussion of philosophy and the debate of existence
1s an exercise all Ithalosians often partake. It fits into
the general belief in their supenonty to all others in
the matters of art, diplomacy, and intellect. They are
consummate diplomats and have mastered the subtle
pressures to a prnime art. Sadly, this tends to only
apply to foreigners, and Ithalosians are as ill tempered
to each other as people are in other lands, the przed
Ithalosian subtlety failing when dealing with one
another. In contrast to their civilized and suave
manner, Ithalosians delight in the barbanc displays of
the arena. Beyond games of sport, races, and like
displays, are the criminal gladiators, sentenced to fight
in the arena as a punishment for most serious crimes.
Perhaps most telling of Ithalosian growing fanaticism
about the games is the many cnomes ordinanly
sentenced with death or long impnsonment are
converting to sentences to fight in the arena. While
this has a growing following in Ithalos, the arena
games are by no means their only outlet for fun or
recreation. Wrestling, or Ithalosian Coichit, 1s a
particularly well-held pastime.

Society: The Ithalosian monarchy is based on a royal
family whose bloodline is unbroken from the
beginning of Ithalosian history. The royal family
actively practices polygamy where it is otherwise
illegal to do so under their laws. This has kept the
royal family with frequent sons and daughters and
ensured the royal line continues. Those who marry
into the royal family are heavily scrutinized pror to
admission and must be established nobility, ie. landed
families whose unbroken bloodlines stretch back at
least 2250 years. All Ithalosian nobility is landed, and
no new noble houses have been established in many
years. The last house founded in Ithalos is still
considered new, even though their founding was 5000
years ago! Nobles handle a majorty of low-level
administration in the government, and the problems
they cannot handle are elevated to the royal courts.
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They ate also required to raise armies, taxes, and
defend the land granted to them by the throne. All
power stems from the throne or the crown and strict
adherence to this fact is expected. Nobles swear to
the throne or the crown (they are synonymous)
instead of 2 monarch to demonstrate the perpetuity of
the ruling line and not an individual king or queen.
The expectation of younger nobles to serve the crown
militarily is common, and many do so, earning
distinguished positions and awards. - This is the
accepted path for young knights and noble sons,
especially coals and stones of royal families. Coals are
those noble sons that are extra to the perpetuity of
the line but needed just in case. Stones are the
bastards, by blows, or are just so far removed that
they are near equivalent to the first two.

Religion & Power: Religiously open with the gods
Diora, Megalon, Machichrondahr, Amarydion,
Galidos, Jaiquell prominent. Magik is accepted but
psychic power is used widely in Ithalos. Spintualism
and technology are known but little used or regarded,
seen as inferior to mental power and magk.
Prejudices & Fears: Ithalosians also do not tolerate
filth, bad manners or shoddy workmanship. Streets
and buildings in Ithalos are ordesly and clean, the
almost reflexive disdain for poor, dilapidated
conditions and shoddiness ensuring it. Those who do
not cling to this thinking are considered worthy of
nothing but their uttermost contempt. Ithalosian
arrogance is legendary and they are wont to turn a
nose at what they consider squalor among other
people.

KHORSAR

Background: Khotsar 1s a homogenous land, with
deep Dwarven holds in the Grey Mountains, wide
ranging tribes on the plains that spread from the base
of the Heaven Wall Mountains and high, walled cities
in the fertile fields and banks of the tivers that nurture
its land. The land is vibrant and strong, rich in
history, national pride, and filled with fierce people
unyielding to any hand but their own on the path to

fulfill their desuny.
¢ Khorsar Culture +25
Khorsar History +30

e Read/write & speak Khorsarian is and 2 of
Ithalosian, Morvaenian, or Arduinian.
TL +1
Beast Ken +3, Ride +5, Social +2, Religion
{Know] +2, Javelin [Weap] +3




CULTURAL INFLUENCES

Agricultural Heritage Hot Blooded

Beast Tamer (Horse) Military Heritage
Code of Conduct Missileer Hentage
Cultural Fame (Pious) National Pade
Cultural Abhorrence (Technology)

Equestrian Hentage Plains Born

Faene Hertage (Seelie) Plains Dweller

Five Metals Kobbitt Religious Traditions
Gray Mountain Dwarf Storytelling Traditions
Heroic Hentage Warrior Traditions

Dress & Decoration: The Khorsarian overcoat is a
leather garment used universally by Khorsanans in all
walks of life. The overcoat is durable and has a
padded lining that keeps you warm in the cold and
allows ventlation in the hot. The overcoat is a widely
exported icon of Khorsaran culture.

Outlook: Khorsanans are known for their pride and
energy, but just as equally for their intemperance and
reckless natures. Khorsarians abhor all technology
and feel uneasy using even something as complex as a
crossbow. The Great Inundation left a powerful fear
and anger towards all things technological, regardless
if most could not determine the difference between
magik and technology. It is very common mistake
made, and one that could easily incite 2 mob, ready to
tear the offender from limb to limb. Gray Mountain
Dwarves are perhaps the only exception to this view,
a sort of lopsidedness to the Khorsarian mindset. As
they retumned to the country and fought Morvaenian
annexation, they are given some leeway by the general
populace and allowed more tolerance.

Society: In Khorsar’s past, the land’s rulers, not
listening to signs and portents, cracked open the
bindings of strange arcane technology taught by
learned masters that came from far away via the
Nexus Gates in Arduin. The magik of this crafting of
metals, minerals, and essences bumed through the
land like fire on dry grassland. So enamored with this
technology were the Khorsar that they turned away
from the temples and thanes of the gods. Angered,
the gods opened the firmament, sending streamers of
water pounding on the heart of the land like
hammets. In a day, from the Tourmaline Mountains
to the Soul Moon Mountains, all was covered under
water. The Great Inundation did not stop for a year,
though it slackened greatly after the first day. The
heart of the great kingdom was swallowed in water;
her people swept away and with them the teachers
and the arcane technology. The nvers crawled like
worms across the land, shifting in their banks, some
at times even running backwards as the wrath from
above pounded the land low. When the rains ceased
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the land lay raw and exposed, covered with a grey
sheet of water from the Grey Mountains to the
Heaven Wall Mountains near the ancient Oakendatk
Forest. The kingdom lay in ruins, its people scattered
to the winds and its civilization wrecked and ripe for
the picking by the vultures of its enemies that lay in
wait. In the 75 years passing as the waters receded,
many Khorsar fled, feeling their homeland cursed.
That true to Khorsar, even against what they thought
was the god’s will, stayed and fought against Morvaen,
weathered the whispers of alliance by Arduin to the
Grey Mountains and many others. Hope sprung
from the knowledge of a living heir to the royal line,
who was rallying people to him in the country of
Ithalos. Under his lead, the fierce horse nders of
Khorsar and her people retumned, amazed so much
survived and mourning that which was destroyed.
While the land lived anew with grass and flower, and
the trees surviving the deluge raised palsied leaves to
the sky, the Tyranchor Mountains were ringed with
waters and the cities and settlements on the plain and
heath were cast down in ruins. Rebuilding was harsh,
but the king retumed to his throne, assuming the
ancestral powers given to the kings. There was much
battle particularly with Morvaen. Only after 30 years
of fighting were the Morvaenians pushed back to the
Ornchalcum Mountains. Only time, rebuilding, and
war could retumn Khorsar to its prior heritage and her
people took to this challenge with a will. Almost one
hundred years would pass before Khorsar would feel
her glory shine once more.

Religion & Power: Khorsanans revere Pegonus,
Megalon, Eru, Piadahr, and the Lady of the Silver
Moon. They accept magik, spiritualism and psychic
powers but abhor technology. The Khorsar have not
forgotten, however, why the calamity was wrought,
and are unceasingly vigilant in destroying technology.
Prejudices & Fears: Khorsarians are an open
people but have evolved a fierce protectiveness of
territory, especially in light of history. They have
sworn to never fail again and love no instruction not
their own.




KOZANGI DALES

Background: Many often see the Kozangi Dales as a
brooding land with a mystenous and somewhat
sinister air. In truth, this is not assisted by the
inscrutable miens of the inhabitants, who when out of
their country are often closed and forbidding to the
curous. In their own land, they are quite different to
both strangers and frends alike, open in greetings of
‘Falhaine?” and the traditional wide spread gesture of
arms that is the sign of peace and friendship in the
dales.
¢ Kozangi Dales Culture +30
¢ Kozangi Dales History +20
e Read/wrte & speak Andinjul and 1 other
tongue.
TL +2
Combat +3, Pneuma +2, Religion [Know] +5,
Sodial +4

CULTURAL INFLUENCES
Arcane Traditions Religious Hentage
Ascendant Religion (Falhaine)  Religious Mandate
Courtly Ceremony Religious Pursuits
Cultural Fame (Pious) Religious Traditions
Cultural Fame (Feared) Storytelling Traditions
Cultured Superstitious
Kozangs Khai Shang Urban Wisdom
Medical Lore Well Educated
Military Heritage

Dress & Decoraton: Kozangi Dale’s folk wear
headscarves frequently and have an art out of
wrapping them well and fashionably. Women will
wear the traditional double dress with flaring angel’s
wings sleeves when not infected with foreign styles or
the more abbreviate short garbs for the prvacy of
their homes or gardens. Men traditionally wear a
form of straight leg pant with tunic, usually cotton, or
linen.

Outlook: Reverence for Falhaine is given daily and all
the land comes to a quiet reverent peace durng this
time. Those trespassing on this hour are often slain
outright with no quarter. Falhaine, the word of their
faith, is used openly though never in cursing or oaths
unless greatly moved or deadly serious.

Society: The Kozangi Dales is an ordered, sensual
land, caught up in religious fervor and ancient
traditions. Dales’ folk are full of contradictions, a
swirling paradox of countering contradictory mtuals
and traditions. They ate strong in their sentiments
towards cowardice, accepting death in order to avoid
its taint on life and family. In full opposition is the
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allowance for self-destruction: the path of protesting a
great misfortune or a way to redeem honor or status.
Polygamy is common, a badge of wealth and status.
Male or female may partake of this custom, though
prestige is still marked through the male line. The
myriad Kozangi Dale habitual requirements for
bathing, the cleaning, and ntuals around that may
freely touch their clothing without contamination are
legion.  Those of the realm have a strong belief in
the old tales, sometimes viewing the world they dwell
in as a dream, which must be lived through untl a
retumn to paradise. This view built out of the land’s
slow merging with the continent of Khaora across
periods of time when it was present here and present
in their previous land. The final convulse of the
decaying nexus thrust them utterly into Khaas, an
event they remember with fear and trepidation. To
them, paradise is the land of the forefathers, the lost
land - beyond reach in this world but not in the next.
The dead are seen with a mixture of reverence and
fear and only those consigned to death (typically any
with fatal diseases) may touch the dead freely;
afflicted of its taint already. Thete are exceptions to
this, such as on the battlefield and in ceremony.
Bodies are bumed on high towers to release their
spirits from the grp of the earth after a perod to
allow the catrion crows to pick at the body and
release any evil bound within their corpse.

Religion & Power: The Kozangi Dales are closed
religiously and follow Falhaine. Other deities are not
revered though they may be acknowledged, like the
vast ranks of spirits are recognized and honored,
though not worshipped. Technology is little known.
Magik holds a respected place but fills people with
unease if displayed openly or ostentatiously. Psychic
powers are respected and seen as an outlet of faith.
Prejudices & Fears: The Kozangi Dales folk have a
powetful collection of beliefs around crows, ravens,
and rooks. These creatures flock in great numbers to -
the dales and are provided with a certain reverence
since they are seen as part of the transition for the
dead. By law, none can slay one of these creatures
unless the cause is clear and public before witnesses.
The penalty is slow disembowelment followed by the
staking out for the selfsame birds to devour alive.




KYR

e  Background: Kyr is a rich society of horse clans
who gave up the traditional nomadic life on the grassy
plains for a more settled life. The Kyrian kingdom is
a collection of these clans who, by consensus, accept
the rule of a titular king. One clan or another tends
to dominate the situation, as the monarchy 1s handed
to the most able, well thought of, and desiring among
the clans.
e  Kyr Culture +25
e  Kyr History +20
e  Speak the Kynan tongue (no wrtten form exists)
and 2 other tongues.
e TL+1
Beast Ken +4, Ride +5, Wilderness +4

CULTURAL INFLUENCES
Ancestral Hatred (Vorgoé) Passionate Spint

_Beast Tamer (hotse) Religious Traditions
Equestnan Hentage Self Taught

Great Grass Centaur Storytelling Traditions
Heroic Hentage Superstitious
Inhertance (small) Warrior Birthright
National Pride Warrior Traditions

Dress & Decoration: Kynans wear clothes made of
leather and wool, warm coats, and furs as their cloaks.
Women mirtror men if they are a2 martial bent or wear
different dresses and skirts, which are usually made of
leather. Decorations are sought in jewels and bands
of beaten metal and leather.

Outlook: Kynans, by and large, are hard working,
patient, polite, honest, and very friendly. Somewhat
civilized, the Kyr are stll wild and free at heart,
spending a lot of time in battle, ranging the
grasslands, fighting in the mountains or the desert.
The Kyr have a strong urge towards primacy that stirs
in every one of them, male or female. Every Kynan
thinks that his or her own family, clan, or ity 1s better
than any other. This leads to compettion and nvalry,
frequently culminating in duels of spears, bloodshed,
and sometimes inter-clan warfare. This competition
1s even seen in dress, and particularly amongst the
warrdors and hunters, centering in war trophies or
badges of ability, as they try to eam and thus wear
mote and more elaborate and bravery tokens to
demonstrate their prowess and courage. Men and
women contend on equal footing in Kyr, and many
warrior women and huntresses ate in the horse clans.
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Society: Kynans have truly phenomenal memores
due to their predilection for not wrting anything
down (their language has no wrtten form). Every
Kynan learns the role of his or her ancestors,
something they hold in great reverence. The worship
of the forefathers is powerful in the land, and even
those Kynans who cleave to the gods have a deep-
seated belief in the power of their ancestors to sway
the future and influence the present. Physically they
often seen as quite attractive by foreigners, dark
skinned, with deep, down-sloping eyes, and a usually
convivial air. They aren’t well known for pleasant
body aromas, since bathing does not hold high esteem
among them. Kynans are lucky to bath once a month
and are wont to use a fermented concoction made of
horse urine, fermented grass beads, barley wine, and
other unpalatable stuff as a cleanser that many find
offensive to the nose. They are accomplished singers
and dancers. The traditional songs of the Kynan
rders -are a-rich -content including lynics, epics and
folk songs. -Many of the peems, legends; proverbs
and fables have been handed down among the Kyr
for centuries and form the basis for their teaching.
Religion & Power: Kiyr is religiously open with the
deittes of Pegonus, Malkuss, Amarydion, and
shamanistic ancestor-worshiper as the prmary
religions. Technology is litde known and ill regarded.
Magik holds a respected place but fills people with
unease. Psychic powers are either mixed with magik
or feared as bizatre.

Prejudices & Fears: Slavery 1s held with great
contempt among the Kyr, both for those who take
slaves and for those who ate or become slaves. So
strong is their antipathy that should they become
slaves, a Kynan must cleanse himself by taking the
Curse of Seven, climbing Ikiin Mountain, or sutvive
the Blessing of Pegonus. The Curse of Seven is
undertaking to slay those who seek to enslave others
until 2 number equal to seven times seven the number
of days enslaved is achieved. Those under this
ternble oath wnte its curse on their chest and
forehead. The lkiin Mountain path is usually taken
by those with a more religious, arcane, or musical
bent. The mountain manifests rapidly changing
localized nexuses, usually of the entropic or one-way
sort, and typically without indicating their presence.
Wotse, a side effect of some of the nexus has inverted
time in localized regions, sending it spinning forward,
backward, or in multifold directions. Those who take
the Blessing of Pegonus seek out the great herds of
crown horses (named for the crown like marking on
their chests) and must survive a charge of such a herd
while plunking a hair from the crown stamp of a

horse as it passes.




MALGOREEM

Background: Malgoreem is a fiercely independent
land, home to nomadic tribes with old roots in the
Hamz Aleph, as well as Windn tribesmen who call the
region home from ancient times.

Malgoreem Culture +15

e  Malgoreem History +20
e Read/wnte & speak the Malgoreem tongue.
e TL+1
e Beast Ken +3, Ride +5, Social +2, Wilderness
+2
CULTURAL INFLUENCES

Beast Tamer (Horse) Nobility (landless)
Equestnian Hertage Nobility (minor)
Gladiator Customs Plutocracy

(Pit fighter) Quorm Mountain Gnome
Gladiator Customs Sun Fire Hobbitt

(Professional) Superstitious
Hamz Aleph Hertage Tnbal
Mercenary Customs Warnor Traditions
Military Heritage Windn Hentage

Dress & Decoration: No singular mode of dress
exists. Malgoreem is as chaotic and polyglot in dress.
Outlook: The most well known attributes of the
Malgoreem people are found among the wandering
tobesmen and the nomadic Windri. The tnbesmen
have a strong belief in eating the flesh of enemies,
especially treasured ones. The other is the veneration
for equines, which they carry to extremes, treasuring
them even over blood and kin. The nomadic Windn
are segregated from the civilized Malgoreem due to
their open reverence for were-creatures of all kinds,
respecting this ability as a gift of the gods instead of
some vile inflicted curse.

Society: The entire nation is one of contrasts —
civiized outposts and sprawling  demesnes
intermingled with nomadic roaming tobesman and
subterranean redoubts.  What the outsider to
Malgoreem sees is the rank and file of dukes, lotds
and princes that unite to form the patchwork
government of the land. It is their mobile infantry,
with javelineers, and body length, shielded spear-
wielding warriors that outsiders remember and know
beyond its borders, not the flesh eating revered
mystics of the wandering tribesmen, or the respect
those of were-kind are given among the nomadic
Windn. In addition to these soldiers, the outsider
sees the badges and patchwotk of dozens of
mercenary groups, its normal for a town or stead to
use mercenaries.
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Religion & Power: Religiously open with animism
and spintualism as the over arching pnme religion.
Technology is next to nonexistent for Malgoreem but
they know and respect all other powers.

Prejudices & Fears: Malgoreem, especially the
nomadic ones hold an unreasoning fear that the land
will open and swallow the world some day in the
future. They openly accept were creatures as a gift
and show respect to enemies by consuming their
flesh.

MARAGORE

Background: Maragoré was a restless, but relatively
stable kingdom, known for its tough, diverse people.
A central king ruled over small provincial satrapies
and as long as the central taxes were paid and the
fighting internally was not too unbearable, the
provinces and their races were left alone and the
central government away. A time came however,
where this was not enough and internal warring led
the country to ruin and left a Urukk led horde of
diverse races in its place, ruling the war ravaged bones
of what is left of Maragoré.

e 2 Racial Cultures at +5

¢ 2 Raaal Histories +5
e Speak 2 racial tongues
e TL+1
e Caome +3, Wilderness +5

CULTURAL INFLUENCES
Banditry Monarchy
Criminal Hentage Mountain Bomn
Cutthroat Sodety Shell Back Gnoll
Faerie Hentage (Unseelie) Shell Back Otcs
Forest Born Silver Urukk
Maragoré Hentage Slaving Traditions
Mercenary Customs Warnor Traditions

Dtess & Decoration: The hotde that exists in
Maragoré has no singular means of dress or
decoration.

Outlook: While as varying in outlook as
composition, every race in Maragoré seeks
independence and autonomy and attacks with savage
intensity any attempts to rebuild the old monarchy.
Each racial group fights internally over space and
rights to land or spoils.

Society: The entre region is chaos and what litde
social structure exists is a military one centered on the
Urukk led forces that sacked capitol and lead the
hotde.

Religion & Power: No single belief exists and




varying atttudes towards magik, religion, psychic
power and technology exist. All races, however, view
spititualism with reverent awe and pay homage.
Prejudices & Fears: The horde that exists in
Maragoré has a wide ranging set of beliefs, prejudices
and fears.

MARMACHAND

Background: Marmachand is an old country whose
reputation is the dark, sultry, and devious — feared by
nations for its intrigues and magik. Its decadence is
legendary, its actions noxious and intrigues legion.
The reputation of the land, its datkness and fulsome
coupling with the Gods of the Black Pantheon, lends
much to the country’s influence. History speaks of
Mammachand like an omnipresent jewel, glittering in
the dark with malevolent light. It featured in every
defining portion of history, mentioned in scraps from
the time of the Great Night War, murkily playing a
part in the onset of the Interstellar Wars and
supposedly, the road through which the Time Lotds
found Khaas and entered the wotld. Durng the Wars
of Life they were present but mote as carion crows
lutking on the edges. Marmmachand lay with the One,
finding avenues to power in its chilling shadow but
quick to discard it when it withered and fell. The tales
of Marmachand are legion and spoken everywhere
~evil lurks or night reigns. Marmmachand likes to lurk
behind the scenes, and rarely strikes overtly, seeking
to move through others.
e  Mammachand Culture +20
e Marmachand History +20
® Read/write & speak the Marmachandian tongue

and three other tongues.
o TL +2

Act [Perf] +2, Arcanalogy +2, Pneuma +2, Intel

+3, Social +3, Underworld +3

CULTURAL INFLUENCES
Ancestral Hatred (Chardos) Cultural Fame (Pious)
Ancestral Hatred (Faerie)  Cutthroat Society
Ancestral Hatred (Talafar)  Harsh Political Climate
Arcane Birthaght Marmachand Deodanth
Arcane Hentage Mercantile Traditions
Arcane Legacy Military Heritage
Arcane Traditions Nobility (minor)
Anstocracy Religious Hentage
Ascendant Religion (Black Pantheon)
Crminal Heritage Religious Mandate
Cultural Confidence Religious Pursuits
Cultural Fame (Damned) Religious Traditions
Cultural Fame (Decadent)  Slaving Hentage
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Dress & Decoration: Clothing is subdued and
Marmachandians usually wear coats, tunics, trousers,
and skirts. Their clothing is usually made of cotton,
linen and silk. Styles range from the very simple to
exotic and complex. Marmachandians wear shoes,
boots and any other footwear suits them. Clothing is
a part of the intricate social dance and its wear,
matedal, and cut are -part of the communication
between Marmachandians.

Outook: Marmachand is attobuted with all evils in
the eyes of those who despise and fear the country.
More place than any, in the temperament and visage
of the nobility is where this is evil most evident. To
the noble Marmachandian life truly has no sanctity
and is cheap coin spent freely in the many games that
whirl around them as thickly as the shadows of
winged messengers fluttering overhead in the cities.
This play consumes them, the only true diversion
from the other ghoulish appetites and desires
commonplace and yet so dreanly mundane. Slaves
and slavery dominate everywhere, and they are
squandered freely; a slave underfoot is killed without a
glance to a guard, or forced to dance with heated
metal shoes for amusement. Marmachandian appetite
for slaves is untivaled by any other nation of Khaora
and they use the lives of slaves like water, demanding
more to fill the chains, harems, and altars.

Society: A strangetr coming to Marmachand would
expect a dark and shrouded land, with temples nsing
high towatds the sky with screaming sacnficial victims
whose hearts were tom beating from their chests.
There is a land like such in Khaora, but it is not
Marmachand. At first glance, on the extenor,
Marmachand is like any other land in the south of
Khaora. Warm, sometimes sweltering with people
moving around caught up in the affairs of their lives.
Yet, the exterior often veils what truly lies inside.
Upon moving close, you can begin to see the intricate
game of intrigue where each Marmachandian plays a
part, where everyone expects to be used, from the
highest noble to the lowest peasant. Each word
uttered is weighed, every phrase spoken to give
double, trple or even deeper level of meaning.
Seemingly inane conversation is charged with spidery
levels of innuendo, hinting at unfathomable
dimensions of intrigue. The movement of the hands,
the incline of the body or turn of the head are all
aspects of the hidden level of communication
occurning between Marmachandians.  Everyone
knows his or her part in the game. A farmer does not
become a successful farmer because he farms well;
nor is it the pnce of his crops or the breadth and
nchness of his harvest that determines his wealth.
Altogether, other reasons play into his success.




Families are large in Mammachand. Unconcemed
parents often see their children disappear or taken; a
child gone missing is nothing, or a petson kidnapped
for sacrifice. Victims find no succor in the people
around and screaming echoing up and down the road
for three nights is nothing of concern or attention as
strange. There are no hard lines of heaviness, pain,
sorrow or even surprise on the faces of passersby as
they move around in their daily business and see a
person ran down and flogged to death with barbed
whips. A violent death at the very side of a diner is
nothing out of the ordinary. Taverns look normmal
except for the screams coming from upstairs and the
drip, drip, drip of blood from a pool on the ceiling.
Prests of the Black Pantheon are everywhere and the
return of the Elder Gods is a fact; only the time is
uncertain.

Religion & Power: Marmachand is religiously
closed with the Black Pantheon dominating
Technology, psychic power and spiritualism are used
as tools in the great game all Marmachandians play.
Prejudices & Fears: Marmachandians have no
regard to the sanctity of life and view the thought of
afterlife with even less regard.

MISTY ISLES

Background: The Misty Isles’ history is full of stnfe,
conflict, and war; all to satiate the well of aggressive
energy islanders seem to have to one extent or
another. The Mist Isles were once a tangle of
separate nations until forged into one under the heavy
fist of the first true queen. Her line, those of the
blood of Deinomache, held sway for a great period,
only wavering when the daughters of the final
Deinomache queen both claimed the Mist Wind
Throne. The battles between the two were called the
Conflict of Queens and it tore the kingdom apart and
led to both of their deaths. This break in the line of
blood for the nation caused a titanic splintering of its
folk whose effects are felt stll in the Misty Isles.
Thereafter, no single line of blood would ever hold
the throne for more than three generations before
another of the nobility would raise up to cast them
down. The Misty Isles has figured prominently in
much of history, stormily birthing many nations on
the eastemn coast, fighting with the Pandoons and
Quawima, and participating in every major event
starting with the Wars of Life and ending with the
Nexus Wars. Recently, the Misty Isles overextended
in a series of ventures and several cycles ago, and lost
numerous colonies and the conquered land of
Alazahr. In a play by the queen to cut the economic
drain of some colonies on the islands, the country of
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Thund was retumed to its people, as well as a few

colonies in the Orichalcum Ocean.

e Misty Isles Culture +25

e  Mist Isles History +30

® Read/wrte & speak Amazonian and speak 2
other tongues.

e TL+2
Dagger [Weap] +2, Cutlass [Weap] +1, Military
+2, Nautical Lote [Know] +2, Shortbow [Weap]
+1, Utban +1, Wildemess +2

CULTURAL INFLUENCES
Ancestral Hatred Matnarchy
(Dreaming Isles) Mercantile Birthright
Arcane Heritage Mercantile Pursuits
Atrcane Traditions Military Henitage
Athleticism Military Pursuits
Battle Mandate National Charge
Citizenship National Pride
Commercial Mandate Noble (landless)
Community Spirit Noble (minor)
Cosmopolitan Passionate Spirit
Engineer Traditions Salt in your Blood
Faerie (Seelie) Technological Legacy
Impenalism Warrior Birthright
Individualist Nature Watrior Traditions
Martial Art (Zan Zu-Ha)

Dress & Decoration: The isles’ clothing of choice is
a tunic, and a long garment which could be a skirt
around the waist, or drawn up to under or over the
breast and sometimes held with a strap. Generally,
the garment is referred to as an isles’ wrap, or
lislemondé. Some versions are full length with
sleeves. Often the fabric is woven with gold thread
for design, to indicate rank or nobility. Sandals are
common though boots are a close and second
favorite. While pragmatic in many ways, Misty Isles
Amazons delight in accouterments of gold, silver,
gemstones and like precious materals. The piercing
of the ear, especially the left ear is important, as each
piercing and decoration is to display an Amazon’s
fighting prowess in military service. The type of
metal and form of the decoration all related whether
an Amazon was an officer, marine, or corsair, or how
they were decorated in the battle. The presence of a
stone or a cluster of stones indicated the number of
battles participated in and won.

Outlook: Aggressive and energetic, Misty Islanders
are always in conflict with others due to their intense
drive. The competition and restless urge to conquest
new lands and explore the world has many times
caused war with other nations. Privateering is a thing
of romance and fame within the islands and the
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Amazons take special delight in attacking Dreaming
Isles ships. While strongly Amazonian, the Misty Isles
allows for near equality of males in the regions it
dominates. Men can hold rank, except those of the
higher nobility or military; they can own citizenship as
a woman can, and train in arms.

Society: The isles society is egalitarian, though people
tend to fall into one of three professions: fishermen,
merchants, and sailors. Misty Isles sailors ate held in
higher esteem than other Amazons, as the island
kingdom has a long tradition of sea farng and
mastery of wind and wave. Misty Isle sailors are
highly skilled, and command high prices for those
who seek their expertise. The Queen rules the Misty
Isles and is assisted by an oligarchic council, ranging
at any given time from seven to fifteen. The Council
draws its membership from known Misty Isles
captains, selecting those known to be expert seafarers.
Beneath the Council, magistrates and minor lords
govern on a local level. The isles are by no means
peaceful — the sheer energy of het people makes it
impossible. The country has had numerous intemal
wars, such as the Misty Mountains War, the Three
Banners War or the Conflict of Queens. Almost all
of these stemmed from internal power struggles over

proud on 2 national level, the isles are even more so
on an island and regional level. Every woman in
Misty Isles serves some time in the military, and many
make entire careers of it. Noblewomen hold the
ranks of officers, while those beneath them make up
the enlisted ranks. At least two years of intense
training and service in Misty Isles’ military is
demanded by the queen, after which the individual
women may leave to pursue trade or continue
militanly as a soldier. Moving around unarmed is not
a tradition the Misty Isles holds, everyone always
carries at least a dagger, and many bear the favored
cutlass of the isles at their hip. Women who are not
of the nobility are serfs, peasants, or citizens, although
most serfs eventually attain peasant status through
military service. From the age of 14 years, a woman
who distinguishes herself can attain citizenship after
four years of military duty, while most women who
fall short of distinction can achieve the same status in
six or eight years. Full citizenship with the dght to
vote is always granted after a decade of loyal service.
Religion & Power: Religiously open with Borsala,
Zindibindi, Athena, Artemis and Hekate (Olympic
Mysteries) dominating in order of power. Technology
and magik are respected and used, though unevenly
across the islands. Psychic power is known but litde
seen widespread. Spintualism is silendy accepted,
little spoken of but has a strong presence with
Amazons.

Prejudices & Fears: The Islanders don’t think they
are the most premier people they know it and ate not
afraid to let the world know it too. The Islanders
don’t think they ate the most premier people they
know it to their sandals and ate not aftaid to let the
wortld know it too.

MORVAEN

Background: Morvaen is an old land, inhabited
many times by varying peoples over a great span of
tme. Among the geography of the kingdom is a
multitude of ruins and relics commemorating or
reminiscent of these lost people and kingdoms, which
have come and gone. The Morvaen of current times
is but a short interdlude in the lands long history.
Once firmly ruled by an all-powerful Great King,
Morvaen has watched the erosion of the crown’s
power over the debilitating Wars of When, until the
greater nobility had almost equal power with the king.
The Guilds took power away from both, especially in
the advent of prosperity after the end of the Wars of
When. The coming of HIM and the growth of power
of its priesthood stole power from all when the

who would attain the Mist Wind Throne. While priests swayed the people of the land.
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e  Morvaen Culture +20
Morvaen History +10
Read/write & speak Morvaenian and speak 1
other tongue.
TL +3
Agrculture [Know] +2, Crime +1, Engineer +1,
Intel +1, Military +2, Social +1, Wilderness +2

CULTURAL INFLUENCES
Agncultural Heritage National Pnde
Ascendant Religion (HIM) Nobility (landless)
Battle Mandate Nobility (minor)
Cultural Confidence Plains Dweller
Engineer Traditions Recognized
Faene (Seelie) Religious Hentage
Faene (Unseelie) Religious Pursuits
Feudal Religious Traditions
Mercantle Traditions Renaissance
Monarchy Well Educated

Dress & Decoration: Clothing in the kingdom

varnies by season but tends toward the heavy and full

covering regardless. Trousers are everyday wear
accompanied by fitted tunics and hoods or semi-
crcular cloaks pinned at the neck or shoulder.
Nobles tend to wear an under tunic, an over tunic
with a colored silk border, trousers gartered into
leather calf high boots, semi-circular cloaks and
colored round cloth caps.  All Morvaenians,
regardless of social status have at least one decent set
of clothing, which is pulled out for festivals, religious
events, and ceremonies of the nobility.

Outook: Morvaenians are proud, filled with great
confidence of the power of their nation. They are
expansionistic and focused on use the advantage their
geographic position provides.

Society: The nation of Morvaen holds a treasured
position central to almost all the other nations on
Khaora. The country has a four-way power structure:
a weak central king who only nominally controls the
land, primanly through his army, which is the largest
in the land, though several dukes are almost at parity.
The nobility, mainly the seven strong Dukes and the
Barons who owe them fealty are then next portion of
the power structure, and hold a great porton of the
reins of power, ruling from their own provincial
capitols. There is some minor strife amongst each
other but given an outside source they always band
together to attack or repel enemies. The third portion
of the four major powers is the religious aspect, the
religion and congregation of the church of HIM.
Over ninety percent of the population in Morvaen
follows this divinity devoutly, and the priesthoods
sway over the people and control over the technology
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in the country. The priesthood of HIM maintains
strict control on technology outside of their direction.
The last of the hands on the reigns of power is the
commercial Guilds, especially the trader’s and gun
maker’s Guilds. Morvaen’s central locaton on the
continent has made it an important confluence of
trading companies. The king has control of the roads
in the land, another factor in maintaining his portion
of control. The Dukes, Barons and Lords beneath
them all operate on a fiefdom system, though a
majority of the Barons and Lords owe direct
allegiance to their dukes, not to the king. Some do
owe allegiance directly to the king and are his few
allies in the nobles. The nobility holds the majonty of
assets in the kingdom but field out a quarter of their
assets to the presthood of HIM. The presthood in
tumn keeps the people happy by using half of the
monies to throw festivals, circuses, and to provide
food. The Guilds keep a strong influence on other by
controlling trade to an extent and threatening
boycotts, blockades, or even hiting mercenanes to
ensure their assets are left alone and gnevances are
settled. - A majority of -poputace  is poor and locked
into a serf or tenant status. Those in towns are of
commoner status and slightly better off than their
tenant equivalents in the rural areas. A smaller
portion is freeholder, man at arms, craftsman, or
merchant and lead relatively decent lives.

Religion & Power: Morvaen is religiously closed
with HIM, Emerald Star Cult and Marbonas the
pramary deittes in order of strength. Few religions
openly declare themselves as most (90%) of the
country follow the church of HIM. Technology is
understood, applied and very well regatded, often
more so than magik, which is acknowledged and used.
Spiritualism is poorly understood, viewed with a sense
of dread and fear among all but the most rural or in
tune with the wild.

Prejudices & Feats: Morvaenians fear the Faere
even more than they do spinits if that’s possible.

MYRMYDIOS

Background: This mountainous country has stood

for tens of turns of the cycle as the stalwart ally of

Arduin, and played a crucial factor towards uniting

other nations to accept the idea of the Accords of

Arduin when they were proposed.

¢ Mymydios Culture +15

¢  Mymydios History +20

e Read/wrdte & speak Dwarven and speak 2 of
Arduinian, Old Dwarven, Maragoréan, Gnomish,
or Talafagan.




e TL+2
e  Business +3, Engineer +2, Mechanic +2, Military
+2, Social +2

CULTURAL INFLUENCES

Community Spint Industnous Outlook

Determined Mercantile Traditions
Engineer Birthright Mountain Born
Engineer Traditions Myrmydios Gnome
Faerie Hentage (Seelie) Shell Back Orc
Hammer Dwarf Silver Urukk
Hentage of Perseverance Technological Legacy
Heroic Heritage Urban Wisdom

Dress & Decoration: Clothing reflects the closed
mindset of the land, and is uninspired and rather
drab, if practical. Most wear jerkins and tunics, with
sturdy boots and the always-at-hand rope every
Myrmmnydiosian carries. Hats are rare but smocks and
long, padded or thickened cloaks for warmth and
sleeping are standard.

Outlook: Myrmydiosians are subdued but attack life
with a verve that takes no consideration for their own
welfare or even their health.

Society: Myrmydios has little to no flat land, and
constitutes the length and breadth of the Mymydios
mountains, except where a small leg extends into
Arduin and an over half the length of the Silver Shield
mountains. The sturdy walled towns of this country
exist in the steep, sharply angled valleys, ot are in
complexes deep beneath the surface of the
mountains. The land is arduous to trave), and often
difficult to live during the winter months, which is
probably why it appeals to the many Dwarves,
Gnomes, and other races of like temperament.
Myrmydios consists of a confederaton of nine
cantonments. There is no central elected leader
except in times of conflict or when all cantonments
designate one.  Each separate cantonment is
independently governed. The country has as a whole
has a very stable population, with litdle ot no seasonal
migration. This balance of population is one of the
few countrywide laws, and no cantonment will allow
more occupants than supportable by the region.
Society in the cantonments is generally reserved and
rather introverted, at least between areas. The flow of
trade provides the primary exchange of people and
ideas, that otherwise may not occur. Internal conflicts
within Myrmydios are rare and-short in-duration..
Religion & Power: The naton is religiously closed
with a powerful adherence to Heldoré. Magik is
respected, psychic powers are feared, and spintualism
invokes both wonder and fear while technology is
considered highly.
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Prejudices & Feats: They have a cultural suspicion
of all foreigners; slow to trust and slower to forgive.

RAINBOW ISLES

Background: The Rainbow Isles is a robust island
country whose women are known across the breadth
of Khaora for their vivacity, individualism, and zest
for life.
Rainbow Isles Culture +25
¢ Rainbow Isles History +25
e Read/wrte & speak Huachara and .Amazon;
speak 2 other tongues.
TL +1
e  Acrobatics +2, Athletics +2, Combat
Wilderness +3, Cutlass [Weap] +2

+2,

CULTURAL INFLUENCES
Ancestral Hatred (Marmachand)  Maritime Hentage
Athledcism Martial Ant (T’Kalla-Lal)
Citizenship Matnarchy
Community Spint Mercanule Traditions
Connected National Pride
Cosmopolitan Passionate Spint
Cultural Confidence Recognized
Cultural Fame (Adventurous)  Religious Hentage

Cultural Fame (Swashbuckler)  Salt in your Blood
Heroic Heritage Self Taught
Individualist Nature Storytelling Traditions
Individual Path Warror Birthright
Inquisitive Drive Watrior Traditions

Drtess & Decoration: Garments in the isles reflect
their mantime pursuits and island nature. They have
a single piece wrap that covers the waist to just
around the knees, but this is mainly worn by
fisherwomen rather than sailots and not often seen in -
the cities. They will usually wear a simple cloak made
most commonly of wool, linen, ot fur. Short tunics
are favored, ones that belted and bloused at the waist
to suit the wearer's needs and desires. They wete
usually decorated at the collar, cuffs, and hem, with
embroidery or simple bands of fabric. These tunics
often have matching strps of decoration running
from both shoulders to the hem. Sandals are
preferred footwear though boots are common.

.. Outlook: ..\ strong promotion of individuality within

a communal responsibility is fostered from birth.
Each child is free to choose a future, however most
follow in the steps of their parents. The individualism
defines them but is at times subsumed by communal
needs. .An Amazon may accept punishment, exile, or




even death to save her family or clan some disgrace or
indignity. The isles’ poetry is full of sayings that echo
this type of thinking. The Amazons of Rainbow Isles
are quick to leam, highly individualistic, and very
adventurous. They tend to jump to conclusions
quickly, for good or bad, and despise places where the
land is wholly male dominated. As openhearted
adventurers and traders, they sail the great oceans in a
quest for the next deal, the newest adventure, or the
greatest plunder. They are progressive in belief and
always looking to expenience something new
regardless of circumstance. They are quick with the
tongue, and it often gets them into trouble and back
out again with equal facility. One of the most
important ideologies that define the isle people are
they do not wish to have things difficult. The fastest
way, even when not the best, that leads to a result 1s
always preferred. Some have descrbed the Rainbow
Isles’ people as arrogant, and overly disrespectful.
The blunt fact is they treat all people with politeness
and courtesy. They are the consummate hosts. The
people of the isles do not judge people on the basis of
title or status, but by their actons. They have been
known to treat a noble as a knave, and a knave as a
sister. It is not an easily bought trust, though.
Eaming the badge of trust is a path only taken
through actions, and isle’s Amazon is unlikely to trust
anyone’s word whose action they do not know
firsthand.

Society: Like the other Amazon countnes, the
Rainbow Isles are matriarchic and consist of many
independently led clans who hold loose allegiance to a
high queen nominated at the Ereelia, or gathering of
the clans. Most immediate families are made up of
equals with the oldest in that family holding the
position of greatest rank. Each clan has a primary
family, which represents all the connected families in
the clan on a council called the Orthi. The varous
members of the Orfhi assist the clan head to make
decisions and double as a war council in tmes of
conflict. Though the Rainbow Isles has few cities and
most live in ordered settlements, the people are
primarily nomadic. This is not a complete practice of
the nomadic way of wandering, but an understanding
that at some point all Amazons must travel in the
wild, open world in order to understand their roots.
Religion & Power: Religiously open with Borsala,
Azaerawe, Tarong, and the Emerald Star Cult as the
strongest. Magik, psychic power, and technology are
respected while spiritualism can stir some irrational
feats in the isle’s Amazons.

Prejudices & Fears: Rainbow Isles Amazons fear a
loss of independence. They are prejudiced against
males, never seeing or accepting others as equals.
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SAAST

Background: Saast i1s a large northem mountain
country with little impact in world or tegional affairs
due to its isolationistic policies.

e  Saastian Culture +30
e  Saastian History +35
®  Read/write & speak Saastaan and 2 other tongue.
e TL+1
e  Athletics +1, Come +3, Gambling [Know] +5,

Social +3

CULTURAL INFLUENCES

Arcane Traditions Military Pursuits
Anstocracy Monarchy
Crdminal Hentage Nobility (landless)
Gladiator Customs (criminal) Nobility (minor)

Gladiator Customs (professional)

Heavenwall Hawkmen Plains Dweller
Individual Path Utban Wisdom
Medical Lore Warrior Hentage
Military Heritage

Dress & Decoration: Clothing is dull, uninspired
and generally, whatever is most practical for the
actuvity. Fur lining is common as well as multiple
layers of clothing and padding. Tunics, parkas,
jackets, and coats are joined with boots and rugged
trousers or pant, often bloused for comfort or design.
Hats are well liked and worn, and if not inspired are at
least functional

Outlook: The heavy fog that bathes the land in the
lowland areas gives the land an almost surreal quality
and the Saast delight in the tales of what creatures
dwell in the wet, cold mists that creep out in the
night.  The family unit in Saast is considered very
sacred and filial piety is both traditional and expected.
To act without respect is to invite a firm beating by a
person’s own family, if not further assisted by total
strangers.  Amusement and relaxation in Saast
revolves around the sedate enjoyments of life & Saast
love nothing more than smoking, eating & enjoying
other such idle amusements. Another thing well liked
1s the enactment of the silent play on the stage. For
some reason this strkes a chord with Saasti and they
cannot seem to get enough. In a contrast to their
normal sedate and boring approach to life and
amusement, gladiatonal games ate very popular and
all cities have arenas of one size or another. A
majority of the games are non-lethal but the heart of
the games is the fighting between the gladiators.
Society: Saast long ago chose to follow an
1solationistic approach in relation to other countres,



choosing to do little other than allow limited trade.
Its borderts ate closed to travelers and the Saast regard
their neighboring countnies with disinterest and
apathy. The ruling of the country is as inward daven
and turgid as its outward policies. A vast brood of
nobility exists under the monarch that extends one
level deep. The distinction in Saast is that you are
noble or you are not noble, and nothing in between.
Nobility is only gained by birth into one of the many
noble families and roughly one third of the
population is considered of noble blood. Those of
the noble families are allowed to assume leadership
positions in the govemment, military, and religious
positions. Arcane matters are solely the distinction of
the nobility and there are no common bom
practitioners of magik outside the prests. The sole
royal family is the one source of rulers and no one
without the blood of royalty is allowed on the throne.
Even should a noble achieve the fact, the populace
would revolt and overthrow him in order to support
another with the slightest hint of royal blood. The
one common thing all Saast like to do i1s gamble.
They enjoy games of chance, though it would be hard
to tell from their demeanors. It is illegal to gamble,
but all Saast do so in hidden litde nooks and
underground games. If caught gambling, violators are
given a public lashing or lose their hand if running the
game. Popular games of chance revolve around a
game similar to mahjongg and go.

Religion & Power: Religiously open with Boreas,
Diora, Malkuss, Saren, Tarong, Woéten and Thor
(Temple of Iron) as the strongest. Magik, psychic
power, and technology are respected but considered
for nobility only. Spititualism 1s the only thing that
transcends this boundary and 1s shared by all Saast.
Prejudices & Fears: The Saast enjoy their sedate
lives and tend to react to innovation with fear
bordering on the pathological. Their fitst impulse
when shown something new is to destroy or break it,
and only with a great feat of will can they overcome
this iniual impulse. Perhaps the only exception to this
1s in combat, where they have great facility in adapting
to enemy tactics.

SANDARA

Background: Sandara is an island nation squelched
between the naval powers of Chorynth and the
Aranzian princes. Only recenty discovered dch
deposits of ore in the Dark Moon Mountains has kept
maintained its sovereignty from the grasping
economic and military hands of those seeking to
conquer her.
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Sandara Culture +15

Sandara History +15

Read/write & speak Zeprcki and speak 3 three
other tongues.

TL +1

Combat +2, Nautical Lore [Know] +5,

Wildemess +3

CULTURAL INFLUENCES

Aradnast EIf Maritime Hentage
Border Life Martial Art (Siincha)
Chardosian Heritage Monarchy
Crminal Hentage Religious Traditions
Individual Path Spiritual Heritage
Industrious Outlook Storytelling Traditions
Inhentance (small)

Dress & Decoration: Traditional Chardosian
garments are still vogue and the short Chardosian
ncar skirt is prominent, wom by males and females
alike, usually with sandals and an open half-vest or
short tunic. The laced open-faced shirt is popular as
are short trousers (they clasp at the knee), abbreviated
loose tunics, and low boots. Sandarans are rarely
without a dagger by their side, and even sometimes
two or three. The dagger, rope, whip, and hand axe
are the only amms allowed everywhere, as many
settlements and cities require the relinquishing of
other weapons to keep the peace.

Outlook: Sandarans as a whole are a busting,
energetic people who take great delight in work,
crafting, and seamanship, even if they do not do all of
them the best. Those who die are bured in the land
if possible, in gardens and fields so their bodies can
nourish those who still live in death. All who can
wotk do so, and those who refuse are cast out off the
islands, to find their fate among the foreigners. The
tales of the creatures of legend, which inspired the
minds of ancient Sandarans, are told and retold to
children and adults alike, and constitute a great chunk
of their pastime, in addition to swimming, diving and
music. They have other recreational pursuits as well
and enjoy a form of free-for-all boxing, something of
a national sport for the island. Sandarans nse early
and tend to work for continuous periods with small
rest breaks. Thnft, diligence at work and willingness
are common and those people shirking such traits are
disliked greatly.

Society: There is a strong Chardosian influence on




the island, though the touch is an old one left over
from the days when Sandara was a Chardosian
colony. Those days are long past and today Sandara is
an island monarchy with a small number of nobility,
whose entrance is only gained at the favor of the king
or birth in an existing noble family. The Sarkoon, the
people who had slaved the island in past has been
hard to erase, especially the foul taint left behind as a
result of their occupation. The surest way to infunate
a Sandaran is to refer to the islands as the Sarkoonan
Isles, something unthinking (or unknowing)
foreigners seem to do with astonishing regulanty. If it
seems innocent, 2 Sandaran is as likely to gt his or
her teeth and gnmly correct the unintentonally
insulting; if malicious, they are likely to plant a knife,
dagger or axe between their eyes as a response. While
able seaman, Aranzian and Chorynthian vessels, their
main opponents in the region, easily outdo them on
the seas. Sandara has made up for this lack by
working on creating and drawing to them a strong
stable of merchants who will trade with them and not
their neighbors. In additon, old des with Aradnast
have greased the way for more distant trade ventures.
Religion & Power: Religiously open with Borsala
and Eru the strongest. Magik, spiritualism, and
psychic power are respected.  Technology 1s
misunderstood or lumped into magik.

Prejudices & Fears: Sandarans fear a return to
slavery and a loss of natonal identity and are very
violent at the possibility of such occurnng.

Background: A country regarded well in the eyes of
many, a bastion of sanity in the dark south that stands
between the world and intrigues and horror of
Marmachand. Talafar is a land of strong knights
upholding chivalric virtues and also a place of
sophistication and high culture.

e  Talafanan Culture +25

e  Talafanan History +35

e Read/wnte & speak Talafanan and 2 other

tongues.

e TL+1

e  Arcanalogy +2, Pneuma +2, Military +2, Social
+2
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CULTURAL INFLUENCES
Arcane Birthnght Military Pursuits
Arcane Hentage National Charge
Arcane Legacy National Pride
Arcane Traditions Nobility (landless)
Battle Mandate Nobility (minor)
Citizenship Plutocracy
Code of Conduct Recognized
Cultural Confidence Religious Heritage
Cultural Fame (Knight) Religious Mandate
Cultural Fame (Pious) Religious Pursuits
Cultural Fame (Virtuous) Religious Traditions
Cultured Virtuous Heritage
Heroic Heritage Warrior Birthnight
Magikal Pursuits Warnor Traditions
Military Heritage

Dress & Decoration: Talafanan clothing styles tend
to change frequently but the current trend has
doublets, short shoulder capes, and over tunics with
stff collats, worn with either hose and breeches or
trousers. Over tunics are partly colored with design
work and have long sleeves. Hoods or close fitting
caps tied under the chin. Women use an outer
garment over a short tunic with a long, fully body,
and wide flaring sleeves. Some have even taken on a
formalized suff appearance of costuming heavy with
fringes, borders, and decoration. Sometimes heavy
thread, precious metals, and gems are wotked into
mantles and cloaks. Women will wear light robes
with stiff collars or headdresses encrusted with pearls
and precious stones.

Outlook: In Talafar justuce, honesty, loyalty, and
courage are the values that bind the people of this
widely diverse land. Magic i1s a fact of life, but still
mysterious and unpredictable despite orders of
magicians in most of the large cities. Talafartans are 2
strong people, virtuous and honorable. The ideals of
chivalry are an import that took root strongly in the
dark times following the two-cycle long Battle of Eyes
with Marmachand. Not to say, of coutrse, that honor
did not reside here prior these codes. Talafar has
always stood as the lamp on the edge of night.
Talafarian people leam the proud history of their
realm at the knees of their fathers. They know the
names of their ancestors who gathered the light and
upheld brands of flame against the Shadow of the
One. They listen to old tales of the Time Lords and
their hotror, and listen in awe and burning desire to
do and be, those ancestors who dated stand against
their tde of insanity. This streak of nobility in the
people goes beyond those who have the blood and 1s
present in chivalric orders and common men alike. In
face of their southem neighbor, it is no wonder such




an order of people would adse. Foul Marmachand
with its excesses and dark, bloody devotion to the
Black Pantheon have ctrept into Talafar many tmes
with insidious plots, subtle and guile, attempting to
turn the people away from their gods and leaders.
Talafarian society has resisted this influence by
turning outward to openness, and the people of the
land act exacty thus, speaking their minds freely and
tending to their own deeds and affairs so as to not
allow discord to grow.

Society: The nobility and the current monarch rule
the land stricdy but fairly. The queen controls a large
amount of power and uses the royal atmy and loyal
leagues of knights and wizards to enforce her will.
She is in tum checked and balanced by the powers of
the nobility who are dear to the people because they
are closer to them than the queen. They also control
knights and armies in their own right, a factor
furthering the balance of force. The open nature and
values embedded in all Talafarians when they are
young keep the situation stable, and the rulers of
Talafar have been just and fair in the past. A strong
tradition of knightly honor exists among the nobility
and each knight is a skilled and noble warnor, at once
a warrior, a scholar, and a gentlemen.

Religion & Power: Religiously open with the deities
of Megalon, Lady of the Silver Moon, Vanaan and
Nohrqualla in the order of the most powerful.
Psychic power, magik and technology are accepted
and used.  Spintualism is respected but not
understood well and Talafanans are cautious towards
spintual affairs.

Prejudices & Fears: Talafarians fear pollution of
their minds, bodies and hearts by Marmachand.

THARKHALA

Background: Tharkhala is a land united under an
emperor, but in truth, the watdors hold sway here,
organized under 7 great lords.
e Tharkhalan Culture +20
e  Tharkhalan History +25
¢ Read/wnte & speak Tharkhalan and speak 2
other tongues.
TL +2
Social +5, Act [Perf] +2, Clandestine +2
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CULTURAL INFLUENCES
Agnculrural Hentage National Pnde
Arcane Hentage Nobility (Jandless)
Arcane Traditions Nobility (minor)
Courtly Cetemony Nobility (low)
Engineer Traditions Religious Hentage
Faene Hentage (Unseelie) Religious Traditions
Feudal Self Taught
Marual Arts (any) Spiritual Heritage
Medicinal Folk Lote Storytelling Traditions
Metcenary Customs Superstitious
Military Hentage Warrior Birthright
Military Pursuits Watrior Traditions

Dress & Decoration:  Most have absorbed
Morvaenian, Khorsatian, or Bossalian gatb as
everyday wear. A few still hatk back to the traditional
Tharkhalan robe, with its open, wrap around front,
neckband attached to the open front and full sleeves.
Functonal and ornamental should one choose, as well
as easily modified due to its construction of geometric
shapes, many still wear this for ceremonies, even if
they view it unworthy of daily wear.

Outlook: Thatkhala is a shame cultute. Tharkhalans
are less concerned with questions of morality and
legality than with social acceptance. They tend to say
what they think their audience would like to hear.
Tharkhalans respect bravery, hospitality, sincenty,
loyalty and politeness. Financial success is valued
openly only by merchants, who are despised as
miserly and greedy. Honesty is less valued than
loyalty. People are expected to lie to protect their
relatives or clan, but warnors easily throw their lives
away in service to their lord. Society expects all
people to show fespect to their parents, real or
adopted. Friendship is very practical in Tharkhala,
almost a business transaction.

Society: The political structure of the Tharkhala is
composed of several layers, not all of which are aware
of the others. The common Tharkhalan believes in
an otdeted society with a single Emperor as head.
This Emperor in theory rules through a complex
bureaucracy. The Emperor makes all the laws, rules,
and appointments in the government. Justice,
defense, and administration ate the province of the
Empetor alone, and his appointed bureaucrats and
govemors. In fact, Thatkhala 1s divided into clans,
which are in turn divided into large land-owning
families. The rulers of the largest clans are the real
power brokers of the land. They govem the seven
provinces of Tharkhala (not the appointed officials)
through their warriot retainets. The wardors of
Thatkhala are not only fighters; they ate also the tax
collectors, administrators and advisors. Each lotd has



a chief warrior, who has the responsibility of making
sure that the clan’s actvities match the wishes of the
lord. Tharkhala is broken into a strct hierarchy of
castes, with the commoners on the bottom and the
Emperor at the top. The nobles of the court enjoy
the highest status, followed by the clan lords, families
and their warrnior retainers. Only these men have the
right to carry weapons, and they have the legal right
to kill those lower in statuses who behave untowardly.
Even fighters unaffiliated with clan lords rank as a
warmor. Equal in status and power are the priests and
magicians, ranking as watriors in the hierarchy and in
some cases higher depending on the strength of their
religious order or arcane guild. Next come the
commoners. Of these are the farmers, artisans and
merchants. Lowest of all are the outcasts, such as
those who handle the dead, slaves, beggars, gamblers,
entertainers, and exiled criminals. Outlaws live in
their own districts on the outskirts of a village or
town and are govemned by their own kind. Killing an
outcast is not considered murder; it is punishable by a
fine. Outsiders are common to Tharkhala, and are
both out of the normal hierarchy but at the same time
within it wherever they seem to fit. Ambitous
families and clans seeking to gain advantage over
another in battle hire mercenades frequently. These
mercenaries are given the respect of a Tharkhalan
warrior but do not have the same powers of authority.
Those who make the mistake are quickly corrected,
usually quite fatally.

Religion & Power: Religiously open with the deities
of Amarydion, Animism, Ancestor Worship, Diora,
Emerald Star Cult, Megalon and Tarong in the order
of the most powerful. Religion, magic, and mysticism
are very prevalent in the culture. Ancestors are
worshipped as well as the spirts of the animals, trees
and all other things, and shrines are common. Pdests
and wizards are respected and honoted, especially by
commoners who call upon them for justice against
the nobles or warriots.

Prejudices & Fears: Fear of failure, giving
impropet respect/ shaming family, clan or nation.
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VARGALLA

Background: Vargalla is a-trading power on the edge
of Khaora fighting for dominance with other
maritime nations to control trade in the region. They
are fiercely expansionistic, digging into the unclaimed
lands of the jungle and the wild lands around the
Gibbering Mountains.
e Vargallan Culture +20, Amazon Culture +10
e  Vargallan History +20, Amazon History +10
e Read/write & speak Vargallan and Amazon and
speak 1 other tongue of choice.
e TL+1
Business +1, Combat +1, Maritime Lore {Know]
+5, Cutlass [Weap] +1, Wilderness +2

CULTURAL INFLUENCES

Ancestral Hatred (Chardos) ~ Mercantile Traditions
Arcane Henitage Military Heritage
Arcane Legacy Military Pursuits
Arcane Traditions Prvateer Hentage
Athleticism National Pade
Commercial Mandate Nobility (landless)
Inhentance (small) Nobility (minor)
Martal Art (T’Kalla-Lal) Religious Traditions
Matnarchy Salt in your Blood
Mercantile Birthright Warnor Traditions

Dress & Decoration: Vargallans wear a tunic, and a
long garment which could be a skirt around the waist,
or drawn up to under or over the breast and
sometimes held with a strap. Some versions are full
length with sleeves. Sandals and boots are womn
interchangeably.

Outlook: Vargallans view foreigners with the same
scale they apply to each othet, valuing enetgy, drive,
bravery, and loyalty.  Impossible to conceive,
however, is the potential for a non-Vargallan to ever
reach the same potental, regardless of how
impressive or how close in race, including even other
Amazons. Those of the female gender bear the worst
of this attitude, as the Vargallans cannot understand
how they cannot throw off the bonds males put upon
them by dictating and ruling their actions. Male
dominated lands are annoyances to Vargallans and
these countries are viewed as intrinsically wrong, even
if ruled well and justly. Males are just not capable of
such acts or ability in their eyes. The borders to
Vargalla are closed, and traffic by non-Vargallans is
allowed only in designated areas. The outlook of the
land 1s very nationalistic, isolationist in many ways,
and transgression of law or cultural bounds lands
those in error a trip to the infamous maw of Mother




Mouth.

Society: Vargalla is an Amazon matnarchy with a
widespread royal family and adjoining landed nobility.
The nobility are split between the old and new nobles;
defined by the nobility that existed poor to the
expansion to the mainland, and those who attained
titles and rank for lands on the mainland. The border
nobles are the most bitter of the Vargallan nobility,
mainly since they are overlooked at court frequently
and never have the needed funding against the
creatutes and scorpion riders that prey on border
towns and forts. Men are considered near equals to
women in all but inhentance. Women fill what are
typically ‘male onented’ jobs in other countnes and
are always chosen over males for any positions. Men
can be warrnors, and often take this route as a
respectable way to show their value in society. They
cannot hold the rank of officers, a position always
reserved for women. All female names end in -la, an
indicator of independence, prowess, and adulthood.
All noble women add this suffix to their names
Religion & Power: Religiously open with the deities
of Isis and Athena and Artemis from the Olympic
Mystedes as the most powerful. Psychic power,
magik and technology are respected and utilized when
possible, especially in warfare.  Spintualism is
misunderstood and regarded with suspicion and some
fear.

Prejudices & Fears: Vargallans fear a loss of
independence. They are prejudiced against males and
non-Vargallans, never seeing others as equals.

VIRUELANDIA

Background: Viruelandia 1s a cultured land of
dynamics, driven to expand and grow but diplomate
at the same time, willing to patiently win lands by
politics over the force of arms. Wildly varded in
people and cultures, Viruelandia is ruled well through
its extensive policies and open but very firm outlook
on life, magik, and technology. The state and the
crown keep a firm hold on the reins of everything
from commerce to religion, warnng to magik use.
e  Viruelandian Culture +20
e Viruelandian History +20 and 1 racial history at
+15
e Read/wrte & speak Viruelandian and speak 2
other tongues.
TL +2
e Business +1, Military +1, Ride +1, Social +3,
Urban +2, Wilderness +2
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CULTURAL INFLUENCES
Arcane Heritage Military Hentage
Arcane Legacy Military Pursuits
Arcane Traditions National Charge
Citizenship National Pnde
Connected Nobility (landless)
Cosmopolitan Nobility (minor)
Crminal Heritage Nobility (low)
Cultural Confidence Plains Dweller
Faene (Seelie) Recognized
Faene (Unseelie) Religious Hentage
Hamz Aleph Hentage Religious Traditions
Harsh Political Climate Renaissance
Heroic Heritage Self Taught
Medical Lote Thraxnor Dwarf
Melting Pot (any) Urban Wisdom

Dress & Decoration: Viruelandians live in an
avalanche of stylistic garment changes. There is truly
no central Viruelandian style due to the miscellany of
people redefining it daily. Still, a few things do stand
out on the Viruelandia state of flux. One is the
puerjo. This is a wool oval of cloth about three times
the length of the wearer, worn halved along its
lengths in draped folds.  Mainly seen among
pureblood anistocracy, the color of the border and the
fabric use to decorate it indicates social position.
Another is the plaiting of hair, where noblemen and
women will arrange it in folds coils or braids. A few
will even use wigs to supplement their natural hair
while the most enjoy the feel of free flowing hair.
Another defining style growing in power is the
wearing of broad topped boots, slashed doublets,
trousers, and wide brimmed hats. Many will wear
short capes or small oval cloaks pinned at throat or
neck, sometimes with chemise undemeath the tunics.
Outlook: Viruelandians have long nourished a dream
of uniting the region around them into one nation,
bound under their rule. Yet, for all their dave to
conquer, hostility has not always charactenzed the
relations between Viruelandia and the rest of the
world. Even though Viruelandians firmly believe they
are destined to rule the word and equally think that
civilizaton ends with the boundares of their lands,
Viruelandia is open. Those they see barbaric are
allowed in, even invited, as Viruelandians see this as
just another way to educate and raise up those they
will soon assimilate into their own empire.
Viruelandians are neat and organized.

Society: Viruelandia has a melting pot society, with
representatives from almost all the races that cover
Khaora’s surface.  Viruelandia is a nch, very
mercantile and urbane, and its people are masters at
blending with each other and other cultures. They




have assimilated so many other cultures that they have
become masters at it.  Viruelandia has a loose, open
social structure, status based on noble status and
finance means. There is a large number of truant
nobility, many of them vagrant sons of landed nobles
always seeking to make a name and gain the eye of the
Emperor-King (and hopefully lands of their own).
This makes for one part of the dance of nobility in the
land (which the common folk try to ignore and not get
involved in). When lands are not available exterior of
the kingdom then they must be taken within, often
leading to small conflicts or minor wars between
landed houses. The Emperor tends to turn a blind eye
to such conflicts as long as they stay small, or those
involved have the royal ‘favor’.
nobility may find the royal army riding them down,
ready to bring them back to face throne justice.
Religion & Power: Religiously open with the deites
of Olympic Mystedies as the most powerful. Psychic
power, magik and technology are respected openly and
utilized when possible. Spintualism is considered a
haven for the ignorant and derded.

Prejudices & Fears:  Viruelandians feel they are
destined to unite the continent under one rule and are
freely vocal about it. They also see other cultures are
inferior, though are not aggressive or distasteful in
expression-such-claims.

Ovetly ambitious..
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CULTURAL INFLUENCES

Cultural influence are the way to turn your character
into something more than the mundane. Each
influence adds a strong nuance to your character.
Some embolden and bolster game play while others
deepen role playing.

CULTURAL INFLUENCE NOTES

Cultural influences follow the same rules as the
Cultures. Where a note indicates a “+#”, treat this as
skill ranks in a skill. Others indicate a bonus to a skill
or roll.

Some cultural influences give you access to other

cultural influences. - These ate noted and generally are

introduced or followed with verbiage like, “...you can
choose.. .as a cultural influence”.

Some few cultural influences give you other
cultural influences without cost. These are noted by
text such as, “..you gain the...cultural influence as a
bonus...” or “.you gain the..cultural influence for
free...”.

A very few provide secrets. Unless noted
otherwise, the sectets given are without regard to any
prerequisites. Note these carefully.

ABLE DRINKER

Cultural Influence Cost: 1

Benefit: You drink moonshine for breakfast. You
double your CON score to figure the effects of
alcohol on your system.

AGRICULTURAL HERITAGE

Cultural Influence Cost: 1

Benefit: Your culture has longstanding history,
traditons and lore surrounding agriculture. You have
a +5 bonus with Wilderness skill checks. Split 15 skill
ranks among 1 or more of the following skills:
Agnculture [Know], Beast Ken, Botany [Know],
Medicine, or Wilderess. You can choose Medicinal
Folk Lore as a cultural influence.

ALOOF

Cultural Influence Cost: 1

Benefit: You are cold, distant and remote. Being
different, better or just worse than the norm takes its
toll on the heart. Add a +30 bonus to all rolls to
throw off emotional conditions or statuses, such as
courage or fear. Apply the same bonus against
emotion based Interpersonal skills/secrets, such as
Intimidate or Woo. You can choose Determined as a
cultural influence.



AMORAL TENDENCY

Cultural Influence Cost: 1

Benefit: When comes down to deciding whether to
take care of yourself or someone else, it’s not
personal, its just survival of the fittest. You begin
with 3 skill ranks in the Street martial art (Style).
Also, if afflicted with a sympathetic emotion, such as
love, or empathy, gain a2 +30 bonus to rolls to resist
the effects; get a roll even if one 1sn’t normally given.

ANCESTRAL HATRED

Cultural Influence Cost: 1

Benefit: Hatred for certain race, culture, religion or
event is a cultural trait, one savored and treasured.
You know the history of this race, culture or event
well (History +30). _Against this loathed thing you

gain 2 +5 bonus to all rolls directly involving it.

ARADNAST ELF

Cultural Influence Cost: 1 (2 for Wood Elves)

Benefit: Those known as the Aradnastan Elves fled
the continent of Archaela at the end of the Interstellar
Wars. On the western shores of Khaora they formed
the core of what would become the nation of
Aradnast.  Quick to laugh, easy to smile and a
profound enjoyment of the moment are all traits of
this Elven line, joined by a cunosity about life, a joy in
its wonders and an understated streak of stubbom
isolationism. Aradnastan Elves enjoy their freedom
and will fight, kill and murder to maintain it. They
fear its loss, the withering of age they see in other
races and of begin rootless. Raised in this tradition,
you add Aradnast Culture +10 and History +10,
Wood Elf Culture +20, Wood Elf History +20, and
the Low Elven language. You can choose Atcane

Heritage, Community Spirit, Martial Art
(Tionicca) and Warrior Traditions cultural
influences. If_you are Wood Flf, use Wood EIf

Culture +40, Wood Elf History +40, Low Elven and
the High Elven tongues instead.  You gain
Individualist Natute for free. You can take Arcane
Birthright, Athleticism, Missileer Birthright, and
Salt in the Blood as cultural influences.

ARCANE BIRTHRIGHT

Cultural Influence Cost: 1

Benefit: Your culture is rchly textured with arcane
tradition and knowledge. You have a +5 bonus with
all Arcanalogy, Cast, Cetemony or Channel skill
checks. You can read/write the Rendoni language.
You can elect to give up +1 cultural influence to
make the above bonus +10 (you can only do this
once). You can choose Arcane Heritage, Arcane
Traditions, or Atcane Legacy as cultural influences.
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ARCANE HERITAGE

Cultural Influence Cost: 1

Benefit: Your culture has deep reverence and fine
skill in the magikal arts. You have a +5 bonus with
Arcanalogy skill checks and have +1 skill ranks in any
starting spell, spell schools, and the Ceremony skill.
Also, you split 10 skill ranks among 1 or more of the
following skills: Arcanalogy, Cast, Ceremony, ot
Channel. You can read/write the Rendorii language.
You can choose Arcane Legacy as a cultural
influence.

ARCANE LEGACY

Cultural Influence Cost: 1

Benefit: Your culture has suffused traditions, folklore
and social customs with magikal knowledge great and
small. Add a +10 bonus to all Arcanalogy skill
checks. You can give up 2 cultural influences to get
an Arcanalogy secret but must meet all prerequusites.

ARCANE TRADITIONS

Cultural Influence Cost: 1

Benefit: The national vision of your land is as an
oasis of magikal learning and culture in a desert of
barbarism. Take .Arcanalogy +5, Channel +5, and
Ceremony +5. You can read/wrte the Rendomi
language. Add +1 skill ranks to individually learned
starting spells and to spell schools. You can choose
Arcane Heritage and Arcane Legacy as cultural

influences.

ARDASHAERA

Cultural Influence Cost: 2

Benefit: You were raised in the Ardashaeraen
traditions and are a daughter of that nation. The land
of Cynabahr is your hated enemy and any of theirs is
your trusted frend. You view Elves (both genders;
any nation) and Dwarves (male; any nation) with
neutrality. You have deep knowledge of your past.
(Misty Isles History +10, Ardashaeraen History +25,
Ardashaeraen Culture +25) and speak either Low
Dwarven or Low Elven. Amazons of this land learn
to focus their talents in one of Military, Business or

Art.  Select one to add +5 skill ranks. You can
choose Ancestral Hawred (Cynabahr) and
Recognized as cultural influences.

ARDUIN ELF

Cultural Influence Cost: 1 (2 for Wood Elves)

Benefit: The history of Elves in Arduin is a long one,
full of sorrow, strife and blood but also filled with
wonders, awe inspiring acts and heroic deeds.
Arduinian Elves are vaned as the land but possess a
powerful hertage as warnor-wizards and a deep
abiding love of the land. Raised in this tradition, you




add Arduin Culture +10 and History +10, Wood EIf
Culture +20, Wood Elf History +20, and the Low
Elven language. You can choose Arcane Traditions,
Martial Art (Aerillion), and Athleticism as cultural
influences. If W If, use Wood EIf
Culture +40, Wood Elf History +40, Low Elven and
the High Elven tongues instead. You gain Arcane
Birthright and Warrior Traditions for free. You
can take Ancestral Hatred (Deodanth), Military
Pursuits, and Missileer Birthright as cultural
influences.

ARISTOCRACY

Culrural Influence Cost: 1

Benefit: The anstocratic governing system is a
powerful influence in your culture. .Add +15 to your
nation’s history and culture. Split 20 skill ranks (with
at least 1 in each) over the Social, Intel, Perform (any
specialization), and Urban skills. .Add +10 to Wealth.
You can choose Cutthroat Society, Passionate
Spirit and Suspicious Sutvivalist as cultural
influences.

ASCENDANT RELIGION

Culdural Influence Cost: 1

Benefit: Your nation is the seat of a religion or is so
influenced by a single religion that it stands as a
bastion of this religion to the world. It plays a
fundamental social, governing and judicial role in
society. Add +15 to your nation’s culture and history
and take Pneuma +5 and (the named religion)
Religious Lore [Know] +5. You can choose
Religious Mandate, Religious Pursuits and
Religious Traditions as cultural influences.

ATHLETICISM

Cultural Influence Cost: 1 (see below)

Benefit: Your society extols the virtues of athleticism.
You have a +10 bonus to all Athletics skill checks.
You can give up 2 cultural influences to get an
Athletics secret but must meet all prerequisites.

AVELDA

Cultural Influence Cost: 2

Benefit: You were raised in the Aveldan traditions
and steeped in its bloody and belligerent ways.
Contflict is a means to define your life and you live for
it. You despise weakness and abhor helplessness.
Self worth is born out of physical ability and formmn;
the farther you fall from perfection in each mert
harsher measures to gain them. Death is more
preferable than infirmity, dissolution to age. Your
foes are the Misty Isles, Jazanda and Naphaloé. Your
friends are your sisters and your spear and sword.
You speak your own tongue (Aveldan) and know
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history well (Aveldan History +35, Aveldan Culture
+25). All Aveldans are tutored in the arts of war:
Military +5, Shield +3, Falchion [Weap] +3, and
Short Bow [Weap] +3. You can choose Cultural
Confidence and Recognized as cultural influences.

BANDITRY

Cultural Influence Cost: 1

Benefit: Culture has a long and colorful history of
attacking and ransacking and pillaging. You have a
+5 bonus with Crime skill checks and split 15 skill
ranks (minimum 1 skill rank in each) across Crime,
Wildemess, Underworld, Intel, and Clandestine. You
can choose Recognized and Ruthless as cultural
influences.

BATTLE MANDATE

Cultural Influence Cost: 1

Benefit: Your land feels a social right exists for them
to engage other nations and peoples in battle, to test
the mettle of their country and the mettle of their
opponents. This sense of destiny allows you to
designate another nation, race or social entity and gain
a +10 bonus to skill checks against them. You can
take this bonus only once per melee round to a single
skill check. The target of this cultural idiosyncrasy
must be a culturally declared foe, social ill or other
sulturally distinguished entity to qualify.

BEAST TAMER

Cultural Influence Cost: 1 (see below)

Benefit: The handling of beasts and taming or
training them is a lauded cultural icon and you have
great skill in this area. You have a +10 bonus to
Beast Ken skill checks and split 10 skill ranks between
Beast Ken, Ammal Husbandry [Know)], and
Wilderness skills UNLESS a specific cteature is
defined with the cultural influence. In that case, you
start with the Beast Ken secret Bestiary (and must
take that beast) and split 5 skill ranks among the skills
noted above. You can give up 1 cultural influence to
for a creature (100 Trust) you have tamed and trained
to its full capability.

BLOOD NOTCH ORCS

Cultural Influence Cost: 1 (2 for an Otc)

Benefit: The Gibbering Mountains are a harsh, brutal
place and only the strong survive and only those by
their wits, mob or guerilla tactics and amoral savagery.
To survive is to be more cunning or to outnumber
your opponent. Blood Notch Otcs have a feral, rule
by the strongest lawless society. Brought up in it, you
know the Orc tongue and are schooled by life to
survive. You have Combat +2, Come +3, 1 weapon
class +3, Shield +5, and Wilderness +7. In addition
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to the cultural influences listed under the Aradnast,
you can choose Amoral Tendency, Martial Art
(Mul-Llu), Ruthless and Suspicious Survivalist. [f
you ate an Orc, add a +5 bonus to all Wildemess skill
checks and get Cutthroat Society for free. You can
choose Botder Life, Mountain Bom, and Tribal as
cultural influences.

BORDER LIFE

Cultural Influence Cost: 1 (see below)

Benefit: The tough, no-nonsense and in-your-face
life on the frontier has left its mark of experence.
Add a +10 bonus to DEF, Guatd +3, Crime +3, and
Wilderness +3.

BOSSALIAN DWARF

Cultural Influence Cost: 1 (2 for a Dwarf)

Benefit: The Dwarves of Bossalia have striven deeply
to regain the hentage of their Rhingalorean ancestors.
Their voices are the most influential in Bossalia and
hold nearly all of the key political and economic
positions. While important, their true passion is the
pursuit of their Rhingalorean hentage that lays waiting
in the many ruins of its ancient kingdom. Raised in
this tradition, you know Dwarf Culture +20, Dwarven
History +20, and the Dwarven language. You can
choose Able Drinker, Martial Art (Amak Gorgas),
Arcane Traditions and Community Spirit as
cultural influences. If you are Dwarven, use Dwarven
Culture +35, Dwarven History +40, Dwarven and the
Old Dwarven tongues instead. You get Mountain
Bom for free. You can choose Heritage of
Perseverance, Heroic Heritage, Rhingalorean
Birthright, Rhingalorean Legacy and
Technological Legacy as cultural influences.

CHARDOSIAN HERITAGE

Cultural Influence Cost: 1

Benefit: As a former colony of Chardos, you know
well its impenalist history. Chardos Culture +20,
Chardos History +20, and the Chardosian tongue.
Add Business +2, Slavery [Know] +2 and Nautical
Lore [Know] +2 and Social +2. You can choose
Cosmopolitan, Harsh Political Climate, Maritime
Heritage, and Mercantile Traditions as cultural
influences.

CHRYSOLIAN HERITAGE

Cultural Influence Cost: 1

Benefit: Once a province of Chrysolia, you know
well it’s valorous and honor bound history. Chrysolia
Culture +20, Chrysolia History +20, and the
Chrysolian tongue. Add Orate [Perf] +2, Military +2
and Social +5. You can choose Ancestral Hatred
(Atenveldt), Military Heritage, and Virtuous
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Heritage as cultural influences.

CITIZENSHIP

Cultural Influence Cost: 1

Benefit: Social and civic responsibility is bred into
you from birth. Add +10 to your nation’s history and
culture and you have a +5 bonus to Social skill
checks. You also start with +15 Wealth and add +2 to
rolls for maturing Contacts or Connections. You can
choose Community Spitit as a cultural influence.

CODE OF CONDUCT

Culcural Influence Cost: 1

Benefit: The concept of values separated from (or in
conjunction with) morals are a powerful concept
culturally. You can descrbe a set of values relating to
martial prowess, personal beauty, renown, and honor,
etc. You must define at least 5 points for your code
of conduct and each must be specific enough to
measure in game terms. When following these codes
(GM rules) you can add a +10 bonus to a single dice
roll once per melee round for each point of your code
you brng into play. If you stray from your code of
conduct (GM rules) you lose access to its bonus and
suffer 2 —5 penalty to all rolls until you make amends

(GM rules).

COMMERCIAL MANDATE

Cultural Influence Cost: 1

Benefit: Your land feels a social nght exists for them
to engage other nations and peoples in economic
nvalry, to test the mettle of their country and the
mettle of their opponents. This sense of destiny
allows you to designate another nation, race or social
entity and gain a2 +10 bonus to skill checks against
them. You can take this bonus only once per melee
round to a single skill check. The target of this
cultural idiosyncrasy must be a culturally declared foe,
gval, economic atea or other culturally distinguished
eatity to qualify.

COMMUNITY SPIRIT

Cultural Influence Cost: 1

Benefit: You know the value of working together,
how to motivate others to be involved in projects or
plans and synergize your efforts with others. Add a
+5 bonus to all rolls to Social skill checks and a +5
bonus to mature a contact or connection and a +20
bonus to First Impression checks. When making
checks to determine the to start, determine progress
or find the result of 2 community project or joint
effort of 10 or more people, add a +20 bonus to the
dice roll. You can choose Citizenship as a cultural
influence.



CONNECTED

Cultural Influence Cost: 1

Benefit: It seems you know someone everywhere you
go and make frniends, connections and relationships
with envied ease. Add +20 to Social skill checks to
build trust and when rolling for the Interaction TD of
a contact or connection. Begin with 10 Associate
contacts of choice at 75 Trust and a single Type I
connection of choice at 50 trust. You can give up +1
cultural influence to upgrade your 10 contacts to
Friend level with 50 Trust.

COSMOPOLITAN

Cultural Influence Cost: 1

Benefit: Your society has formed an accepting and
agreeable outlook towards the races and oddities that
populate the world. Take Culture +5 and History +5
with 3 nations not your own. Add a +5 bonus to
Social skill checks. When you mature contacts or
connections add a +10 bonus to build Trust and a +1
bonus to all Trust gains. Add a +10 bonus to rolls
for Social Motifs and a +2 bonus to Fame gains.

COURTLY CEREMONY

Cultural Influence Cost: 1

Benefit: You were raised on intricate ceremonies of
courtly grace, it has left a stamp on your life &
interaction with others. Add +5 bonus to Ceremony
skill checks and split 15 skill ranks (minimum 1 in
each) among the Social and 3 Perform specialization
skills. Add a +10 bonus to any starting wealth.

CRIMINAL BIRTHRIGHT

Cultural Influence Cost: 1

Benefit: Society is full of cunning and harsh ways to
part 2 mark from his coin and you know them all.
You have a +5 bonus with Clandestine, Cdme and
Underworld skill checks. You can elect to give up +1
cultural influence to make the above bonus +10 (you
can only do this once). You can choose Criminal
Heritage, Cultural Fame (Acknowledged),
Cultural Fame (Criminal), Cultural Fame
(Feated), and Cultural Fame (Influential) as
cultural influences.

CRIMINAL HERITAGE

Cultural Influence Cost: 1

Benefit: You come from a long line of cnminals,
thieves and other bastards of society. You begin with
your choice of (just 1) Criminal, Street or Underworld
Type I Connection. Unlike a normal connection it
has no upkeep, can be called upon at any time, any
number of times and does not decay in trust.
However, it calls upon you like nomal (meaning it
requires services in return like normal). You also split
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10 skill ranks among the Clandestine, Cnme,
Underworld and Urban skills. You can elect to give
up 1 cultural influence (once only) to make this
connection Type II instead of Type I.  This
connection can be matured to higher levels and only
takes on half the normal maintenance requirements.

CULINARY HERITAGE

Cultural Influence Cost: 1

Benefit: The knowledge of food and culinary skills is
strongly woven into your culture. .Add a +5 bonus to
your nation’s history and culture. Add a +10 bonus
to skill checks and a +10 advancement bonus to
Cooking [Know]. You also start with +15 bonus
Wealth.

CULTURAL BIGOTRY

Cultural Influence Cost: 1

Benefit: Your culture is highly bigoted, snobbish,
reserved and/or violent towards another race or
culture. When dealing with them you suffer a -20
penalty to positively influencing (to the named race or
culture) Interpersonal skills and gain 2 +10 bonus to
negatively influencing (to the named race or culture)
Interpersonal skills. You have a —10 penalty to all
rolls to mature any Contact or Connection outside of
your culture.

CULTURAL CONFIDENCE

Cultural Influence Cost: 1

Benefit: People of your society have a high opinion
of themselves, and it colors interactions with others.
Add a +10 bonus to all Social skill checks and +1
bonus to rolls to build trust with a contact or
connection. Add a +10 bonus to any starting wealth.

CULTURAL FAME

Cultural Influence Cost: 1

Benefit: People of your culture are well known for 1
cultural aspect of your society and all members of
your culture have a joint inheritance of a single social
modf. As this is a cultural icon, you ate not required
to maintenance it. However, you can sdll lose it by
undertaking actions contrary to the social mouf.

CULTURED

Cultural Influence Cost: 1

Benefit: People of your culture greatly respect the
arts.  Sphit 15 skill ranks among any number of
Knowledge areas of study relating to art, music,
history or the sciences. Split 15 skill ranks among any
number of Perform specializations UNLESS a
specific skill or Knowledge is defined with the cultural
influence. In those cases, place 10 skill ranks in the
noted skill and split 5 skill ranks among Petform



specializations.

CUTTHROAT SOCIETY

Cultural Influence Cost: 1

Benefit: Your culture’s social life can be a dangerous
thing to live and fosters a certain amount of patanoia,
especially when you are in positions of power. Add a
+5 bonus to Social skill checks and a2 +10 bonus to
PER. Add Come +2 and Underworld +2. Add a
+30 bonus to Social skill checks with Bnbery,
Intumidate, or Lie.

CYNABAHR

Cultural Influence Cost: 2

Benefit: You were raised in the Cynabahn culture
and know well its history of racial and gender
bigotries — elves are vile and worthless, hobbits
useless, humans worthy of little more than breeding
and so the list goes on. Adamant determinism is a
Cynabahn trait and you would rather spit in the eye of
death than submit that you had died or admit you are
wrong or guilty of wrongdoing. Cynabahn despise
their past and know it poorly (Cynabahr History +10,
Cynabahr Culture +25). Raised in the traditions of
militant stoics, you have Military +5 and a +5 bonus
to PD saves. You begin with the cultural influence of
Cultural Bigotry towards 2 races or cultures but
have double the listed penalty to mature Contacts and
Connections. You can choose Ancestral Hatred
(Ardashaera) and Ancestral Hatred (Misty Isles) as
cultural influences.

DALSHYRA

Cultural Influence Cost: 2

Benefit: You were raised in the Dalshyran culture
and are a daughter of its land. You are seen as hard
headed and resist change stubbornly. Other races are
seen as weaker but worthy of pity instead of
contempt. The most able always leads and no fact of
blood or noble tile makes this any less real. You love
art and beauty in sculpting or landscaping. A cultural
idiosyncrasy 1s the blood madness, though the
affliction is more cultural-psychological than true
madness. You speak your own tongue (Arkatkia) but
tend to live more in the now than the past (Dalshyra
History +10, Dalshyra Culture +25) but take great joy
in your offspring and family. Dalshyrans get the
benefit of Hot Blooded for free.

DESERT BORN
Cultural Influence Cost: 1
Benefit: You know the shifting sands, the whisper of
wind off the dunes, the sweet hidden wells of water
and the temperament, idiosyncrasies and danger of
the desert. You start with the Terrain Familiarity
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(Desert) secret listed under the Wildemess skill.

DETERMINED

Cultural Influence Cost: 1

Benefit: When you make up your mind to do
something, nothing seems to stop you. You can
designate one roll to add a +5 bonus as an outlet of
this determination. You can change this roll up to

once per melee round but must declare it before
rolling.

DREAMING ISLES ANCIENT LEGACY

Culcwural Influence Cost: 2

Benefit: Your culture lived during the legendary time
of the dark lords of the Dreaming Isles and stamp of
that ancient culture lives on in your own, especially
their appetites, magikal lore and customs. Add
Ancient Dreaming Isles Culture +20, Ancient
Dreaming Isles History +20, Demon Lore {Know)
+10, Pneuma +10 and the Old Melos tongue. Add a
+5 bonus to all Arcanalogy, Cast, and Channel skill
checks. You can choose Arcane Legacy, Dreaming
Isles Heritage and Technological Legacy as
cultural influences.

DREAMING ISLES HERITAGE

Cultural Influence Cost: 1

Benefit: Once a colony of the Dreaming Isles, you
know well it’s shadowed and often dark history. You
have Dreaming Isles Culture +20, Dreaming Isles
History +20, and the Melos tongue. Add Arcanalogy
+2, Engineer +3, Mechanic +2, and Military +2 and
Social +2.  You can choose Arcane Heritage,
Arcane Traditions, Engineer Traditions, and
Military Heritage as cultural influences.

ENGINEER BIRTHRIGHT
Cultural Influence Cost: 1
Benefit: Your culture is steeped in building, planning,
and designing things. Add a +10 bonus to Engineet
skill checks, add +1 TL, and select 3 designs that you
know (even if you do not qualify to make them). You

can  choose  Engineer  Traditions  and

Technological Legacy as cultural influences.
ENGINEER TRADITIONS

Cultural Influence Cost: 1

Benefit: Your culture has a lengthy and glorious

history of building and designing magnificent designs
and architecting structures. Add a +5 bonus to
Engineer skill checks and have +1 TL. Split 10 skill
ranks among 1 or more of the following skills:
Business, Engineer, Mechanic, Intel or Manufacture.
You can choose Technological Legacy as a cultural
influence.



EQUESTRIAN HERITAGE

Cultural Influence Cost: 1

Benefit: Riding is a national pastime and your culture
has a deep pervading hentage of horsemanship. Add
a +10 bonus with all Ride checks and you start with a
rding hotse and full gear. You also split 15 skill ranks
among Beast Ken, Animal Husbandry [Know] and
Ride.

FAERIE HERITAGE

Cultural Influence Cost: 1
Benefit: Your culture is steeped in Faenie knowledge.
Seelie hentage means your culture is socially,
economically, militanly or otherwise tied to the Seelie
Faene. You know the Summer and Light Faene
traditions, ceremonies, history, lote and etiquette to
some degree (they vary wildly, which makes this
difficult). Add Faene Lore [Know] +20, add +10
PER and a +5 bonus to PD. Split 10 skill ranks
among Recon, Nexus Lore [Know] and Gnosis.
Unseelie means your culture is socially,
economically, militarily or otherwise tied to the
Unseelie Faerie. You know the Winter and Darkness
Faenie traditons, ceremonies, history, lore and
etiquette to some degree (they vary wildly, which
makes this difficult). .Add Faene Lore [Know| +20
and a +10 bonus to PD. Split 10 skill ranks among
Self Control, Pneuma, and Demon Lote [Know).

FALOHYR ELF

Cultural Influence Cost: 1 (2 for Wood Elves)

Benefit: The Falohyr Elves ate primanly the
descendents of Elves who left Arduin to go into
Falohyr. They have never forgotten their roots but
those who chose to stay after the Nexus Wards ended
have slowly grown to love the country they now live
in, even to the point of 1 of their own ascending the
throne of Falohyt for a short time. Raised in this
tradition, you add Arduin Culture +10 and History
+10, Falohyr Culture and History +10, Wood EIf
Culture +10, Wood Elf History +10, and Atduin,
Low Elven and Falohydan languages. You can
choose Arcane Traditions, Martial Art (Aerillion),
and Athleticism as cultural influences. If you are
Wood Elf, use Arduin Culture +20 and History +20,
Wood EIf Culture +40, Wood EIf History +40,
Arduin, Low Elven and Falohynan and High Elven
tongues instead. You gain Arcane Birthright and
Wartior Traditions for free. You can choose
Ancestral Hatred (Deodanth), Military Pursuits,
and Missileer Birthright as cultural influences.
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FEUDAL

Cultural Influence Cost: 1

Benefit: The feudal system is a powerful influence in
your culture. Add +10 to your nation’s history and
culture. Split 20 skill ranks (minimum 1 each) over
Business, Crime, Social, Intel, Urban, and Wildemess
skills. Add +10 Wealth. You can choose Cutthroat
Society and Military Heritage as cultural influences.

FIRE ISLES KHAI ZIRIN

Cultural Influence Cost: 1 (2 for a Khai Zirin)
Benefit: The Fire Isles Khai Zirin are famous for
their brash and adventurous attitudes and zest for
battle and life. Raised in this tradition, you know
Khat Zirin Culture +20, Khai Zinn History +20, and
the Khai Zinn language. You can choose Amoral
Tendency, Cultural Confidence, Inquisitive
Drive, and Individual Path cultural influences. If
you are Khai Zirin, use Khai Zirin Culture +35, Khat
Zirin History +40, and add the Siermelé tongue
instead  You gain Cultural Fame (Trouble
Magnet) and Military Putsuits for free.

FIVE METALS KOBBITT

Cultural Influence Cost: 1 (2 for a Kobbitt)

Benefit: The Five Metals Kobbitts are a plains
running, feisty folk known for their pugnacious
attitudes and desire for life. You know Kobbitt
Culture +20, Kobbitt History +20, and the Kobbitt
language. You can choose Able Drinker, Martial
Art  (Jookhett-Khoon), Cultural Confidence,
Plains Dweller and Individual Path as cultural
influences. If you are Kobbitt, use Kobbitt Culture
+35, Kobbitt History +40, and you gain Cultural
Fame (Trouble Magnet) and Plains Bom for free.

FOREST BORN
Cultural Influence Cost: 1
Benefit: You know forests/woods, their
temperament, idiosyncrasies and danger. You start

with the Tetrain Familiarity (Forest) secret in the
Wilderness skill.

GLADIATOR CUSTOMS

Cultural Influence Cost: 1 (2 for Professionals)
Benefit: Your culture has strong gladiatonal
traditions.

Criminal gladiators ate left to what training they
have (if any) and leatn to survive or die. Add +1 to
CF, a +10 bonus to DEF, and spread 10 skill ranks
among the Lodca, Shield or Weapon skills.

Pit Fighter gladiators are less trained than
professionals but are trained, unlike a cniminal
gladiator. Add +1 CF, a +10 bonus to DEF and
Dodge and split 15 skill ranks among Athletcs,
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Combat, and Weapon skills. You can give up 2
cultural influences and begin with the Gladiator Path
at character creation.

Professional is a trained professional of the
gladiatonal arena. Add +1 CF, a +10 bonus to DEF
and Dodge and split 20 skill ranks among Athletics,
Combat, Lornca, Shield, Entertainment [Perf], and
Weapon skills. You can elect to give up 1 cultural
influence and begin with the Gladiator Path at
character creaton.  You can choose Military
Pursuits as a cultural influence.

GOLD COAST DWARF

Cultural Influence Cost: t (2 for a Dwarf)

Benefit: The Gold Coast Dwarves in Ardashaera
have kept their culture intact and separate from the
Amazonian nation surrounding them. You know
Dwarf Culture +20, Dwarven History +20, and the
Dwarven language. You can choose Able Drinker,
Martial Art (Amak Gorgas), Community Spirit
and Industrious Outlook as cultural influences. If
you are Dwarven, use Dwarven Culture +35,
Dwarven History +40, Dwatven and Old Dwarven
tongues instead. You gain Mountain Bor for free.
You can choose Engineer Birthright, Heritage of
Perseverance, Heroic Heritage, and Rich Crafting
Legacy as cultural influences.

GRAY MOUNTAIN DWARF

Cultural Influence Cost: 1 (2 for a Dwarf)

Benefit: The Dwarves of Khorsar are unlike the rest
of the country. While the rest of Khorsar loathes
technology and to some extent magik, the Grey
Mountain Dwarves embrace it as they have always
done.  Unlike the rest of Khorsar, they were
untouched for the most part by the Great Inundation
that flooded all of Khorsar bately 70 years past..
Raised in this tradition, you know Dwarf Culture +20,
Dwarven History +20, and the Dwarven language.
You can choose Able Drinker, Martial Art (Amak
Gorgas), Engineer Traditions and Warrior
Traditions as cultural influences. If you ate
Dwarven, use Dwarven Culture +35, Dwarven
History +40, Dwarven and Old Dwarven tongues
instead. You gain Mountain Born for free and
Engineer +3 and Mining [Know] +4. You can
choose Engineer Birthright, Heritage of
Perseverance, Heroic Heritage, Rich Crafting
Legacy and Technological Legacy as culwral
influences.

GREAT GRASS CENTAUR

Cultural Influence Cost: 1 (2 for 2 Gara-Khai)
Benefit: The centaur of the Great Grass Forever are
pastoral, easy living and earthy. They move wath the
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seasons and follow the animals across the grassy sea.
Animists, they honor creatures and speak to their
ancestors and the spirits around them. Raised in this
culture, you know Centaur Culture +30, Centaur
History +5, Social +5, and the Centaur language.
You can choose Border Life, Community Spirit,
Individual Path, Superstitious and Tribal as
cultural influences. If you are Tara-Khai, use Centaur
Culture +45, Centaur History +15, Social +10, and
the Centaur language instead. You gain Plains Born
for free. You can choose Spiritual Heritage,
Storytelling Traditions and Warrior Traditions as
cultural influences.

GUERILLA FIGHTER

Cultural Influence Cost: 1

Benefit: Your culture has worked in the past or
works currently to overthrow a dictator, a foreign
ruler or another form of despotic social enslavement
and skills in subterfuge, clandestine activity and
inflicting damage to the enemy are passed down
generation after generation. .Add a +5 bonus to
Clandestne skill checks, add Crime +3, Underworld
+3 and Combat +3. When you make a Covert
Action (Clandestine skill) use a +30 bonus instead.
You can choose National Pride, Passionate Spirit,
or Suspicious Survivalist as cultural influences.

HAMMER DWARF

Cultural Influence Cost: 1 (2 for a Dwarf)

Benefit: The Hammer Dwarves of Myrmydios are
famous for their engineers, stubbornness and
omeriness. Raised in this tradition, you know Dwarf
Culture +20, Dwarven History +20, and the Dwarven
language. You can choose Able Drinker, Martial
Art (Amak Gorgas), Engineer Traditions and
Industrious Outlook as cultural influences. If you
are Dwarven, use Dwarven Culture +35, Dwarven
History +40, Dwarven and the Old Dwarven tongues
instead. You gain Mountain Born for free. Also,
you can choose Cultural Fame (Engineer),
Engineer Birthright, Heritage of Perseverance,
Heroic Heritage, Military Heritage, and Rich
Crafting Legacy as cultural influences.

HAMZ ALEPH HERITAGE

Cultural Influence Cost: 1

Benefit: The Hamz Aleph were a datk and sinewy
people who dwelled in the coastal areas in small
kinglets in present day Viruelandia. They were
superstitious, filled with animistic beliefs about the
world. Raised with such knowledge Hamz Aleph
History +20, Hamz Aleph Culture +20 and their
language, Hamzapth. You gain Superstitious for
free and Ceremony +3. You can choose Amoral
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Tendencies, Spiritual Heritage and Tribal as
cultural influences.

HARSH POLITICAL CLIMATE

Cultural Influence Cost: 1

Benefit: Your culture’s society is filled with political
intrigue, infighting, swift and dramatc political
changes or anarchy. Either way it fosters a certain
amount of paranoia, prudence and deceit. Add a +10
bonus to Social skill checks with Euquette, Lie, or
Bureaucratic Maneuvenng (see Social skill). Add a
+10 bonus to Clandestine skill checks with Covert
Acton. Add a +10 bonus to Intel skill checks with
Evaluate Data.

HEAVENWALL HAWKMEN

Cultural Influence Cost: 1 (2 for a Hawkman)
Benefit: The Hawkmen of the Heaven Wall
Mountains are a nomadic tnbal people — superstitious,
filled with fierce hunung and animistic beliefs and
tradivons. Raised with such knowledge you know
Hawkmen History +20, Hawkmen Culture +20,
Wildemess +5, Clandestine +5 and the language,
Hafocnyn. You can choose Amoral Tendency,
Border Life, Cutthroat Society, Individualist
Nature, Individual Path and Tribal as cultural
influences. If you are a Hawkman, use Hawkman
Culture +45, Hawkman History +15, Wilderness +10,
Clandestine +10, and Hafocnyn. You gain
Athleticism for free. You can also choose Ruthless,
Storytelling Traditions, Warrior Birthright and
Warrior Traditions as cultural influences.

HERITAGE OF PERSEVERANCE

Cultural Influence Cost: 1

Benefit: Stoic endurance, predestination, acceptance
of fate, and the understanding that events have been
preordained is a fact of life. You face death with grim
acceptance, trals of fortune or fate with perseverance,
and bravery in the face of hardship. Add a +20
bonus to rolls to throw off negative emotional effects
or statuses. You can choose Determined as a
cultural influence.

HEROIC HERITAGE

Cultural Influence Cost: 2

Benefit: The annals of your land’s history list long
rolls of heroes and heroines and everyone has at least
a cousin, even if several steps removed, from one
national hero or another. Choose one facet of
heroism that you idealize in a hero (or heroes), such
as bravery in the face of fear, vast skill with magik,
utmost religious faith, and so on. If the nuance of
heroism you selected is related to a skill or a
developmental aspect (PD, Fear, etc) add a +10
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bonus to check or a +10 advancement bonus.
Otherwise, add a +2 bonus to the relevant dice roll.
You can choose Code of Conduct, Cultural Fame
(Heroic), and Recognized as cultural influences.

HoT BLOODED

Cultural Influence Cost: 1

Benefit: Your culture is known for its hotheads,
firebrands and troublemakers. = While agitating,
exciting or stressful events always hold the chance of
you blowing your top. TD 50 Self Control or suffer
the Rage condition. You can also voluntanly
succumb to it, TD 75 Self Control. If you fail a Fear
save you can elect to attempt to make your blood boil
and succumb to your anger. If you succeed you
cancel the fear with your rage, losing the rage in the
process. You can take Passionate Spirit as a cultural
influence.

IMPERIALISM

Cultural Influence Cost: 1

Benefit: Your culture believes in or histoncally
believed in the forceful extension of your nation's
authonty by territonal, economic and political
dominance over others. Select 3 nations where you
have Culture +5, History +5 and that nation’s
language. Also, split 15 skill ranks among Business,
Military, Social, Urban, and Wilderness skills. You
can choose Cultural Confidence, Battle Mandate,
Commercial Mandate and National Pride as
cultural influences.

INDIVIDUAL PATH

Cultural Influence Cost: 1

Benefit: While you frequently align your life with the
greater good of the group, the path you walk in life is
your own. The society that birthed you taught you
well to apply such tactics to maintain your
individuality. Durng Skill Advancement and
Development, if you gain at least +1 in (any) skill, you
can apply a single bonus (+1) skill rank to PD as long
as it is skill rank 150 o less.

INDIVIDUALIST NATURE

Cultural Influence Cost: 1

Benefit: Your culture emphasizes individualism and
fosters the growth of independent, autonomous
thinking and action. Add a +20 bonus to PD checks
but suffer a2 -5 penalty to skill checks with the Social
skill. You can choose Individual Path as a cultural
influence.




INDUSTRIOUS OUTLOOK

Cultural Influence Cost: 1

Benefit: You turn your hand to work while others
play or waste ame. Add +20 to Wealth and select 1
skill where you gain a +10 skill advancement bonus.
During Skill Advancement and Development, if you
gain at least +1 in this skill, add a +1 bonus Wealth.

INHERITANCE

Cultural Influence Cost: 1 — 3 (see below)

Benefit: You have been left something of value. The
overall value of your inheritance is defined as Small
(costs 1), Modest (costs 2), Large (costs 3) as
indicated when you take this influence.

Small inhertance provides 20 items of 10 GC
each. You can combine these items together to form
a greater single item, such as making two items into a
single 20 GC item. Any leftover amounts remaining
if you choose the value of the item lower than 10 GC
or the amount you create by merging items together is
gained as equivalent Silver Wealth and SP.

Modest inhentance provides 20 items of 20 GC
each similar to what is listed above. You also have
access to a renewing 200 Silver Wealth every month
(separate from any other Wealth you have). This
wealth will renew monthly and is not subject to the
normal rules of Wealth loss; however, you can only
use it once in 2 month and cannot take loans against
it.

Large inhertance provides 500 GC in items (any
number), taking the remainder not used as coin. Large
Inhentance also has a reoccurring monthly income in
the form of 100 Gold Wealth as outlined above in
Modest inhentance. However, unlike normal wealth,
you can split the 100 Gold Wealth into smaller units
to gain more uses of Wealth during a month’s
timeframe. For instance, you could split it into five
20 Gold units, ten 10 Gold units and so on.

INQUISITIVE DRIVE

Cultural Influence Cost: 1

Benefit: Your culture instlls a cunosity about the
wortld and the worlds and dimensions beyond it. You
will go to great lengths to discover new things. If you
have at least one +10 skill advancement bonus in a
Knowledge area of study you can apply a +10 skill
advancement bonus to all Knowledge areas of study

that do not have a skill advancement bogus.

JAZANDA
Cultural Influence Cost: 2
Benefit: The north most of the Amazon motherland
states and its most volatile in terms of culture and
unity. Jazanda is a chaotic cultural mess of Amazon,
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Kugjian and Pandunan peoples slowly blending into
one and this mixing has created a unique culture not
distinctly one or the other though just Amazon
enough to be accepted into the motherland during the
years of unity. Acceptance, flexibility and ability to
think and reason are strong concepts important to all
Jazandians. Unlike other Amazon domains, males
have a strong and stated presence. Jazandians speak
their own tongue (Jazanda) a vanation of the Amazon
tongue and leam Jazanda History +20, Kugjian
History +20 Panduna History +20, and Jazanda
Culture +20. Jazandians are tutored in the arts of wat
and you have Shield +3, Spear +3, Ride +3, and Short
Bow +3. You begin with Melting Pot (Panduria)
for free. You can choose Kugjian Roots and
Pandoori Heritage as cultural influences.

JEWEL ELVES

Cultural Influence Cost: 1 (2 for 2 Wood Elf)
Benefit: When Cynabahr decimated the forest
homeland of the Jewel Elves, it shattered the unity of
their culture forever. Those who survived are split
into disparate groups, with the largest groups dwelling
in Ardashaera or living and fighting continuously with
the Cynabahs in the Jewel Wood. Despite adversity,
the culture and traditions of the Jewel Elves live on.
You know Wood Elf Culture +20, Wood Elf History
+20, and the Low Elven language. You can choose
Arcane Heritage, Martial Art (Aerillion),
Community Spitit and Warrior Traditions as
cultural influences. If you are Wood Elf, use Wood
Elf Culture +40, Wood Elf History +40, Low Elven
and the High Elven tongues instead. You gain
Inheritance (Modest) for free. You can take
Arcane Birthright, Missileer Birthright,
Storytelling Traditions, and Rich Crafting Legacy
as cultural influences.

KOZANGI KHAI SHANG

Cultural Influence Cost: 1 (2 for Khai Shang)
Benefit: Khai Shang attracted to the Kozangi Dales
see a kindred spint in the people there. They have
taken completely the Kozangi religion, and many of
their customs, especially the more violent ones.
Raised in this tradition, you know the Shangu
language and are tutored in Khai Shang battle tactics:
Combat +5, Kynl [Weap] +5, Bolos [Weap] +5, and
Kukn [Weap] +5. You can choose Military Pursuits
or Watrior Tradition as cultural influences. If you
are Khai Shang, add a +5 bonus to Athletic and
Combat skill checks. You gain Athleticism and
Cultural Fame (Duelist) for free.




KURJIAN ROOTS

Cultural Influence Cost: 1

Benefit: The Kusjian peoples are a nomadic breed
that roam the depths of the Great Sand Sea They are
hot-blooded, tempestuous but filled with a zest for
life and all it bangs, good or bad. Kurjian are expert
horsemen, treasure water, dancing, the company of
friends and athletuc compedtions. Take Kurjian
History +10, Kurjian Culture +20, Kurjian language,
Ride +5, and DancefPerf] +3. You can choose
Desert Bom, Hot Blooded or Passionate Spirit as
cultural influences.

LEAGUE GUILDS

Cultural Influence Cost: 1

Benefit: In the Cirthian League everyone belongs to
one or more guilds and no one stands alone. Choose
a guild and select 3 skills (skill specializations count as
individual skills) directly related to the guild. With the
3 skills you have a +5 bonus to skill checks (if a
selected skill is a specialization, it applies only to that
specialization). You also begin with +5 skill ranks in
each chosen skill.

MAGICAL PURSUITS

Culcural Influence Cost: 2

Benefit: You culture focuses heavily on magic and
arcane tactical knowledge, applying it to every
situation. Dunng Skill Advancement and
Development, if you gain at least +1 in (any) skill, you
can apply a single bonus (+1) skill rank to one of

Arcanalogy, Cast (select specialization), or Channel as
long as your chosen skill is skill rank 75 or less.

MARAGORE HERITAGE

Cultural Influence Cost: 1

Benefit: Maragoré was a restless, but relatively stable
kingdom, known for its tough, diverse people.
Militancy ruled in Maragoré and was their national
spirit and identity if there was one. The death of the
monarch and a rise of the horde destroyed almost all
that was Maragoré. Raised in the old kingdom
traditions, you know Maragoré History +15,
Maragoré Culture +20, Arduinian and Dwarven
languages, Military +5 and Engineer +2. You can
choose Engineer Traditions, Mercenary Customs,
Monarchy, National Pride or Passionate Spirit as
cultural influences.

MARBLE STEP ELF
Culwural Influence Cost: 1 (3 for High Elves)
Benefit: The White Marble Steps of the Heaven Wall
mountains are the greatest bastion of High Elven
culture on Khaora. They live in lofty snow covered
splendor in vast castes aloof from the world,
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uncaring anymore for its woes. Too many times in
the past they have shed blood and lost souls to save
her and no more are they willing to nise up to combat
darkness and decay. Raised in this traditon, you add
High EIf Culture +20, High EIf History +30,
Ceremony +5, and the High Elven language. You
can choose Arcane Heritage, Runeweaver
Traditions, Martial Art (Syllindion) and Warrior
Traditions as cultural influences. re_High
Elf, use High EIf Culture +40, High Elf History +40,
Low Elven and the High Elven tongues instead. You
gain Arcane Traditions, Runeweaver Traditions
and Warrior Traditions for free. You can choose
Arcane Birthright, Arcane Heritage, Arcane
Legacy, Military  Heritage, Runeweaver
Birthright, and Warrior Birthright as cultural
influences.

MARITIME HERITAGE

Cultural Influence Cost: 1

Benefit: The culture has a long history of mantime
tradition. You can split 15 skill ranks over Military,
Nautical Lote [Know] and Pilot (declare the vessel (s)
known) or start with the secret of Terrain Familianty
(Ocean) listed under the Wilderness skill.

MARMACHAND DEODANTH

Cultural Influence Cost: 1 (2 for Deodanth)

Benefit: Deodanth flocked to Marmachand after they
entered the world duning the Nexus Wars, seeing a
kind home suited to their natures. Add Deodanth
Culture +20, Deodanth History +30, Combat +5, and
the Deodanth language. You can choose Amoral
Tendencies, Arcane Heritage, Runeweaver
Traditions, Martial Art (Ssshaazzoot) and Warrior
Traditions as cultural influences. [f you are
Deodanth, use Deodanth Culture +40, Deodanth
History +40, Deodanth and Marmachandian tongues.
You gain Arcane Traditions, Ruthless, and Warrior
Traditions for free. You can take Arcane Birthright,
Arcane Heritage, Arcane Legacy, Martial Art
(Ssshaazzoor), Military Heritage, Runeweaver
Birthright, and Wardor Birthright as cultural

influences.

MARTIAL ART
Cultural Influence Cost: 1
Benefit: You know the particular named style of
fightng (Style skill: named martial art +5) regardless
of the normal requirements.




MATRIARCHY

Cultural Influence Cost: 1

Benefit: This form of governing heavily influences
your culture. Split 10 skill ranks among Social and
Military. You can choose Cultural Confidence,
Battle Mandate and Citizenship as cultural
influences.

MEDICINAL FOLK LORE

Cultural Influence Cost: 1

Benefit: Your culture maintains a great store of
medicine knowledge and medicine, medical lore and
healers are treasures of the land. Split 20 skill ranks
(minimum 1 in each) among Anatomy [Know],
Biology [Know], Herbs [Know], Medical, Wilderness,
and your culture’s Folk Lore [Know].

MEDICAL LORE

Cultural Influence Cost: 1

Benefit: Your society is medically advanced and
basic medicinal principles and lore are common.
Medicine, medical lore and healers are very highly
regarded. Add a +10 bonus with all Medical skill
checks and split 10 skill ranks among the Anatomy
[Know] or Medical skills. You can choose
Recognized (Healet) and Inheritance (small) as
cultural influences.

MELTING PoT

Cultural Influence Cost: 1

Benefit: Your society has a long history of mixing
cultures and has served as the meltng pot for 1 or
more in the past. You can choose a cultural influence
from the listed culture (or cultures).

MERCANTILE BIRTHRIGHT

Cultural Influence Cost: 1

Benefit: Your culture blends business seamlessly
with life, treating business and the art of
moneymaking a pursuit of life. Add a +10 bonus
with Business skill checks. Take 5 business contacts
you have at 50 Trust. Split 20 skill ranks (minimum 1
in each) Accounting [Know], Business, Crime, Intel,
Social and Underworld. You can take Mercantile
Traditions or Recognized as cultural influences.

MERCANTILE PURSUITS

Cultural Influence Cost: 2

Benefit: You culture focuses heavily on business and
socio-economic knowledge and applying it to every
situation. During Skill Advancement and
Development, if you gain at least +1 in (any) skill, you
can apply a single bonus (+1) skill rank to one of
Business, Intel or Social as long your chosen skill is
skill rank 75 or less.
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MERCANTILE TRADITIONS

Cultural Influence Cost: 1

Benefit: A long history of mercantile tradidons has
provided a deep store of business knowledge. Add a
+5 bonus with Business skill checks. .Add 2 business
contacts you have at 50 Trust. Split 10 skill ranks
among  Accounting [Know], Business, Crime, Intel,
Perform (any), Social or Urban. You can choose
Metcantile Birthright as a cultural influence.

MERCENARY CUSTOMS

Cultural Influence Cost: 1

Benefit: Your culture has a long history of mercenary
tradition. Split 15 skill ranks among Military, Weapon
(any specialization), Lorica (any specialization), Shield,
Combat or Missilery. You can also speak one
additional language and put 5 skill ranks in three
cultures.

MICKLEBACK DWARF

Cultural Influence Cost: 1 (2 for a Dwarf)

Benefit: The Mickleback Mountain Dwarves of
Arduin are famous for their stone, liquor and people.
A long established line of proud people these
Dwarves have figured powerfully in every major and
minor even in Arduin’s history. Yu know Dwarf
Culture +20, Dwarven History +20, and the Dwarven
language. You can choose Able Drinker, Martial
Art (Amak Gorgas), Community Spirit and
Industrious Outlook as cultural influences. If you
are Dwarven, use Dwarven Culture +35, Dwarven
History +40, Dwarven and the Old Dwarven tongues
instead. You gain Mountain Bom for free. You can
choose Engineer Birthright, Heritage of
Petseverance, Heroic Heritage, Military Heritage,
and Rich Crafting Legacy as cultural influences.

MILITARY HERITAGE

Cultural Influence Cost: 1

Benefit: Your culture has a long history of military
tradition and-warfate. Add a +10 bonus to Military
skill checks. Split 15 skill ranks among Military,
Combat, and Logistics [Know]. You can choose
Battle Mandate and Military Pursuits as cultural
influences.

MILITARY PURSUITS

Cultural Influence Cost: 2

Benefit: You culture focuses heavily on military and
tactical knowledge and applies it to every opportunity
or situation. During Skill Advancement and
Development, if you gain at least +1 in (any) skill, you
can apply a single bonus (+1) skill rank to 1 of

Combat, Guard, or Military as long your chosen skill
is skill rank 75 or less.




MISSILEER BIRTHRIGHT

Cultural Influence Cost: 1

Benefit: Your culture is famed for its missileers and
this reputation as the best is deeply interwoven into
your culture. Add a +10 bonus with Missilery skill
checks. Split 10 skill ranks among Missilery, Combat
and culture’s missile weapon. Start with a high quality

version of your culture’s missile weapon for free.

MISTY ISLES HERITAGE

Cultural Influence Cost: 1

Benefit: Raised properly in the Misty Isles traditions
and have Misty Isles Culture +20, Misty Isles History
+20, Amazon Culture, and the Amazonian tongue.
Add Military +3 and Nautical Lote +2. You can
choose Maritime Heritage, Military Heritage,
Privateer Heritage, or Renaissance as cultural
influences.

MONARCHY

Cultural Influence Cost: 1

Benefit: The monarchy governing system i1s a
powerful influence in your culture. Add +15 to your
nation’s history and culture. Splic 20 skill ranks
(minimum 1 in each) over the Business, Social, Intel,
and Urban skills. Add +10 to Wealth. You can
choose Citizenship and Passionate Spirit as cultural
influences.

MOUNTAIN BORN

Cultural Influence Cost: 1

Benefit: You know the mountain ranges, their
temperament, idiosyncrasies and danger. You start
with the secret of Terrain Familianty (Mountains)
listed under the Wilderness skill.

MYRMYDIOSIAN GNOME

Cultural Influence Cost: 1 (2 for a Gnome)

Benefit: The Mymydiosian Gnomes are stubbom
and hard headed but less mercenary than other
gnomes. They are sull suspicious of others, especially
anyone with interest in their secrets but not to the
normal extent of paranoia. You know the Low
Gnome tongue and have Business +3, Social +5, and
Utban +3. You can choose Amoral Tendency,
Citizenship, Community Spirit, Engineer
Traditions and Suspicious Survivalist as cultural
influences. If you are a Gnome, add a +5 bonus to
Business and Engineer skill checks. Gain Mountain
Bom for free. You can choose Cultural Fame
(Engineer), Engineer Birthright, Urban Wisdom,
and Well Educated as cultural influences.
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NAPHALOE

Cultural Influence Cost: 2

Benefit: You were raised in the Naphaloé traditions
and have been broken and remade by its harsh history
and even more brutal traditions of survival.
Independence must be gained and maintained at any
cost, even be 1t by sacrificing your own humanity for
savagery. It is better 1n all ways to be feared than to
be understood. Racial punty must be maintained at
all costs lest the horror of the past relive. Failure is
impossible for Naphaloéan and never considered.
You are highly bigoted, snobbish to all races, even
other Amazons. Males are treated with repugnance if
even noticed. Add Naphal6é History +35 and
Naphal6é Culture +30. You have a half strength (-
10/+5) version of Cultural Bigotry towards ALL
races or cultures except Naphaléé but suffer a -30
penalty to mature Contacts and Connections.
Naphal6é are tutored in the arts of war: Military +5,
Shield +5, Spear Weapon Class +5, and Guenlla
Warfare [Know] +5. You can choose Cultural
Confidence, Ruthless or Recognized as cultural
influences.

NATIONAL ABHORRENCE
Cultural Influence Cost: 1
Benefit: You culture views some concept,

circumstance, object, entity, etc. with wviolent and
aggressive antipathy.

Arcane abhortence 1s a loathing and distrust of
things magikal, specifically the arcane matters of
mages and runeweavers. Other types of magk,
technology and psychic power are generally
distinguished from arcane matters though a GM may
rule otherwise depending on the situation. Add a +50
bonus to MD against such magik is gained but you
suffer a —30-penalty to Arcanalogy, Cast, and Channel
skill checks.

Religious abhorrence 1s a loathing and distrust
of religion; refers specifically to the religious matters
of pdests, druids, saints, witch hunters and paladins.
Other types of magik, technology and psychic power
are generally distinguished from religious matters
though a GM may rule otherwise. Add a +50 bonus
to MD against religious magik but you suffer a -30
penalty to Pneuma, Entreaty, and Channel skill
checks.

Technological abhorrence is a loathing and
distrust of technology; refers specifically to the techno
profession and can include those who manufacture or
use more than TL 2 items. Add a +20 bonus to any
Save or DEF against technological effects but suffer a
—30 penalty to Engineer, Mechanic, and Manufacture.




NATIONAL CHARGE

Cultural Influence Cost: 1

Benefit: Your nation holds one chatge or civic duty
above all others, something so profound it is woven
into the fabric of your nation’s sodial conscous. You
know the history of this charge well (relevant History
+40) and when in pursuit of your charge you gain a
+5 bonus to all rolls directly involving it and the
Courage status. When you are no longer working
directly with this charge, the above fades away.
However, if you fail in your charge or fail to take up
the charge you suffer a —10 penalty to all rolls
(relating to your charge or not) and the Disturbed
condition until you make amends.

NATIONAL PRIDE

Cultural Influence Cost: 1

Benefit: The deep and nch history of your land
provides a great source of pride and strength. People
of your land feel 2 powerful overwhelming feeling
when it comes to their nation. Pick up to 3 ideals ot
circumstances defined by your nation’s culture ot
history. Perhaps it is the sight of your land’s flag, the
remembrance of a fallen hero or the ideal of freedom.
Whenever you can align your actions to 1 of your
chosen ideal/citcumstance (GM adjudicates) you are
affected by the Courage Status.

NOBILITY

Cultural Influence Cost: 1 — 3 (see below)

Benefit: Your culture has clear cut nobility. Nobility
falls into the categones of Landless (costs 1), Minor
(costs 2), Low (costs 3) when you take this influence.
You can choose Cultured, Inheritance (small),
Recognized and Renaissance as cultural influences.

Landless Noble begins with the socal motf
Titled (which cannot be lost). Add +50 to starting
wealth.

Minor Noble begins with the social motifs Tizled
and Regpected (which cannot be lost). Add +30 to
starting wealth. Upgrade your Wealth rating to Gold
Wealth.

Low Noble begins with the social motifs
Acknowledge, Titled and Respected (which cannot be lost).
Add +50 to starting wealth. Upgrade your Wealth
rating to Gold Wealth. You can choose Inheritance
(Modest) as a cultural influence.

OCCTRIXIT HERITAGE
Cultural Influence Cost: 1
Benefit: The Occtrxit were a dark people with
shadowed, restless souls who entered the world via a
black, seething nexus that lit the eastern sky of
Khaora for nearly a month. The Occtrixit were not
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of this world and this cold, nearly emotionless people
bathed the coast in blood and magic, carving for
themselves an empire. But not one to last. Their
dominion lasted less than 50 years before plummeting
into utter ruin, one so complete that little remains.
The long history of Chund remembers those days:
you know of the Occtrixit, Occtrixit History +20,
Occtrxit Culture +20 and their language, Searvxit.
Spread 15 skill ranks of your choice among
Arcanalogy, Demon Lore [Know], and Nexus Lote
[Know]. You can choose Amoral Tendencies,
Ruthless or Recognized as cultural influences.

OURAI-All PADHA-HHA

Cultural Influence Cost: 1 (2 for Padha-Hha)
Benefit: Since the flight from Jookhal-Khun, the
Ourai-Aii clan has fought to maintain their culture. A
child of such traditions you are sensitive to rank and
social status but blunt to the point of rudeness.
Curosity 1s disliked and searching beyond the
presentation of the nomm is weird. You are slow to
temper but when aroused fearsome. You know the
Pandasha language, seek no other deity but
Amarydion, know the cultural weapons and armor of
the Padha-Hha — Lho-Zhar-Ha +5, Yoe-Ukai +5,
Pushokk-ah +5, and Hoja-Pai +5. You can choose
Citizenship and Heritage of Perseverance as
cultural influences. If you ate Padha-Hha, add a +10
bonus to Social and Self Control skill checks. Add a
+10 advancement bonus to the Self Control skill.

PANDOORIS HERITAGE

Cultural Influence Cost: 1

Benefit: The Pandoors were a prolific, emotional
people who dominated the east coast of Khaora.
They lived life with oceanic zest, consumed by a
driving need to construct and an abiding love for art
in all its mynad expressions. You know of the
Pandoorni: Pandoon History +20, Pandoori Culture
+20 and their language, Pandoon. Spread 10 skill
ranks of your choice among the Perform
specializations skills; add Architecture [Know] +5 and
Stonework [Know] +5.

PASSIONATE SPIRIT

Cultural Influence Cost: 1

Benefit: You have an intemnal driving passion that is
overwhelming and rules all your actions. You can
designate one roll to add a +5 bonus as an outlet of
this passion. You can change this roll anytime, up to
once per melee round but must declare it before the
roll.




PLAINS BORN

Cultural Influence Cost: 1

Benefit: You know the wide ranging plains, their
temperament, idiosyncrasies and secrets. You have
Terrain Familianty (Plains) from the Wilderness skill.

PLAINS DWELLER

Cultural Influence Cost: 2

Benefit: Home is the plains, the wide open sky,
waving grasses and genty rolling hills. Its influence
touches all your life, building a sense of boundless
energy, freedom of spinit and limitless reach. Add
+10 to nation’s culture and history. You gain Plains
Bom for free. Split 15 skill ranks among Athletics,
Clandestine, Recon, and Wilderess skills. You .can
choose Athleticism, Border Life, Individualist
Nature and Storytelling Traditions as cultural
influences.

PLUTOCRACY

Cultural Influence Cost: 1

Benefit: The plutocratic governing system is a
powerful influence. Add +15 to your nation’s history
and culture. Split 20 skill ranks (minimum 1 in each)
among Business, Matketing [Know], Social, Intel, and
Urban skills. Add +10 to Wealth. You can take
Citizenship, = Mercantile  Traditions  and
Recognized as cultural influences.

PLUTOCRATIC MAGOCRACY

Cultural Influence Cost: 1

Benefit: This form of governing is a heavy influence.
Add +3 skill ranks to Social, Business, and Orate
[Perf]. Add +15 to your nation’s history and culture.
Split 20 skill ranks (minimum 1 in each) over the
Arcanalogy, Business, Social, and Intel skills. Add
+20 to Wealth. You can take Arcane Heritage,
Mercantile Traditions and Recognized as cultural
influences.

PoLITY

Cultural Influence Cost: 1

Benefit: The polity governing system is a powerful
influence. Add +10 to your nation’s history and
culture. Add a +5 bonus to Orate [Perf] skill checks.
Split 20 skill ranks (minimum 1 in each) over the
Social, Intel, Orate [Perf], and Urban skills. You can
take Citizenship, Community Spirit, Passionate
Spirit and Renaissance as cultural influences.
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PRIVATEER HERITAGE

Culcural Influence Cost: 1

Benefit: Culture has a long and colozful history of
prvateering in the name of its ruler. You have a +5
bonus with Wilderness skill checks while on water.
Split 15 skill ranks (minimum 1 skill rank/each) across
Nautical Lore [Know], Wildemess, Underworld,
Cnme, Intel, and Clandestine skills. You can choose
Maritime Heritage, Recognized, Ruthless, and
Salt in your Blood as cultural influences.

QUAWIMA HERITAGE

Cultural Influence Cost: 1

Benefit: The Quawima were a strong culture of
many races who dominated the east coast of Khaora.
They were consumed with conquest, a desire to have
their acts remembered, and a love of art in all its many
forms. You know of the Quawima: Quawima History
+20, Quawima Culture +20 and their language,
Quawimam.  Spread 20 skill ranks among the
Perform specializations skills, Architecture [Know],
and Stonework {Know] +5. You can choose Military
Heritage, Battle Mandate and Passionate Spirit as
cultural influences.

QUORN MOUNTAIN GNOME

Cultural Influence Cost 1 (2 for a Gnome)

Benefit: The Quorn Gnomes dwell in eastern
Malgoreem along the border with Viruelandia. More
open and gregarious than the norm, they have a deep
hatred for Viruelandia and have suffered under their
rule.  You know the Low Gnome tongue and
Business +2, Came +2, Social +3, Urban +2 and
Wildemess +2. You can choose Amoral Tendency,

Ancestral Hatred (Viruelandia), Community
Spirit, Cutthroat Society, and Suspicious
Survivalist as cultural influences. If you are a

Gnoome, add a +5 bonus to Business and Cdme skill
checks. You get Ruthless for free. You can take
Cultural Fame (Avaricious), Utban Wisdom, and
Well Educated as cultural influences.

RAE-ZANT KHAI SHANG

Cultural Influence Cost: 1 (2 for Khai Shang)
Benefit: Khai Shang attracted to the Chorynth see a
kindred spirt in the people there. Otherwise they
differ litde than the nomn socially. You know the
Shangu language and have Combat +5 and Kynl
[Weap] +5, Bolos {Weap)] +5, and Kukn [Weap] +5.
You can choose Military Pursuits and Warrior
Tradition as cultural influences. If you ate Khai
Shang, add a +5 bonus to Athletic and Combat skill
checks. You gain Athleticism and Cultural Fame
(Duelist) for free.
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RECOGNIZED
Cultural Influence Cost: 1
Benefit: You have done something in the past that
has rendered you honors and fame. You begin with a

Social Motif that you can qualify for of your choice
and add +30 to any starting Wealth.

RELIGIOUS HERITAGE

Cultural Influence Cost: 1

Benefit: Your culture has a deep and abiding heritage
of religious influence that has provided an array of
religious knowledge and know-how. Split 10 skill
ranks among Pneuma, Religion [Know], and (your
culture’s) Mythology [Know]. If you take the Prest
or Paladin professions, add a +5 skill ranks to your
Profession skill. If you select a Saint or Witch Hunter
Path, you can use this cultural influence to take either
without giving up a Profession option.

RELIGIOUS MANDATE
Cultwural Influence Cost: 1
Benefit: Your culture feels a social right exists for
them to export their religious beliefs to other nations
and people, to proselytize, to sway other nations and
peoples to their religion. This sense of desuny allows
you to designate another nation, race or social entity
and gain a2 +10 bonus to skill checks against them.
You can take this bonus only once per melee round
to a single skill check. The target of this cultural
idiosyncrasy must be a i
designated by your culture and religion to qualify.
RELIGIOUS PURSUITS
Culcural Influence Cost: 2
Benefit: Your culture is strongly religious and this
theme echoes across all social levels. During Skill
Advancement and Development, if you gain at least
+1 in (any) skill, you can apply a single bonus (+1)
skill rank to 1 of Pneuma, Orate [Perf] or Social as
long the skill you choose is skill rank 75 or less.

RELIGIOUS TRADITIONS
Cultural Influence Cost: 1
Benefit: A long history of religious traditions has
provided a deep store a powerful religious grounding.
Add a +10 bonus with Pneuma skill checks. You can
give up 2 cultural influences and begin with a Pneuma
secret if you can meet the secret’s prerequisites.

RENAISSANCE

Cultural Influence Cost: 1

Benefit: Your society invests a lot of energy into
advancement and has a broad breadth of exposure
new and old knowledge. Add +1 TL. Spread 10 skill
ranks across any number of skills of your choice. You
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can choose Community Spirit, Individual Path,
National Pride, & Recognized as cultural influcnces.

RHINGALOREAN BIRTHRIGHT

Cultural Influence Cost: 1

Benefit: The Rhingalorean nation was a thnving
powerful one that controlled the stretch of the
Heaven Wall and Pylomere Mountains as well as most
of the present day Withered lands region. They were
master crafters, builders and artisans, with an
endurng love of creation in all forms. You ate heir to
the Rhingalorean culture and know their history and
culture (both +30) but are truly children of their art.
You have a +5 bonus with all Cetemony, Channel,
Eldann, and Manufacture skill checks. You can elect
to give up +1 cultural influence to make the above
bonus +10 (you can only do this once). You can
choose Renaissance, Rhingalorean Heritage,
Rhingalorean Legacy, and Technological Legacy
as cultural influences.

RHINGALOREAN HERITAGE

Cultural Influence Cost: 1

Benefit: The Rhingalorean nation was a thriving
powerful one that controlled the stretch of the
Heaven Wall and Pylomere Mountains as well as most
of the present day Withered lands region. They were
master crafters, builders and artisans, with an
enduring love of creation in all forms. Take
Rhingalorean History +20, Rhingalorean Culture +20,
Architecture [Know] +5, and Stonework [Know] +5.
Spread 15 skill ranks among Ceremony, Manufacture
specializations, and Knowledge areas of study relating

to crafting or designs. You can choose
Rhingalorean  Birthright and Rhingalorean
Legacy as cultural influences.

RHINGALOREAN LEGACY

Cultural Influence Cost: 1

Benefit: The Rhingalorean nation was a thriving one
that controlled the stretch of the Heaven Wall and
Pylomere Mountains as well as most of the present
day Withered Lands. They were master crafters,
builders and artisans, with a love of creation in all
forms. Your culture has stolen vast amounts from
this ancient nation and made it your own. Add a +5
bonus to Manufacture skill checks. You may elect to
give up 1 cultural influence & begin with a
Manufacture secret if you can meet the secret’s
prerequisites.  You can choose Rhingalorean
Birthright and Rhingalorean Heritage as cultural

influences.
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RICH CRAFTING LEGACY

Cultural Influence Cost: 1

Benefit: Your culture is nch with forming, crafting
and manufacturing objects, works of art and other
branches of crafting knowledge. Add a +5 bonus to
Manufacture skill checks. Add a +5 bonus to
Manufacture skill checks. Split 15 skill ranks in
Knowledge areas of study relevant to crafting or
construction.

RIVER FOLK

Cultural Influence Cost: 2

Benefit: Your home is the nver, its sprawling
waterways, green banks and the singsong sound of its
movements. Life on the nver is both relaxing and
tranquil and full of vigor, excitement and money.
Dance, music and enjoyment are important concepts
to you. Like the river you flow from one to another
taking on the aspect necessary for the path of life in
front of you. Add +10-to nation’s culture and history.
You gain the Maritime Heritage for free. Split 15
skill ranks among Business, Crime, Perform (any
specialization) and Social skills. You can choose
Privateer Heritage, Salt in your Blood and
Storytelling Traditions as cultural influence.

ROO-ANAI THROON

Cultural Influence Cost: 1 (including for Throon)
Benefit: Roo-anai are atypical Throon with a greater
love of silver over all other metals and body
decoration than the norm. Otherwise they differ little
than the norm socially. You know the Throon
language & are tutored in Throon battle tactics. You
have Combat +5, Impact Bladed & Heavy Throwing
Arms weapon classes +5, and Shield +5. You can
choose Military Putsuits or Martial Art (Thugga-
Aspa) as cultural influences. [f you are Throon, add a
+5 bonus to Athletic and Combat skill checks. You
gain Mountain Born and Ruthless for free.

RUNEWEAVER BIRTHRIGHT

Cultural Influence Cost: 1 (see below)

Benefit: Your culture is rch with runeweaving
tradition and knowledge. You have a +5 bonus to
Channel and Eldarin skill checks. You can give up +1
cultural influence to make the above bonus +10 (you
can only do this once). Runeweaver profession ot
Rune Singer path, add a (one-time) +10 bonus to the
Profession/Path skill. You can choose Runeweaver
Legacy and Runeweaver Traditions as cultural
influences.

RUNEWEAVER LEGACY

Cultural Influence Cost: 1
Benefit: Your culture has a vast store of Runeweaver
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knowledge. Add a +10 bonus to Eldann skill checks.
You can give up 2 cultural influences and begin with
an Eldann secret if you can meet the secret’s
prerequisites.

RUNEWEAVER TRADITIONS

Cultural Influence Cost: 1

Benefit: You have delved deeply into the ancient
traditions of the Runeweavers. Take Arcanalogy +5,
Ceremony +5, Runeweaver Culture +20 and History
+20. Runeweaver profession or Rune Singer path,
add Eldann +5. You can choose Runeweaver
Birthright or Runeweaver Legacy as cultural
influences.

RUTHLESS

Cultural Influence Cost: 1

Benefit: Your society holds no place for ethics,
values or morals. Add a +30 bonus to skill checks ot
rolls against emotional states or effects and take Self
Control +5. You can take Amoral Tendency as a
cultural influence.

SALT IN YOUR BLOOD

Cultural Influence Cost: 1

Benefit: The open waters of the ocean, the nver
ways and lakes — it doesn’t matter — they are your
home. You start with the secret of Terrain Familianty
(Ocean) listed under the Wilderness skill.

SARKESHI HERITAGE

Cultural Influence Cost: 1

Benefit: The Sarkeshi were a hot tempered,
emotional people who dominated the northeast coast
of Khaora. They came from the Kurjian peoples of
the desert and made their way out of the desert to
dominate the greener lands of the coast. They lived
life with oceanic zest and were charactenzed as a wild,
fierce, cruel and headstrong people. You know of the
Sarkeshi: Sarkeshi History +20, Satkeshi Culture +20
and their language, Satkesh. Spread 15 skill ranks
among Crime, Ride, and Perform (any specialization).
You can choose Aristocracy, Hot Blooded and
National Pride as cultural influences.

SELF TAUGHT

Cultural Influence Cost: 1

Benefit: Your culture nurtures a strong sense of
independent learning and has endeared an
autodidactic, take charge mindset. Apply 20 skill
ranks to any number of skills but you can place no
more than 5 skill ranks in any one skill. You can give
up 1 cultural influence and gain a +10 advancement
bonus to a skill of choice.




SHELL BACK GNOLLS

Cultural Influence Cost: 1 (2 for a Gnoll)

Benefit: The great Shell Back Wood is a wild, lawless
place and the Gnolls are among the wildest of the
feral, savage in a way that gives even Death Ogre
pause. Brought up in this life, you know the Gnoll
tongue and have evolved to survive. You have
Combat +3, Came +3, Wildemess +5 and Claw
[Weap] +5. You can take Amoral Tendency,
Border Life, Ruthless and Suspicious Sugvivalist
as cultural influences. If you ate a Gnoll, add a +3
bonus to crtical chances with Claw [Weap) attacks.
You can choose Tribal and Wartior Traditions as
cultural influences.

SHELL BACK ORCS

Cultural Influence Cost: 1 (2 for an Oxc)

Benefit: The great Shell Back Wood is a wild, lawless
place and the Orcs who live there have leamed to
become the most savage in order to survive. Brought
up in this life, you know the Orc tongue and are
schooled by life to survive. Combat +2, Crime +3,
one weapon class +3, Shield +2, and Wilderness +5.
You can choose Amoral Tendency, Martial Art
(Mul-Llu), Ruthless and Suspicious Survivalist as
cultural influences. If you are an Orc, add a +10
bonus to Wildemess skill checks. You can take
Border Life, Mountain Bom, and Tribal as cultural
influences.

SILAVIRA

Cultural Influence Cost: 2

Benefit: Silavira is the west most of the Amazon
motherland states. Silavirans believe that in unity lies
strength and place the exchange of ideas and ability to
depend on one another as guiding ideals. 3 things are
said to give strength: the birth of many daughters,
prowess in battle and the power of a2 woman’s name,
something built only in the deeds, life and adventure.
Open and frank, you, like other Silavirans form no
marital bonds but freely share and look upon other
races with great openness. You speak Silavira, a
vanation of the Amazon tongue and know your
history well: Silavira History +20 and Silavira Culture
+20. You have Shield +2, Spear Weapon Class +3,
Beast Ken +2, Short Sword +1, and Crossbow +1.
You begin with Community Spirit for free. You can
take Cultural Confidence oand Recognized as
cultural influences.

SILVER SHANG ELF

Cultural Influence Cost: 1 (3 for Wood Elves)
Benefit: Duning the Nexus Wars, Elven families
moved northward from Arduin into the Silver Shang
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fotest to join other kin and the Faede. While some
retumed to Arduin when the Nexus Wars ended
those who remained founded the Hohenaré nation
from the ashes of that war. Add Hoéhenaré Culture
and History +15, Arduin Culture and History +10,
Wood Elf Culture +20, Wood Elf History +20, and
the Low Elven language. You can choose Atcane
Legacy, Arcane Birthright and Athleticism as
cultural influences. W, . use
Hohenaré History and Culture +20, Arduin History
and Culture +20, Wood Elf Culture +40, Wood Elf
History +40, Low Elven and the High Elven tongues
instead. You gain Arcane Birthright and Warrior
Birthright for free. You can take Faerie Heritage
(Seelie), Military Pursuits, Magical Pursuits and
Runeweaver Traditions as cultural influences.

SILVER URUKK

Cultural Influence Cost: 1 (2 for Urukk)

Benefit: In the Silver Mountain Wood, only the most
dangerous survive and only those by their wits and
weapon skills. Life is not measured in riches but in
the rich blood of your foes spilled on the ground and
the sharpness of your weapons. All else is worthless,
like emotion, a thing of contempt and weakness. You
know the Urukk language and are tutored in the
Urukk arts of war. Military +5, Combat +5, two
weapon classes +5, and Lorica (Chain) +5. You can
take Cultural Confidence, Martial Art (Mlu-Kjuk),
Ruthless and Warrior Traditions as cultural
influences. If you age Ugukk, add a +5 bonus to
Military and Combat skill checks. You gain Amoral
Tendencies for free. You can take Batte
Mandate, Military Heritage, and Military Pursuits
as a cultural influences.

SKULL TREES ORC

Cultural Influence Cost: 1 (2 for an Oxc)

Benefit: The Orcs in Arduin have constantly fought
with the Arduin people. Their lot is a harsh, brutal
one and only the best survive and only those by their
wits, mob or guerilla tactics and bloody savagery. To
survive is to be more cunning or to outnumber your
opponent.  Skull Trees Orcs have a chaotic but
militant society. Brought up in it, you know the Orc
tongue and are schooled by life to survive. Add
Combat +3, Military +3, one weapon class +3, Shield
+3, and Wildemess +5. You can choose Amoral
Tendency, Martial Art (Mul-Llu), Ruthless and
Suspicious Survivalist as cultural influences. If you
ate ap Qrc, add a +5 bonus to Wilderness skill
checks. Take Cutthroat Society for free. You can
cheose Border Life, Forest Born, and Tribal as
cultural influences.



SLAVING HERITAGE

Cultural Influence Cost: 1

Benefit: Your culture has a long heritage of slaving
activity and sees slaves unequal, an economic
resource, or a social niche. You are trained at the
capture and enslavement of beings. Add a +5 bonus
to Came skill checks. When you make a Covert
Action (Clandestine), Ambush (Combat) or Truss
(Cnime) add a +20 bonus to the skill check. You can
give up 1 cultural influence and get the Crime secret
of Cosh. You can take Amoral Tendency and
Ruthless as cultural influences.

SOCIAL MOBILITY

Cultural Influence Cost: 1

Benefit: You society instills a belief that your place in
society is changeable and the nght amount of work,
fame, circumstance or application can make an
upward (or downward) change. Add a +5 bonus to
Social skill checks. When maturing contacts or
connections add +5 to rolls to build Trust and +2 to
Trust gains. Add +10 to rolls for a Social Motif and
+3 to all Fame gains.

SORPHALAZ

Cultural Influence Cost: 2

Benefit: The southern land of the Amazon
Motherland, Sorphalaz has known less warfare than
the other Amazon states but has forgotten nothing of
its warrior past. Sorphalazians are very tolerant,
accepting other races easier, even mating and
interbreeding. The land has strong aristocratic
influences though the queen’s authonty is absolute.
In keeping with tradition, all citizens are trained
warmiors and Sorphalazians spend a lot of ume
fighting and debating the course of their nation. In
keeping with history, Sorphalazians revere wolves and
respect dragons highly, seeing themselves as
descendants of both. Sorphalazians speak two of the
following languages: Low Elven, Hobbitt, Kobbitt or
Khai-Zirin and Sorphalaz History +25 and Sorphalaz
Culture +25. Sorphalazians also have Shield +1,
Spear +1, Military +2, and Long Bow +1. You begin
with Aristocracy.
Confidence, National Pride or Recognized as
cultural influences.

SPIRITUAL HERITAGE

Cultural Influence Cost: 1
Benefit: Your society has a great deal of folk lore,

hentage, traditions and ceremomnies conceming -the ...

spints, animism and spidtualism. Medicine Men,
healers and Druids are very highly regarded. Add a
+10 bonus to Ceremony skill checks. Split 15 skill

You can choose Cultural
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ranks among the (your culture’s) Folk Lore [Know],
Pneuma or Ceremony skills. You can choose Courtly
Ceremony,  Storytelling  Traditions, and
Superstitious as cultural influences.

STORYTELLING TRADITIONS

Cultural Influence Cost: 1

Benefit: Your culture is renown for storytelling and
many come from far and wide to hear them speak, tell
tales and heroic exploits. Add a +5 bonus to
Perform skill checks. Split 15 skill ranks among
Oration [Perf], Act [Perf] and Theater [Perf]. Add
+10 to Wealth.

SUN FIRE HOBBITT

Cultural Influence Cost: 1 (2 for 2 Hobbitt)
Benefit: The Sun Fire Hobbitts dwell on the Sun Fire
River using its high banks and the gente hills
bordering it for their homes. Diminutive in size they
are giants in heart, fierceness and internal will. Life
on the Sun Fire has taught them organization and to
be fast on their feet, something they have used to
survive the many incursions of Viruelandia forces.
Brought up in this way of life, you know the Hobbitt
tongue, how to work as a team and to take advantage
of others. You have Acrobatics +1, Athletics +2,
Come +2, Military +2, Social +3, and Urban +2.
You can take Ancestral Hatred (Viruelandia),
Citizenship, Community Spitit, Military Heritage,
and National Pride as cultural influences. If you are
a_Hobbitt, add a +5 bonus to all Military and
Acrobatic skill checks. Get Determined for free.
You can take Cultural Fame (Warrior) and Military
Traditions as cultural influences.

SUN SHROUD GNOME

Cultural Influence Cost: 1 (2 for a Gnome)

Benefit: The Sun Shroud Gnomes dwell in southemn
Bossalian along the border with Falohyr. They are
even more mistrustful, belligerent, mercenary, and
obsessive than the norm. Histoncally they have a vast
hatred for Falohyr and the Amarydion religion having
suffered vastly at their hands in the past. Brought up
in this way of life, you know the Low Gnome tongue
and are schooled by life to survive. You have
Business +5, Came +3, Social +3, and Urban +2.
You can take Amoral Tendency, Ancestral Hatred
(Falohyr), Community Spitit, Cutthroat Society,
and Suspicious Survivalist as cultural influences. If
you are a Gnome, add a +5 bonus to Business and
Cnme skill checks. Gain Ruthless for free and you
can take Cultural Fame (Avaricious), Utban
Wisdom, and Well Educated.




SUPERSTITIOUS

Cultural Influence Cost: 1

Benefit: Your society has a deep undercurrent of folk
tales, mythology, and supematural lore using chamms,
curses, omens and portents. Sphit 20 skill ranks
(with at least 1 in each) among (your culture’s) Folk
Lore [Know], Pneumna, Curses [Know), and Religion
[Know]. You can choose Storytelling Traditions.

SUSPICIOUS SURVIVALIST

Cultural Influence Cost: 1

Benefit: Paranoia and suspicion is a way of life. Add
+30 to PER and +30 to Detect Ambush (Combat).
Add a +5 bonus to Recon and Intel skill checks.

SWAMP BORN

Cultural Influence Cost: 1

Benefit: The swamp, moors and lowland fens are
your home. You start with the secret of Terrain
Familianity (Swamp) listed under the Wildemess skill.

TECHNOLOGICAL LEGACY

Cultural Influence Cost: 1

Benefit: Your culture has a noch store of
technological knowledge and applies it as a fact of life.
Add +2 TL and spread 15 skill ranks (minimum 1
skill rank in each) among Engineer, Mechanic, Physics
[Know], Chemistry [Know], Explosives [Know],
Metallurgy  [Know], Biology [Know], and
Mathematics [Know].

THOUSAND EYES URUKK

Cultural Influence Cost: 1 (2 for Urukk)

Benefit: In the mountains, only the strong survive, by
their wits and weapon skills. You care little for ches
but strive to fulfill your deep need to win, no matter
the cost. Your family is the militant group you belong
to; blood tes are irrelevant. Only 3 things command
respect: prowess in battle, loyalty to one’s superiors
and the steadfastness of comrades. All else is dust.
Mercy is weakness, harshness is a kindness and
emotions are weapons of the enemy. You are highly
bigoted, without much regard for anyone. You know
the Urukk language, Military +5, Combat +5, 2
weapon classes +5, and Lorca (Chain) +5. You can
choose Cultural Confidence, Martial Art (Mlu-
Kjuk), Ruthless and Wartior Traditions as cultural
influences.. If you are Urukk, add a +5 bonus to
Military and Combat skill checks. You gain Amoral
Tendencies for free. You can choose Batde
Mandate, Military Heritage, and Military Pursuits
as cultural influences.
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THRAXNOR DWARF

Cultural Influence Cost: 1 (2 for a2 Dwarf)

Benefit: The Thraxnor Dwarves of Viruelandia are
famous for their stubbomness, liquor and fighting
talent. A long established line of proud people these
Dwarves have featured powerfully in Viruelandia’s
history. Raised in this tradition, you know Dwarf
Culture +20, Dwarven History +20, and the Dwarven
language. You can choose Able Drinker,
Determined, Industrious Outlook and Martial Art
(Amak Gorgas) as cultural influences. If you are
Dwarven, use Dwarven Culture +35, Dwarven
History +40, Dwarven and the Old Dwarven tongues.
You gain Mountain Bom for free. You can take
Engincer Birthright, Heritage of Perseverance,
Heroic Heritage, Military Heritage, and Rich
Crafting Legacy as cultural influences.

TRIBAL
Cultural Influence Cost: 1
Benefit: This type of governing heavily influences
your culture. Add +10 to your nation’s history and
culture. Add (your culture’s) Folk Lore +20 and
Pneuma +10. Split 15 skill ranks (minimum 1 in

each) among Perform (any  specialization),
Manufacture, and Wilderness skills.
VIRTUOUS HERITAGE

Cultural Influence Cost: 2

Benefit: The annals of your land’s history resound
and echo with a tlly of virtuous deeds and everyone
seems to adhere to and follow with frightening
intensity upright moral codes, rghteousness and
integrity. Choose one virtue you idealize, such as
honesty, bravery, piety, or integrity (you can also
choose revenge, cunning, and other “virtues” if they
reflect your culture). If the virtue you selected is
related to a skill or a developmental aspect, add a +10
bonus to check or a +10 advancement bonus.
Otherwise, add a +2 bonus to the relevant dice roll
You can choose Code of Conduct, Cultural Fame
(Virtuous), and Recognized as cultural influences.

URBAN WISDOM

Culwural Influence Cost: 1

Benefit: You've walked the road of hard knocks in
the urban jungle. Apply a2 +10 bonus to Urban skill
checks and split 15 skill ranks among Clandestine,
Cnminal, Recon and Urban skills.




\WARRIOR BIRTHRIGHT

Cultural Influence Cost: 1
Benefit: You have gained the warnor legacy of
generations past. Add a +5 bonus to Combat, Guard,
Lonca, Military, Shield or Weapon skill checks and
place a single +10 advancement bonus into 1 of these
skills.

WARRIOR TRADITIONS

Cultural Influence Cost: 1

Benefit: A long history of wardor traditions has
provided a deep store of battle knowledge. You begin
with 1 Lonca specialization +3, 2 Weapon Classes +3,
Shield +2, Military+2, Combat +2 and Guard +2.
You can choose Military Heritage, and Warrior
Birthright as cultural influences.

WELL EDUCATED

Cultural Influence Cost: 1

Benefit: Your culture pnzes education and
knowledge and provides a means for higher
schooling. Split 15 skill ranks among any Knowledge
skill specializations of choice and place another 15
skill ranks in any skill or skills of your choice.
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PROFESSIONS

profession is a reflection of the tme,
resources, and experience expended
duning your upbringing. It’s an archetype
that helps define a character by
providing a package of skills, secrets, and abilities not

represented otherwise.

UNDERSTANDING PROFESSIONS

Professions maintain certain specific traits in
common. Some elements, like name and description
are self explanatory. Others are less so and are thus
explained below in more detail.

Core Skills — Defines three integral skills that are
the core functions of the profession. The average of
these 3 skills is the value of your Profession skill.

Favored Skills — A collection of skills that define
the minor or major strengths of the Profession.

Starting Advancement Bonus - Professions
place a skill advancement bonus into 1, 2, or 3 of their
Core or Favored skills to demonstrate a specialized
focus for the profession. You can place this bonus
into a developmental aspect if indicated as well.

Starting Skill Bonus — A set amount of skill
ranks are provided to place in Core and Favored skills
or developmental aspects. This also includes a
amount of skills ranks you can place anywhere.

Profession Notes — Here you will find notes,
bonuses, or penalties to the profession. This includes
other headings as well, such as Faith and Magik,
Personal Power and Magik, PSI Pool and Mental
Powers, and other entres.

Profession Options — As with racial choices,
you can apply these options to make your version of
the profession unique.

Profession Skill — All professions have a skill
that defines them. For a Warnor, it’s the Warnor skill.
For a Mage, it’s the Mage skill. These skills have
secrets particular to the profession, and provide
unique capabilities only found there. You must
expend one EPS to gain any of these secrets, as well
as qualify for any requirements, just like the secrets of

any skill.

CROSSING TO A NEW PROFESSION

At some point, a player may want to switch
professions.

Crossing into a new Profession requires the
investment of EPS, though in this case 10 EPS to
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make the transiton. In addition the EPS you need
the okay of your GM. The EPS represent an
investment of time, fresources, knowledge, and
application you have provided in the past to learn the
skills of your new Profession. When you take a new
Profession you change your focus to the new
Profession skill and move away from your old
Profession or Path skill. This means you no longer
advance in your previous Profession or Path skill but
gain in the new Profession skill instead.

The amount of EPS is steep, or so it seems on
the outside. Suill, the Profession you begin with at
character creation was a long time in the making and
represented all your eatlier years of development and
focus. The 10 EPS represent the same investment of
time, energy, resources and focus.

To maintain access to previous Profession or
Path secrets you must still follow the requirements as
laid out in Leaving a Path or you lose access to them.

BARD

Bards are found in all walks of life, and have a special
place in the hearts of the people. They speak to us
about life, its fiery heights, as well as its desutute
ashes of failure. The usual and most well known
medium is through song ot poem, but Bards perform
through art, comedy, thyme, writing, sculpture, acting,
and a mynad of other ways. Having access to songs,
poems, stonies, plays, and dozens of other forms that
tell of the glory and tragedy of the past provide a nch
tapestry for Batds to draw on to entertain, educate, or
demoralize. It also provides them with a large
snapshot of world affairs, and a Bard, more often
than not, knows much about what and why events
occur. Bards fill an important role in the channel of
information that flows across the wotld, and it’s a rare
village or town that tums one away.

Core Skills — Intel, Perform, Social

Favored Skills — Business, Ceremony, Clandestine,
Crime, Culture, Knowledge, Mechanic, Medical, Pilot,
Ride, Recon, Self Control, Style, Underworld, Utban
Skill Advancement Bonus — Choose one of the
following combinations to add a skill advancement
bonus to Core or Favored skills. Skill Advancement
Bonuses you apply to Culture, Knowledge, or
Petform skills applies to ALL skill specializations
under those skills. You can also apply this bonus to
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PD like you can to a skill.

e +10 bonus to any three skills

e +20 bonus to one skill and a2 +10 bonus to
another

e 130 bonus to one skill

Starting Skill Bonus

e Split 30 skill ranks among Core & Favored skills.

e  Take 24 + REAS in skill ranks you can apply to
Core, Favored, other skills of your choice, or the
developmental aspects of PD or Fear.

PROFESSION NOTES

You must define one specialization of Petform that
defines your Core skill.

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path — ({Requires two Profession
Options} Choose a path and apply its changes.

e Consummate Performer — Add a +20 bonus to
Perform skill checks.

e Connected — Start with one Connection at
3d10+20 Trust.

e Contact Savvy — Knowing people is the heart of
your profession. Take d6+6 (random) Contacts
with 50+5d10 Trust.

e Dirty Fighter — Start with the Street Martial Art
[Style skill] at 5 skill ranks, ignonng all
prerequisites.

e Eccentric Scholar — You've a knack for
knowing things. You can always make an
unmodified d100 Knowledge skill check against
subjects.

e  Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.

e Fate Looks Out For You — Once per melee
round, you can add or subtract 10 to any single
roll.

e Innate Grace — Add a +20 skill advancement
bonus to one of your Core skills.

e Intuitive — Add your WITS in bonus skill ranks
to each Core skill.

e Jaded - You have become callous from your
exposure to the true side of heroism and history;
add a +20 bonus to Social and Perform skill
checks.

e Light On Your Feet — When a performance
goes wrong, staying alive means being light on
your feet: add a +20 bonus to Dodge.

e Thrifty — Thaft somedmes is what it takes to
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survive song to song. You reduce the cost of
living by 20% and the cost of any service or
goods your purchase by 10%.

PROFESSION SKILL
The Profession skill is an average of your Core skills.

Proficient:
Emissary, Graceful Exit, Perfect, Sharp Memory
Trained:
Emotion Fugue, Heart and Soul, Untatnished
Etiquette
Experienced:
Move the Beast, Move with the Flow, Personable,
Weal or Woe
Specialist:
Mass Emotion Fugue, Master of Tongues, Mind
Strings
Expert:
Heart Stangs, Leitmotif, Phantasmist
Genius:
Magik Performance
Legendary:
Endless Flow

EMISSARY [BARD]

Prerequisite: Proficient

You have a knack for acceptance, and for gaining or
applying Social Motifs. You have a +3 bonus to rolls
to gain or use Social Motifs.
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GRACEFUL ExiT [BARD]

Prerequisite: Proficient

You know just the right moment and rhetoric to use
in order to extricate yourself out of a bad situation. As
a normal action, you can make a Perform skill check
against a single opponent’s PD. If you succeed, you
can withdraw at full Movement, and they cannot
attack or act against you for d2 melee rounds (though
they can engage or fight with others or you if you
present a hostile action). Any action, hostile or not,
you make directly against them breaks this effect.

PERFECT [BARD]

Prerequisite: Proficient

You can sing, play, entertain, dance, or somehow
petform in a singulardy flawless manner. Select a
Perform specialization, and add your WITS as a
bonus to skill checks. You can take this multple
times; but only once per Perform specialization.

SHARP MEMORY [BARD])

Prerequisite: Proficient

You have a razor sharp memory, and can recall an
amazing level of detail about anything you have
studied. Add a +20 skill advancement bonus to a
Core or Favored skill. You may take this secret
multiple times, but you can only apply it to a Core or
Favored skill once.

EMOTION FUGUE [BARD)

Prerequisite: Trained

As a normal acuon, you can use your Perform skill to
inspire or inflict a Status and some Conditions on a
single target. You make a Perform skill check versus
your victim’s PD. If you succeed, you can inflict one
emotional effect of your choice (see Adventuring
section). Unless otherwise stated, a Condition or
Status lasts for one day only.

HEART AND SouL [BARD])

Prerequisite: Trained

You put everything into your performances. Add a
+20 skill advancement bonus to the Petform (applies
to all specialization) and to the Social skill.

UNTARNISHED ETIQUETTE [BARD]
Prerequisite: Trained
You’ve an impeccable ability to handle yourself in
social situations, and ignote -30 or less (per penalty)

circumstantial ot environmental penaltes to Core
skills.
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MoOVE THE BEAST [BARD]

Pretequisite: Expenenced, Emotion Fugue
You can affect any living creature with your Perform
and Social skills.

MOVE WITH THE FLow [BARD]

Pretequisite: Expenienced, Heart and Soul

If you succeed with a Perform skill check against a
target, you gain a +20 bonus to succeed again for
EACH consecutive success afterward until you fail.
The bonuses last for one hour.

PERSONABLE [BARD]
Pretequisite: Experienced, Emissary
Your open and dependable demeanor inspires trust.
When you make Contacts or Connections, you have
an automatic +30 bonus to all Build Trust rolls and a
+30 bonus towards maturing them as well.

WEAL OR WOE [BARD]

Pretequisite: Expenenced, Emotion Fugue

As a normal action, you can make TD 100 Profession
skill checks to augment (good or bad) a Status or
Condition for a single target. If there 1s no lesser
benefit or penalty, then you temove it. If it does not
have a greater benefit, you add 50% to the bonuses
applied.

Mass EMOTION FUGUE [BARD]
Prerequisite: Specialist, Emotion Fugue, Weal or
Woe
You can apply Emotion Fugue to any number of
beings within the reach of your petformance but you

must use your Profession skill in place of the Perform
skill.

MASTER OF TONGUES [BARD]
Prerequisite: Specialist, Personable, Expernenced

Linguistics (Know)

A master of tongues, the Bard can understand any
spoken language after hearing it for a few minutes
with a TD 100 Profession skill check. Success means
the Bard can understand and speak the language,
though the effect fades unless the Bard succeeds at a
subsequent TD 150 Profession skill check.

MIND STRINGS [BARD]

Pretequisite: Specialist, Weal or Woe, Magnify

Presence [Social]

You can play against the mind, tegardless of your

audiences’ skill.

¢  When you make Profession skill checks, you can
opt to force your opponent to oppose you with
their PD instead of Perform, Social, or other
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skills.

® As a normal action, you can make Profession
attacks that cause mental damage. The damage
inflicted is sonic in nature and equal to d10 HP
for every 20 skill ranks you have attained.

HEART STRINGS [BARD]

Prerequisite: Expert, Heart and Soul, Mass Emotion

Fugue, Social Empathy [Social]

¢ You can play against the heart, regardless of your
audiences’ skill.

e When you make Profession skill checks, you can
opt to force your opponent to oppose you with
their DEF instead of Perform, Social, or other
skills.

® s a nomnal action, you can make Profession
attacks that cause physical damage. The damage
inflicted is sonic in nature and equal to d10 HP
for every 20 skill ranks you have attained.

LEITMOTIF [BARD]

Prerequisite: Expert, Heart and Soul, Mass Emotion
Fugue, Mind Strings, Empathy [Social]

When you use Emotion Fugue, you double the effects
of the emotions you invoke (if possible).

PHANTASMIST [BARD]

Prerequisite: Expert, Heart and Soul, Personable,
Mass Emotion Fugue

Your ability to bewilder and mask the senses of a
target transcends reality. With a Social or Perform
skill check against your vicum’s PD, you can make
your Social and Perform skill attacks and maneuvers
literally take form in the vicum’s mind, inflicting real
damage to them as if they, in tum, were real! Thus,
pulling a victim into a play where the hero dies can

cause them to also die if you succeed in
overwhelming their PD.

MAGIK PERFORMANCE [BARD]
Prerequisite: Genius, Perfect, Weal or Woe,

Phantasmist, Performer’s Heatt [Petform]

You can play against the magik in all of us, regardless

of your audiences’ skill.

e When you make Profession skill checks, you can
opt to force your opponent to oppose you with
their MD instead of Perform, Social, or other
skalls.

e As a normal action, you can make Perform
attacks that cause magikal damage. The damage
inflicted is sonic in nature and equal to d10 HP
for every 20 skill ranks you have attained.
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ENDLESs FLOW [BARD]

Prerequisite: Legendary, Mind Stongs, Heart Strings,
Magik Performance, Phantasmist, Sagacity (Social]

As a tnbute to the legend you have become, if you
die, you can attempt a TD 250 Profession skill check
to convince Death to spare you from your fate. If you
succeed, you are resurrected as if Death Breaker were
cast 3d4 days after your demise. If you fail, you pass
on normally without penalty.

COURTESAN

Courtesans are bearers of a unique walk of life, and
stand in 2 unique place socially. Well educated and
wortldly, they are masters of social and conversational
skills, intelligence, common sense, and
companionship — in proportion beyond their physical
attnbutes. Courtesans are sometimes companions,
lovers, political forces, or social evils, but never
prostitutes. They are what are needed socially where
they exist, and no city 1s complete without them,
acting in society with wit and personality.

Core Skills —- Intel, Social, Urban

Favored Skills — Business, Clandestine, Crime,

Culture, Knowledge, Medical, Meditation, Perform,

Recon, Self Control, Style, Underworld

Skill Advancement Bonus — Choose one of the

following combinations to add a skill advancement

bonus to any Core or Favored skills. Any Skill

Advancement Bonus you apply to Culture,

Knowledge, or Perform skills applies to ALL skill

specializations under those skills. You can also apply

advancement bonuses to PD like you can any skill.

¢  +10 bonus to any three skills

e +20 bonus to one skill and a +10 bonus to
another

e 430 bonus to one skill

Starting Skill Bonus

e Split 30 skill ranks among Core and Favored
sklls.

e  Take another 24 + REAS in skill ranks you can
apply to Core, Favored, other skills of your
choice, or the developmental aspects of PD or

Fear.
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PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path — {Requites both Profession
Options} Choose a path and apply its changes.

e Beauty And Grace — You have beauty and grace
that transcends appearance, race, or gender. Add
a +10 skill advancement bonus to two Core
skills.

e Cynical — A life style such as yours has built a
certain level of jaded and hardened endurance.
You add +20 bonus to Fear Saves and PD, and a
+10 bonus to Social skill checks.

e Exquisite Taste — Add a +10 skill advancement
bonus to Business, and add your Profession skill
ranks as a bonus towards determining the quality
of any purchased item (to the limits of
availability).

e  Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.

e Magik Lover — There is more than a little magik
in your movements and skill. Add Arcanalogy,
Cast, and Channel as Favored skills in place of
Cnme, Medical, and Meditaton. You generate
Mana equal to your APT daily, and begin the
game with a single OP 1 spell at skill rank one.

e Outstanding Lover — Saying you are a romantic
virtuoso is being modest. When using Woo,
Seduce, similar maneuvers, or just enjoying
intimacy, you add a +40 bonus to rolls.

¢ People Person — Knowing people is everything.
You have a +10 bonus to Social skill checks and
a +20 skill advancement bonus with the Social
skill.

e Realist — No matter how great your charm,
sometimes it comes down to a street level. .Add
+10 bonus to Dodge and +30 bonus to DEF.

e Shadowy Ties — Dealing with outcasts has
colored your past. Replace Utrban with
Underworld as a Core skill.

e Sharp Wit — A quick wit and cunning go far in
your profession. Add +3 CF when using a Social
or Profession skill attack, or secret in combat.

e Unique Wisdom — Add a +10 bonus to Social
or Profession skill checks.

e Widely Connected - Being connected is
everything. You begin with one Connection (see
Social Dimensions section) at 50+5d10 Trust

e World Weary — You might not say it, but deep
within your heart, you know the world 1s a
hurtful place. The best way to prevent feeling
that pain is to shut out all feelings. Add a +30
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bonus to PD and a +10 advancement bonus to
PD.

PROFESSION SKILL

Your Profession skill 1s an average of your Core skills.
Proficient:

Born to Dance, Counselor, Deceptive Lure
Trained:

Animal Magnetism, Cultural Dynamo, Person of

Style
Experienced:

Rending Shadows,

Connected
Specialist:

Enchanang, Succubus Lure
Expert:

Aura of the Veil, Vampyric Lure
Genius:

Unhindered
Legendary:

Paragon Lure

Social  Agitator, Well

BORN T0O DANCE [COURTESAN]

Prerequisite: Proficient

You have honed native talent to a level of uncanny
grace that belies form and feature. Add +2 to CF and
a +10 bonus to Dodge. When you combine dancing
or physical movement with your Perform skill, you
also have a +20 bonus to Perform skill checks.

COUNSELOR [COURTESAN]

Prerequisite: Proficient

You are skilled at providing advice, guidance, and
information to others. You can give another being
capable of emotion and of understanding you a bonus
equal to your Profession skill ranks to any single
Interpersonal skill. This guidance bonus lasts no
longer than a single day if not used, and is only good
for a single use or situation.

DECEPTIVE LURE [COURTESAN]

Pretequisite: Proficient

You use deception to draw in others.

e Outside of combat, add your Profession skill
ranks as a bonus to find clients and drum up
business.

e In combat, as a2 normal action, you can distract a
single target. Make a Profession skill check
against the vicim’s PD. If you succeed, you
lower their DEF by your Profession skill ranks
for d2 melee rounds. You can apply this effect
multiple times, but cannot lower their DEF
below zero. Beings who are immune to chamm,
domination and mental attacks are unaffected by
this secret.
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ANIMAL MAGNETISM [COURTESAN]
Prerequisite: Trained
You have evolved a powerful raw magnetism that
appeals to others on an instinctual level. You totally

ignore -30 circumstantial penalties or less (per
penalty) for all Interpersonal skills.

CuLTURAL DYNAMO [COURTESAN]
Prerequisite: Trained
You know and understand culture, its mores,
idiosyncrasies, and influences, like no other. You can
add a +30 bonus to Social or Profession skill checks
against beings who’s Culture you know.

PERSON OF STYLE [COURTESAN]

Prerequisite: Trained

You are a person of excellent taste and style.

¢ Add a +20 bonus to Social skill checks.

e If you roll a crtical failure with the Social skill,
you can attempt a TD 100 Profession skill check
to lower the roll on the Fumble table by -30.

RENDING SHADOWs [COURTESAN]
Prerequisite: Cxpenenced, Khurahaen Angles {[Knowledge)
You can rend the heart, tear the soul, and shatter the
will of a vicim with the slightest of actions or words.
This mental anguish can be in the form of an
immediate attack or a long-suffering period of mental
torment. :

e  The shorter, immediate attack takes d6 minutes
and a successful Profession skill check versus
your victim’s PD. If you succeed they take d2
points of REAS impairment, and are immediately
inflicted with Anger status (see Adventunng
section). If you fail, they are only annoyed, with
you as the focus for the anger. You can repeat
this as needed, taking a being’s REAS to 0 ot
less. At this point, they become Frenzied for 2d6
hours.

¢ The longer version takes 2d12 days and
successful TD 100 Profession skill checks each
day. At the end of this period, make a final
Profession skill check against their PD. If you
succeed, they drop into a listless, near comatose
state, unwilling to face reality for d12 days. If you
fail, however, they are immune to this attack for
2d12 months.

SOCIAL AGITATOR [COURTESAN]

Prerequisite: Expedenced, Deceptive Lure

As a normal action, you can use your Profession skill
to inspire or inflict a chosen status or condition on a
single target. Make a Profession skill check versus

)Kirofessions & Path;T

167

your victim’s PD. If you meet or beat the check, you
inflict the emotional state (see Adventunng section
for emotional states) on the victim.

WELL CONNECTED [COURTESAN]

Prerequisite: Experienced, Connections [Social]

You are extremely well versed in using Connections.

¢ You can utiize one Connection for every 8
Social skill ranks instead of the nommal
maximum.

®  When building Connections add +2 to mature rolls.

ENCHANTING [COURTESAN]

Prerequisite: Specialist, Cultural Dynamo, Magnify
Presence [Social]

Select a single Courtesan Profession Lure secret. With
the selected secret, you can expand the target
audience of the lure by +1 additional person for every
10 Profession skill ranks. You can take this secret
multiple times but can only apply once to a single
Lure secret.

SuccuBus LURE [COURTESAN]
Prerequisite: Specialist, Deceptive Lure, Allure
[Social)

Like the Succubus, your wiles are impossible to resist.

¢ In combat, as 2 nomnal action, you attempt to
force a victim to enter a Charmed state. Make a
Profession skill check versus your victim’s PD. If
you succeed victims under this lure cannot hur,
harm, or hinder you or stand to let others do so
either, engaging others to stop, hinder, or kill
those who do so in accordance to their
temperament and ability. The effect lasts for your
CHAR in melee rounds before fading,

e The Allure secret (Social skill) only takes one
minute for you, regardless of your Social skill
You also only suffer a -25 penalty on second
attempts.

AURA OF THE VEIL [COURTESAN]

Prerequisite: Expert, Enchanting, Succubus Lure,
Manipulate [Social]

You have taken on an aura that literally exudes the
emotion of your choice, ensuring those around you
know exacty your mood. This aura allows you to
assume any emotion you choose (see Emotion
Fugue under Bard), and convey it to others within
your Profession skill ranks in feet. Make a Profession
skill check against the PD of those around you. If you
succeed, they are affected by the emotion you chose.
You can maintain this state for 1 hour per 15 ranks of
Profession skill. You can change the emouon you
emote, but it takes a minute to make the change.
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VAMPYRIC LURE [COURTESAN]

Prerequisite: Expert, Succubus Lure, Drain Will

[Social), Magnify Presence [Social]

Your lures are the deadliest of all.

¢ As a normal action, you can sap the life and wall
to live from a victim with your wiles. Make a
Profession skill check versus the vicum’s PD. If
you meet or beat the check, they take d2 points
of ESS impairment. If you take their ESS to 0 or
less, they must make an immediate TD 100
Shock Save or die.

e  When you use the Drain Will secret, the effect
lasts days instead of hours outside of combat. In
combat, the duration lasts 1 minute for every 25
skills ranks instead of every 50 skill ranks.

UNHINDERED [COURTESAN]

Prerequisite: Genius, Cultural Dynamo, Aura of the
Veil, Vampync Lure, Sagacity [Social]

You pierce your victims’ defenses with unstoppable
verve, wit, and consummate ability. Targets of your
Social or Profession skills do not get dice rolls (d100)
when making opposing Social skill checks with you.

PARAGON LURE [COURTESAN]
Prerequisite: Legendary, Unhindered, Unleash
Tongue [Intel], Possess [Social], Local Color [Urban],
Pull {Urban)

Any resistance to your will is futile.

¢ Asa normal action, you can force a single vicim
to enter an enchanted state. Make a Profession
skill check versus vicuim’s PD. If you succeed,
victims of this lure will do anything you ask or
tell them to, even contrary to their will, morals,
or continued existence. Unlike other lures, you
must actively maintain this lure with a2 normal
action, or it fails.

® As a quickened action, you can affect another
victim while maintaining a grip on the first. You
can maintain any number of victims of this lure.
However, if you fail to continue the lure, take
damage, or are otherwise held from continuing
the lure, your hold over vicims ceases. They
become instantly hostile and immune to further
Paragon Lures or any other lure you know for
one hour.
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DRUID

Druids are as ancient as Rune Weavers and said to be
the first to use elemental and natural magiks. Druids
were and are priests of the elemental forces of the
world and of no single god or pantheon. Instead, they
deify the elements of the world, and venerate other
natural elements, such as the trees, plants, and
animals.

Core Skills — Ceremony, Eldann, Wildemess
Favored Skills — Arcanalogy, Athletics, Beast Ken,
Channel, Clandestine, Entreaty, Knowledge, Medical,
Meditation, Pneuma, Recon, Ride, Self Control, Style
Skill Advancement Bonus — Choose one of the
following combinations to add a skill advancement
bonus to any Core or Favored skills. Any skill
advancement bonus you apply to Knowledge applies
to ALL skill specializations. Entreaty advancement
bonuses can be applied to a single prayer or to the
divine dominion. You can also apply advancement
bonuses to PD and MD like you can any skill.
¢ +10 bonus to any 3 skills
¢ +20 bonus to one skill and a +10 bonus to
another
e  +30 bonus to one skill

Starting Skill Bonus

e Split 30 skill ranks among Core and Favored
skills.

e Take 16 + REAS in skill ranks you can apply to
Core, Favored, other skills of your choice, or the
developmental aspects of PD or MD. When

selecting languages, you may take the languages
of beasts, creatures, plants, or elemental beings.

PROFESSION NOTES

Faith is an attnbute for Druids. At character creation,
a Druid begins with d3+4 Faith. Every Drud
Profession, Wilderness, Eldanin, or Ceremony secret
they learn automatically adds +1 to Faith, and adds
+1 to all Faith Growth rolls (see Faith and Religion
section). You can also raise Faith during game play
and through other situations such as quests or
religious trials. See the Farth and Religion section
for more details.
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FAITH AND MAGIK

Druids use Divine, Ceremonial, and Rune Magiks.
Druids commune as described in the Faith and
Religion section, doing so via an hour long
communion ritual with the world. They can make this
exchange at any time, but must do so in-a wild
environ. Druids leamed Eldarin with the Rune
Weavers, but have long since moved away from its
true speech. A Druid may leam Eldann and any secret
of Rune Magik, but each Rune Magik secret used to
make a rune requires 1 Faith plus normal mana costs

(see the Rune Magik section).

PERSONAL POWER AND MAGIK

A Druid has access to OP 1 and OP 2 prayers and

dtuals provided by the Druid Divine Domain. They

begin with 1 skill rank in the Entreaty and Ceremony
skalls.
PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path - {Requires two Profession
Options} Choose a path and apply its changes.

e Child Of The Wotld — You treat wild envitons
like they were paved roads for the purpose of
impediment on movement.

¢ Elemental Wisdom — You are Bonded to a
Demiurge (check randomly among the elements;
see Ceremony skill secret Bond). The bond is a
willing unbreakable union, and unlike a normal
bond as descabed in the secret, this only adds a
+20 to APT, but stll requires the normal ESS
requirement.

e  Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.

e Heart Of The Wortld — You have a bond with
the world, are tied to its earth, and feel its pulse
of life. You can use Eldarin to talk to any flora,
living beings, or elements of the wotld (like a

rock, the waves of an ocean, etc.). Of course,

Identfication tells you what it is, but does NOT
relate all its strengths, weaknesses, etc.

e Primal Understanding — Start with 2 Eldarn
secrets.

¢ Quick Study — You start with the knowledge of
+1 OP in etther divine (prayers) or ceremonial
(ntuals) magik (your choice).

e Social With Natural Elements — You can use
your Social and Intel skills to interact with flora,
demiurges, and elementals.

e Tied To The Seasons — You are tied to the
movement of the seasons and the pace of the
world. Add +20 to PD, and age only one true
year for every ESS you have in years that pass.

e Tuned To The World — You regenerate one
point of ESS or APT impairment for every hour
you are in a wild environment.

® World Connection — You can give up one Faith
to Wild Channel from the world around you and
draw in APT instead of mana. The amount
available to draw upon depends on the natural,
unspoiled state of your surroundings.

PROFESSION SKILL

Your Profession skill is an average of your Core skills.
Proficient:
Born of the World, Blood of Khaas, Nature’s
Lore

such things are limited in what they can convey, Trained:
though basic emotions are always possible to Elemental Embrace, Seat of Power
pick up. Experienced:
¢ Natural Element Attuned - You can form One with the Elements, One with the World
bonds (see Ceremony skill secret Bond) with Specialist:
Demiurges for half the normal ESS required. Dream of the World, Weight of the World
e Natural Element Channel — When exposed to  Expert:
the fury of any natural phenomena, you can Wild Domain of Power, Land’s Embrace
Channel from it like a source without making a  Genius:
skill check (see Magik and Psychic section). As Seasons Change
e Nature Sense — You can identify flora and fauna Legendary:
without skill checks, and with complete accuracy. Etemal Roots
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BORN OF THE WORLD [DRUID]

Prerequisite: Proficient

You are tuned to the cycle of the world, and have a
+10 bonus to APT when using Ceremonial Magik ot
Eldarin.

BLOOD OF KHAAs [DRUID)

Pretequisite: Proficient

You have tasted the blood of the world, and can

sense the heady strength of its power.

®  You can determine the APT of any natural
object, as a quickened action.

e With a TD 100 Channel skill check, you can
recognize any existing channels, sources, nexus,
domains, seats of power, or like rtuals or effects
within a 30 ft radius.

e Add +10 MR against natural element based
magik.

NATURE’s LORE [DRUID]

Prerequisite: Proficient

You can make a TD 100 Profession skill check to
determine the strengths, weaknesses, and dangers of
any singular flora, fauna, element, or otherwise
material entity that exists in the world. If you fail, you
can try again. Each time it takes d4+1 minutes of
contemplation, ritual, and concentration.

ELEMENTAL EMBRACE [DRUID]

Prerequisite: Trained

Similar to Bond (Cetremony secret), Elemental
Embrace lets you form an affinity with an element of
the world. Unlike bonding with a demiurge, this is the
infusion of an essence of an element, without
sentience or form beyond its nature. Common
embraces are with Air, Earth, Fire, Mist, Wood,
Storm, Water, and Metal. The embrace provides a
--continuous source of +1 Faith for -every 25
Profession skill ranks or fraction thereof. This Faith
will regenerate daily. Elemental Embrace also
provides a one time bonus of +20 to MR and +50 to
MD against the elemental damage type. You may only
embrace one elemental type. Minor physical changes
always occur to reflect the elemental embrace.

SEAT OF POwWER [DRUID]

Prerequisite: Trained

You can designate an area and consecrate or
otherwise sanctify it to your presence. You can
designate one Seat of Power for every 50 Profession
skill ranks. When you create the Seat of Power, you
define the land in some manner with a pattem that
represents your parucular sanctification of the region.
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This act takes time, in some cases years or decades
depending on size. It can be standing stones, the
growth and arrangement of trees, or some other
matenal representation. The integrity of this pattern
determines the continuation of your Seat of Power. If
broken even in the slightest, you lose the ability to

Channel without standing in the area, and if

dismantled more than 25%, you lose all abilides

gained from its creation.

e  This area takes becomes an active power for you,
providing +100% more health and attnbute
healing daily when you are within it.

e  The ability to draw from it as if it was a source.
The geographic limits of the area are constrained
by your skill. You can handle 100 points of APT
for every Profession skill rank. Your skill must be
able to contain the APT of the area you
designate, or your Seat of Power becomes
unstable and wild. If you inctease in skill from
your previous level, the Seat of Power does not
grow to compensate. You must remake your Seat
of Power each time to compensate for the
increase, or it doesn’t change. The Seat of
Power’s APT is the amount of mana you can
draw.

® A Seat of Power adds +2 to your Faith Growth
while you are within its borders.

®  You get to add a +20 bonus to Profession and
Core skills while in the Seat of Power.

ONE WITH THE ELEMENTS [DRUID]

Prerequisite: Experienced, Elemental Embrace

Similar to Elemental Embrace, this secret instead
allows you to build upon the bond to take on the
nature and shape of the element previously embraced.
It takes d4+4 minutes but you can change into an
elemental form and shape, taking on its powers,

- weaknesses;-and attributes if you succeed at a TD-100

Profession skill check. If you fail, you take d6 ESS
damage, and are Unsettled for 2d4 minutes. Every 30
Profession skill ranks reduce the time to change by -1
minute to a minimum of one minute. You can stay in
this form indefinitely. Howevert, every hour you must
make 2 TD 50 MA check. If you fail, you become the
elemental you embrace, losing your personality and
mind in the process.

ONE WITH THE WORLD [DRUID]

Pretequisite: Expernienced, Blood of Khaas

You passively leatn to blend your ESS and life force
into the background of the world around you, making
you undetectable to discovery in this manner. This
also provides a +30 bonus to PER.
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DREAM OF THE WORLD [DRUID]

Prerequisite: Specialist, Nature’s Lore, One with the

World

You understand the undercurrent pulse of life that

transcends the individual and is the weave and fabric

of the world soul.

¢  You can enter this dream to reincarnate (see
GM).

e Take on the shape of any flora, fauna, natural
element, or elemental as noted in One with the
Elements. However, the dangers are stronger
with this transformation, and the MA check
begins at TD 75, and grows by +5 per hour.

e  Channel the dream, treating it as an unlimited
Wild Channel (see Magik and Psychic section
for details).

WEIGHT OF THE WORLD [DRUID]

Pretequisite: Specalist, One with the World, Ritual
Relay [Ceremony]

As a normal action, you can target another being
(living, dead, spint, or otherwise), and force it to
shoulder the burden and weight of the world,
crushing its inner self, 1d, and soul. Make a Profession
skill check against your opponent’s PD. If you
succeed, they take d3 ESS and EGO impairment.
However, you bear a portion of this staggering
burden as well, and if you fail, you take one ESS and
EGO impairment instead.

DoMAIN OF POWER [DRUID]

Prerequisite: Expert, Seat of Power, Dream of the
World, Native Son [Wildemess]

You can act as a focus to link one Seat of Power
belonging to yourself or another creature for every 15
Profession skill ranks. Or, you elect to link two or
more domains, up to one domain belonging to
another for every 50 Profession skill ranks.
Everywhere in this new domain is counted as your
Seat of Power. You can also spend one day attuning

to a person or object, and automatically determine the
location of the person or item within your domain.
Once a sense of the location is established, you can
maintain this link even if the target moves, but only
so long as it stays within the domain.

LAND’s EMBRACE [DRUID]

Prerequisite: Expert, Dream of the World, Gestalt
[Ceremony], Seal Channel [Channel]
As 2 normal action, you can embrace the land around
you for 100 ft and prevent any other being from using
it as a source, for Wild Channel or to draw upon the
area’s APT in any way, without beating you in an
opposed Channel skill check first. You must maintain
the embrace on the land as a quickened action. The
area of embrace does NOT move with you. While
you embrace the land, you treat the area as favored
ground:
e  Gain the benefits of Wildswise (see Wilderness
skill) for the area.
e Treat the land as if it were a shrne level
demesne.

e Adda +10 bonus to APT.

As SEASONS CHANGE [DRUID]

Prerequisite: Genius, One with the Elements,
Domain of Power, Land’s Embrace, Bushcraft
[Wilderness)

Within your Domain or Seat of Powet, you no longer
age or feel the effects of age, taking on a timeless
youth.

ETERNAL RooTs [DRUID]

Prerequisite: Legendary, .As Seasons Change, Great
Ritual [Ceremony], Unfettered [Channel], Wild Soul
[Wilderness)

When death comes, you can elect to permanently give
up d3 ESS to resurrect, fully formed as you were (sans
material possessions), in your Domain or Seat of
Power 2d20 days later.




MAGE

Mages ate the inhertors of an old hentage, one bom
in the wars of ages past. Like Druids, their art grew
out of rune weaving, though the magik they wield
contains little of the scientific certainty of Rune
Magik. Mages focus in magik, leaming its ways and
forms, reveling in the beauty, fascination, and danger
it contains.

Core Skills — Arcanalogy, Cast, Channel

Favored Skills — Business, Ceremony, Clandestine,

Engineer, Intel, Knowledge, Medical, Meditation,

Perform, Self Control, Social, Style, Urban

Skill Advancement Bonus — Choose one of the

following combinations to add a skill advancement

bonus to any Core ot Favored skills. Any Skill

Advancement Bonus you apply to Knowledge applies

to ALL skill specializations. Cast advancement

bonuses can be applied to a single spell or to a school

of magik. You can apply advancement bonuses to

MD like you can any skill.

e +10 bonus to any 3 skills

e +20 bonus to one skill and a2 +10 bonus to
another

e  +30 bonus to a single skall

Starting Skill Bonus

e Split 30 skill ranks among Core and Favored
skalls.

e  Take 20 + REAS in skill ranks you can apply to
Core, Favoted, other skills of your choice, or the
developmental aspects of MD.

PROFESSION NOTES

You must specify one school of magik OR one spell
that defines your Cote skill.

PERSONAL POWER AND MAGIK

To determine your personal power pool of Mana,
take your APT and add your Profession skill. Mages
select ONE of the following options at character
creation:

e Begin with one school at 5 skill ranks, and
knowledge of OP 1 spells and ntuals. You must
meet the pretequisites defined in the school.

e  Begin with d3+4 magik spells, and d3+1 skill
ranks in each spell. Roll 2 d4 to determine what
OP levels you begin with.
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PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path — {Requires both Profession
Options} Choose a path and apply its changes.

e Arcane Intellectual — Add your LR in bonus
skill ranks to any spell when you leatn it (applies
to schools of maggk).

e Arcane Toletance — Add a +50 bonus to MD,
and add a +20 advancement bonus with MD.

e Archmage’s Aura — Your aura is considered a
Retort of Power (see Arcanalogy skill) that you
can load with an amount of Mana equal to your
Arcanalogy skill ranks.

¢ Channel Resonator — When you Channel, you
add a +10 bonus to determine the maximum
amount of Mana you can handle.

e Fast Starter — Begin with two sectets, but you
must meet the prerequisites for each secret.

e Health Cannibal - You can cannibalize a
predetermined (by you) amount of CON for
Mana as a quickened action. Each CON
impairment provides your APT in Mana
immediately.

e Highly Efficient with Magik — Reduce the
Mana cost of magik spells by your LR bonus
(with a minimum of 1 Mana cost per spell).

e Inventive Flair — You have a +20 bonus on
Engineer rolls when it comes to creating new
spells.

e Magik Detector — You know magik, and can
detect it by touch with 100% accuracy.

e Native Channeler - Add a2 +20 skill
advancement bonus to Channel, and a2 +20
bonus on Channel skill rolls.

e Native Talent - Take two +10 skill
advancement bonuses OR one +20 skill
advancement bonus to any Core or Favored skill.

e Natural Conduit — You generate additional
Mana equal to your BODY score every day.

e Quick Study — You start with the knowledge of
+1 OP in Cast (spells) or Ceremonial (ntual)
magik (your choice).

e Skill Identification — You identify with 1 Core
skill and have a +20 skill advancement bonus.
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PROFESSION SKILL
Your Profession skill is an average of your Core skills.
Proficient:
Accelerate Channel, Magikal Temperance, Mana
Dump
Trained:
Arcane Sense, Diffuse Energy, Magik Umbra
Experienced:
Eldrtch Dodge,
Untether
Specialist:
Circular Channel, Complementary Magik
Expert:
Arcane Authonty, Spell Sheathe
Genius:
Magus
Legendary:
Archmage

Embrace of the Arcane,

ACCELERATE CHANNEL [MAGE]

Prerequisite: Proficient

As a quickened action, you can opt to accelerate your
Channel ability, doubling the normal amount of Mana
you can Channel in 2 CF Action Count. However,
you lose all ability to Channel on your next CF Action
Count.

MAGIKAL TEMPERANCE [MAGE]

Prerequisite: Proficient

When you suffer a Cast skili fumble, you can make a
TD 100 Profession skill check to attempt to negate
the effects. If you succeed, reduce the fumble roll by
half your Profession skill ranks. Any negative or zero
results on the fumble roll due to this change negates
the fumble.

MANA DumpP [MAGE]

Prerequisite: Proficient

As a normal action, you can release up to as much
Mana as you can channel as an energy attack against a
single target with a touch. Use Channel skill against
the target’s MD. If you succeed, they take 1 point of
HP damage per Mana point you released. However, if
they can Channel, the target can elect to attempt to
absorb the Mana instead. This requires an opposed
Channel skill check to succeed. If they do succeed,
they can only absorb however much of the Mana they
can normally Channel.

Example — You release a wave of pure power against an
oppornent, channeling 30 Mana into the attack. Your opponent,
savvy o the attack, attempts to channel and absort it. Lucky
Jor you he is not as skilled and when he farls the opposed
channel skill check be still takes damage.
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ARCANE SENSE [MAGE]
Prerequisite: Trained
You have honed your senses beyond the mundane
and can make a2 TD 75 Profession check, as a
quickened action, to detect magik (100%) with your
eyes if within 10 ft.

DIFFUSE ENERGY [MAGE]

Prerequisite: Trained

As a quickened action, you can elect to weaken the
power behind magik cast at you. Make a Profession
skill check against the Cast skill of your attacker’s
magik. If you meet or exceed it, you weaken the spell
to the point where it fizzles. You can do the same
against ntuals, opposing the Ceremony skill check of
the attacker.

MAGIK UMBRA [MAGE]

Prerequisite: Trained

You can load your shadow with a single magik spell to
use when you call it (takes a quickened action). A
Magik Umbra takes d3 hours to complete. The spell
sits in 2 special container, and lasts for as long as 1
day per 15 Profession skill ranks or until used. You
pay the base cost of the magik when you place it in
the umbra, but make its Cast skill check when used.
You can only keep 1 spell in your shadow with Magik
Umbra.

ELDRITCH DODGE [MAGE]

Prerequisite: Expenienced, Diffuse Energy

You can make a2 Dodge attempt against non-Rune
magik. The percent chance to Dodge is your MA and
rolled like a2 normal Dodge, including taking a

quickened action.

EMBRACE OF THE ARCANE [MAGE]

Prerequisite:
{Arcanalogy]
You get 2 +1 bonus to MD for every spell you have
defined by Arcane Focus. If you have multiple Arcane
Focuses, you gain the benefit for all of them.

Experienced, Arcane Focus

UNTETHER [MAGE]

Prerequisite: Expenienced, Power block [Channel]
You attempt to deny use of the area around you to
channel. As a maneuver that takes all your actions in a

- CF Action Count, you can apply your Profession skill

against any attempt to Channel in a radius equal to 1
ft for every Profession skill rank you have. If you
succeed, the channel is untethered, and it cannot be
used for 1 minute per Profession skill rank (by you or

anyone else).
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CIRCULAR CHANNEL [MAGE]

Prerequisite:  Specialist, Retort
[Arcanalogy], Power Trap [Channel]
As a normal action, you can form a special channel,
one similar to a ring, causing it to continue pulling
power equal to your Channel skill ranks each melee
round untl you stop the channel or it depletes the
source. You can access the Mana within the Circular
Channel as if it were your own personal Mana. While
in use, a2 Circular Channel still counts as 1 of your
connections to a source.

of Power

COMPLEMENTARY MAGIK [MAGE]
Pretequisite:  Specialist,
[Arcanalogy], Singularity [Cast]
You can define 2 spells that work synergistically with
one another so that when 1 spell is cast, you
immediately cast the second as well. You must name
the 2 spells when you take this secret, and this ability
only wotks with the named spells. All normal
prerequisites and Channel restactions apply. You can
take this secret multiple times, and apply it to
different spell pairs. At no point will this secret affect
more than two spells.

Retort of Power

ARCANE AUTHORITY [MAGE]

Prerequisite: Expert, Circular Channel, Arcane
Focus [Arcanalogy], Spell Conundrum [Cast]

When you use a spell defined with Arcane Focus, you
have a 10% chance of Arcanity (see Arcane Critical
Success) occurring.

SPELL SHEATHE [MAGE]

Pretequisite: Expert, Embrace of the Arcane, Spell
Rack [Arcanalogy], Medium [Channel]

You cast spells as normal, but sheath 1 spell within
another. You pay full Mana costs for both. When the
outer magik activates, the sheathed magik activates d8
CF Counts later.

Magus [MAGE]
Prerequisite: Genius, Circular Channel, Arcane
Authority, Persist Magik [Arcanalogy], Split

Concentration [Cast]

®  You are an unchallenged master of your craft.

e Add a +30 bonus to your personal power pool.

e Gain a special quickened action that you can use
to Quick Cast (see Cast skill).

e  When you use Singularity (see Cast skill), you
raise +100% power.
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ARCHMAGE [MAGE]

Prerequisite: Legendary, Magus, Lore Mastery

[Arcanalogy], Thousand Tongued [Cast), Unfettered

[Channel]

You are 2 master among masters.

e Double your Profession skill to determine your
personal power pool, and then add bonuses like
normal.

® Retorts of Power provide double normal Mana
benefits.

Use Arcane Sense without expending an action.

Gain a special quickened action you can use to
Eldritch Dodge.

MEDICINE MAN

The world is alive all around us: giving birth, living,
and dying, all unseen to the naked eye. Life is spun in
the winds, in the twist of trees, and in the dark
richness of earth. Animals sense it; binding their lives
to its unending citcle. The elements dance to the tune
of its strings, and spinits sing hidden accompaniment.
A Medicine Man senses the life and power of such
things like the beast in the field or the creeping vine.
Through ntuals, dances, chants, and the pounding of
the drum, a Medicine Man implores the spints,
elements, and the life beating to the tempo of the
wortld to do their bidding.

A Medicine Man uses rituals and fetishes to
create powerful magik, using the latent potential
found in all things, actions, and people. They can use
Divine and Cast Magik as well as Ceremontal Magik.

Core Skills — Ceremony, Channel, Gnosis

Favored Skills - Arcanalogy, Beast Ken, Cast,

Engineer, Entreaty, Knowledge, Manufacture,

Mechanic, Medical, Meditation, Perform, Pneuma,

Recon, Ride, Self Control, Social, Style, Wilderness

Skill Advancement Bonus — Choose 1 of the

following combinations to add a skill advancement

bonus to any Cote or Favored skills. Any

advancement bonus you apply to Knowledge or

Perform applies to ALL skill specializations. You can

also apply advancement bonuses to PD and MD like

you can any skill.

e +10 bonus to any three skills

e +20 bonus to one skill and a2 +10 bonus to
another

e  +30 bonus to one skill
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Starting Skill Bonus

e  Split 30 skill ranks among Core and Favored
skalls.

e Take 24 + REAS in skill ranks you can apply to
Core, Favored, other skills of your choice, or the
developmental aspects of MD or PD.

PERSONAL POWER AND MAGIK

A Medicine Man determines their personal power and

starting magik as follows:

¢  Figure Mana by adding Profession skill ranks to
APT.

e  Start with the knowledge of 3 feushes of your
choice, but you must meet any prerequisites to
qualify to use them.

¢  Begin with 1 skill rank in Ceremony and 3 dtuals
of OP 1 Ceremonial Magik.

PROFESSION NOTES

When using rituals, 2 Medicine Man can elect to take
3 points of APT impairment to emulate 1 required
Faith needed for a ritual or prayer. They can take 1
point of APT impairment to emulate 1 Faith in Faith
Pool for ntual requirements as well. (See the Magik
and Psychic and Faith and Religion sections for
details.)

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path - {Requires two Profession
Options} Choose a path and apply its changes.

e Battle Leader - Add Combat, Guard, and
Weapon as Favored skills, and gain a +10 skill
advancement bonus to 1 of them.

e Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.

o Fire Within — Your ESS is a2 buming sentinel
against mind and magtk. Add half your ESS to
PR and MR as a bonus.

¢ Hot Life Flame — Add a +10 bonus to ESS.
Music Of Life — Life is utterly entwined with
music. Switch Channel for Perform as a Core
skill. Choose 1 musical instrument (see Perform
skill) to ne to your Ceremony skill. You must use
this instrument to succeed at rtuals and when
making fetishes, or you fail automatically.

e Mystical Vision — You can visibly see the APT
in all things when you meditate over them. This
requires at least d4+1 hours of meditation and a
TD 75 Meditation skill check.

¢ Questing Sight — You can discover the location
of a person, place, or thing. Make a2 TD 100
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WITS check to succeed. The information is not
precise, but is presented in dreams, cryptic
images, or sounds. Several attempts may be
required to finally succeed. You may use this
talent for others too.

¢ Social With Animals — You can use your Social
and Intel skills to interact with animals and
beasts.

e Speaks With Animals — You know d4+1 animal
tongues and can take animals as Contacts.

e Spirit Bonded — Select a single spirit of Mana,
Knowledge, or Wisdom. Consider the APT that
the bond provides to be equal to your BODY.
Otherwise, see the Ceremony skill secret Bond.

e Wild Friend - You begin with 1 beast as a
companion as outlined in the Bestal Companion
secret (see below).

PROFESSION SKILL

Your Profession skill is an average of your Core skills.
Proficient:

Bestial Companion, Iconic Magik, Totem
Trained:

Anointed Maker, Aspect, Shamanic Ecstasy
Experienced:

Living Totem, Spirit Mask, Vision Trance
Specialist:

Ghost Magik, Living Aspect, Merge Fetishes
Expert:

Awaken the World, Circle of Spirits
Genius:

Living Mandala
Legendary:

Universal Enigma

BESTIAL COMPANION [MEDICINE MAN]

Prerequisite: Proficient

A beast calls you friend, brother or sister, and
companion, binding its life to yours similar to how a
Beast Master takes a beast into his or her family. This
being creates a powerful bond, equivalent to 150
Trust. You can use your Social skill wath this creature,
and your companion is affected by social dynamics
that affects you like a normal relationship.

ICONIC MAGIK [MEDICINE MAN]

Prerequisite: Proficient

You use an icon to assist in manipulating power. The
ceremony to create an icon takes d4+2 weeks, and is a
slow process that takes all your tume, where you
attune your ESS to it. All icons have a physical form,
and can be anything except another person, undead,
etc. Once finished, the icon represents a ceremonial
object with APT equal to your ESS, and that is
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attuned to 1 rtual you designate. You must use this
icon with the dtual, or the ntual suffers a -30
Ceremony skill penalty to succeed. With the icon,
however, you gain a +20 bonus to Ceremony skill
checks with the ritual You can only create 1 icon that
has any meaning to you for a ntual, and cannot use
the icons of othets.

TOTEM [MEDICINE MAN]

Ptetequisite: Proficient

You can take on the aspect of a single spintual
archetype, like a beast, animal, or element. You may
only have 1 totem at a2 time, and its existence will
modify rolls with other spints while you maintain it.
Calling upon a totem costs 1-ESS impairment, and
can be done as 2 nomnal action. Totems provide non-
transformational virtues such as communication,
detection, senses, or potential depending on the type
and quality you known and can bond. (See the Spirits
and Animate Power section for more information.)

ANOINTED MAKER [MEDICINE MAN]

Pretequisite: Trained
Add a +20 bonus on Ceremony rolls to make fetishes.

ASPECT [MEDICINE MAN]
Pretequisite: Trained
Aspect is very much like Totem, except you can take
on any virtue or aspect of the spint, including those
that transform or change.

SHAMANIC ECSTASY [MEDICINE MAN]

Ptetequisite: Trained

You can slip into transcendent states with ease. Add
your Meditation skill ranks to your Ceremony skill as
a bonus for ntuals with a cast time of 1 hour or
longer.

LIVING TOTEM [MEDICINE MAN]
Pretequisite: Expenenced, Medium [Channel]
You constantly manifest 1 virtue of your Totem with
no effort on your part. (See Totem for details.)

SPIRIT MASK [MEDICINE MAN]
‘Prerequisite: Expenenced, Aspect
Spint Mask is very much like Aspect, except you
literally “put on” the spint, taking on ALL of its
virtues, aspects, and powers.

VISION TRANCE [MEDICINE MAN]

Prerequisite: Experienced, Shamanic Ecstasy

With 2d4 days preparation, you can descend into a
special trance that provides visions towards any goal,
question, or knowledge. These visions are by no
means clear or easy to decipher, and it may take
several attempts with the trance to reach a result.
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GHOST MAGIK [MEDICINE MAN]
Pretequisite: Specialist, Iconic Magj, Spirit Mask
Your magik crosses both worlds. You can affect
spinits and incorporeal beings as if they were perfectly
matenal with any magik spells or rtuals you use.

LIVING ASPECT [MEDICINE MAN]
Prerequisite: Specialist, Living Totem, Supernatural
Bond [Ceremony]

You constantly manifest 1 aspect of your Totem

without any effort on your part. (See Aspect for
details.)

MERGE FETISHES [MEDICINE MAN]

Prerequisite: Specialist, Anointed Maker, Renewing
Dweomer [Ceremony]

You can unite 2 fetishes into a new, single fetush. The
merger requires 2 TD 125 Profession skill check. If
you fail, the fetishes are destroyed. If you succeed,
you have a2 new fetish with all the effects of the
merged two.

AWAKEN THE WORLD [MEDICINE MAN]

Prerequisite: Expert, Ghost Magik, Living Aspect,
Energy Feast [Channel]
You can make an opposed Profession skill check
(normal action) against the MD of any spirit in a 100
ft radius. Those who fail to oppose you are forced to
manifest corporeally, if possible, or become visible.

CIRCLE OF SPIRITS [MEDICINE MAN]
Prerequisite: Expert, Vision Trance, Living Aspect,
Gestalt [Ceremony)

You can use your Profession skill ranks as a limit to

the number of spirits you can bind instead of your
ESS.

LIVING MANDALA [MEDICINE MAN]
Prerequisite: Genius, Circle of Spirts, Gestalt
[Ceremony], Channel Dextenty [Channel], Not Even
Ilusion [Meditation)

You are a living, breathing symbol and focus for

spiritual and other power.

e When dealing with spirits, you never fail a first
impression check, and you can take on any single
Social Motf. You can change Social Motifs once
per minute if desired.

Each bonded spinit adds +1 to APT.

e Icons provide double their normmal benefits.

Add a +20 bonus to skill checks when
manufacturing fetishes.

¢ Add your Profession skill to your MD, PD, and
DEF against spirits or their powers.
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UNIVERSAL ENIGMA [MEDICINE MAN]
Pretequisite: Legendary, Living Mandala, Death Rite
[Cetemony], Unfettered [Channel], Only the One
[Meditation]

You have engaged on a massively personal quest to

understand the existental meaning of life, and to

exert a measure of control over the forces that impact

your life. This quest undetstates your existence, and

nothing detours you from this path, not even death

should it come until the time is right.

®  You can add your Profession skill to any roll you
desire, once pet melee round.

®  You can also overturn death’s gnp on your soul,
if you succeed at 2 TD 250 Profession skill
check. You cannot add any bonuses beyond your

Profession skill to this check. If you succeed, you

expend 2 ESS permanently to fesurrect like

Death Breaker 2d12 weeks later.

PALADIN

The true Paladin is formed out of a special necessity,
and not all divinities have them. True Paladins are
botn out of the need for conflict, to bear the brand
and steel of their divinity. Opposite of Prests, who
come to the masses to gain converts and spread the
faith, Paladins are drawn to the fires of conflict
bearing the steel edge and hardened fury of their
deity.

Core Skills — Combat, Military, Pneuma

Favored Skills — Athletcs, Ceremony, Channel,

Entreaty, Guard, Intel, Lonca, Medical, Recon, Ride,

Self Control, Shield, Social, Style, Weapon

Skill Advancement Bonus — Choose 1 of the

following combinations to add a skill advancement

bonus to any Cote ot Favored skills:

e  +10 bonus to any 3 skills

e +20 bonus to one skill and 2 +10 bonus to
another

e  +30 bonus to a skill

Starting Skill Bonus

e Split 30 skill ranks among Core and Favored
skills. .

e Take 12 + REAS in skill ranks you can apply to
Core, Favored, other skills of your choice, or the
developmental aspects of MD, DEF, Fear,
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Shock, or Disease.

e  Begin with 1 skill rank in 2 Weapon classes and 1
skill rank in 1 Lorica specialization.

PROFESSION NOTES

Paladins exist only through the favor of their divine
patrons. As such, Faith is an attaibute for Paladins. At
character creation, a Paladin begins with a Faith Pool
of d3+6 Faith. Every Paladin Profession, Pneuma,
Combat, or Military secret they learn automadcally
adds +1 to Faith, and adds + 1 to all Faith Growth
rolls. You can also raise Faith during game play, and
through other situations such as quests or religious
trials. (See the Faith and Religion section for more
details.)

FAITH AND MAGIK
Paladins can use ritual or prayer magik. Paladins can
start with 1 ritual of OP 1 Ceremonial Magik and 1
skill rank in the Ceremony skill OR 1 prayer of OP 1
Divine Magik (see Entreaty skill) and 1 skill rank in
Entreaty for the divine dominion of their deity.

DoGMA

Paladins follow the dogma of their religion. Not all
teligions support Paladins. Those teligions that
support Paladins outline a specific set of tenets solely
for Paladins.

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path - ({Requires two Profession
Options} Choose a path and apply its changes.

e Abiding Faith — Add +3 to Faith Growth
checks.

e Armored Soul — ESS draining, blastng, or
destroying attacks cause ESS impairment instead.

¢ Faithful — Add a +20 skill advancement bonus
to Pneuma.

e Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.

e Hand Of The Divine — When calling upon
Profession sectets, you can expend double the
Faith to get double the benefit.

e  Holy Purpose — Once per melee round, you can
add a +5 bonus to any action that requires dice
rolls if it doesn’t violate dogma.

e  Ritualist — Start with 3 rituals of OP 2 or less.
Spread Conviction — You can project your
devotion and beliefs strongly, and can apply the

benefits of a Profession or Pneuma sectet to you

and 1 other entity within 30 ft and in line of

sight.
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¢ Unassailable Belief — Add a +20 advancement
bonus to MD and PD.

¢ Unassailable Courage — Your drive, presence,
and spirit are such that both you and your allies
gain a +30 bonus against Fear from any source
(you must be within line of sight for this to
work).

¢ Uncommon Conviction — Add a +20 bonus to
Pneuma skill checks.

PROFESSION SKILL

Your Profession skill 1s an average of your Core skills.
Proficient:
Blessed Strength, Holy Fervor, Holy Radiance,
Paragon
Trained:
Devour the Unfaithful, Sacred Vigor, Smite Mine
Enemy
Experienced:
Assalling  Hand, Exalted Rebirth, Divine
Radiance
Specialist:
Heavenly Fury Unleashed, Inviolate
Expert:
Holy Legacy, Righteous
Genius:
Deific Wrath

Legendary:
Exalted Host
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BLESSED STRENGTH [PALADIN]

Prerequisite: Proficient

You wield the weapons of your deity powerfully,
especially against foes of the faith. Blessed Strength
requires a normal action to invoke and 1 Faith. It
provides a +10 bonus to the crtical range to all
weapons you use for the next minute. Multple
Blessed Strength uses do not stack.

HoLY FERVOR [PALADIN]

Prerequisite: Proficient

A Paladin is guided by 2 precepts only: do the will of
the divine, and smite the enemies of the one and true
faith. As normal action, the Paladin can invoke a Holy
Fervor that provides a +30 bonus to Shock, Fear, and
ATK. The fervor will last for an hour, but can be
dismissed at any time prior.

HOLY RADIANCE [PALADIN]

Prerequisite: Proficient

A Paladin can call upon the glory and majesty of their
divinity and literally cloth his frame in this power.
Holy Radiance takes a normal action to invoke, and
lasts for a minute. It can be terminated earlier if
desired. Holy Radiance provides a +30 to DEF, as
well as a2 +30 bonus to Fear and Shock Saves from
the aura. It also bathes the area for 30 ft around the
Paladin in daylight, twilight, or darkness (depending
on the outlook of the divinity).

PARAGON [PALADIN]

Prerequisite: Proficient

You can give up 2 Faith (before or after dice are
rolled) to re-roll any dice roll (except skill
advancement checks). You may only do this once per
dice roll.

DEVOUR THE UNFAITHFUL [PALADIN]
Pretequisite: Trained
With a nomnal action, the Paladin calls down the
powers of his deity to consume, devour, or otherwise
destroy a foe within 30 ft. This power requires 1
Faith. Make a2 Pneuma skill check against the foe’s
MD. If you succeed, the foe takes your current Faith
Pool times a d4 in HP damage. The Faith is used
whether you succeed or fail.

SACRED VIGOR [PALADIN]
Prerequisite: Trained
As a normal action, the Paladin can perform a special
ntual to anoint his body, mind, and soul with sacred
energy. This power requires 1 Faith, takes a minute to
invoke, & lasts for a day. The sacred energy permeates
the Paladin, adding a +20 bonus to all Saves and

Defenses, as well as a2 +2 bonus to all Resistances.
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SMITE MINE ENEMY [PALADIN]

Prerequisite: Trained

With a normal action, the Paladin insulls his weapon
with the vast strength of his divinity to smite a foe.
You determine how much Faith to imbue in the
weapon, and then attack like nommnal. If you succeed,
the divine power is released, counting each Faith
provided as an additional successful strke, each
inflicing an amount of damage like the original blow.
Thus, imbuing 4 Faith in a weapon, a Paladin strikes a
foe, releasing its power, and counting the 4 imbued
Faith as 4 additional attacks doing the same damage.
The imbuement lasts for 1 minute per Profession skill
rank or until used.

ASSAILING HAND [PALADIN]
Prerequisite: Expenenced, Devour the Unfaithful
The Paladin uses 2 Faith to imbue his weapon with
the power of Devour the Unfaithful, and to stoke
against an opponent’s DEF instead of MD. (See
Devour the Unfaithful for its effects.) The Faith is
used whether you succeed in strking your opponent
or not.

EXALTED REBIRTH [PALADIN]
Prerequisite: Expenenced, Paragon
A Paladin has passed the sacred ntes to gain an even
higher exalted status. Such Paladins have an additional
+10 skill advancement bonus to all Core skills.

DIVINE RADIANCE [PALADIN]

Prerequisite: Expenenced, Holy Radiance

Divine Radiance is much like Holy Radiance, except
the Paladin conveys the benefits to all those he
designates within the 30 ft. Designating allies for this
protection occurs when the Divine Radiance is called
-upon (1 minute invocation), and cannot be modified
later.

HEAVENLY FURY UNLEASHED [PA.LAD[N]
Prerequisite: Specialist, Assailing Hand, Uncommon
Faith [Pneuma]

The Paladin uses 3-Faith to cast the effect of Devour
the Unfaithful over a 30 ft radius area.

INVIOLATE [PALADIN]

Pretequisite: Specialist, Exalted Rebirth, Uncommon
Faith [Pneuma]

A Paladin is immune to hostile ESS ot CON draining,
blasting, impairing, or destroying attacks, ignoring
their effects utterly. Rituals or other voluntary acts
done by the Paladin that impair or damage ESS ot
CON function like normal.
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HoLY LEGACY [PALADIN]

Prerequisite: Expert, Holy Radiance, Inwviolate,
Touch of Grace [Pneuma]
The Paladin gains the permanent benefit of Holy
Radiance, except the +30 bonus is to DEF, MD, and
PD and Fear, Shock, Disease, and P/V. A Paladin can
dim or reduce this radiance to as small as a 1-inch in
radius.

RIGHTEOUS [PALADIN]

Prerequisite: Expert, Sacred Vigor,
Unearthly Wisdom [Pneuma]
The Paladin grows in power and faith, taking on a
nghteous mien. The Paladin automatically takes on
the Social Motf of Righteous, and gains a +10
advancement bonus to all Defenses and Saves.

Inviolate,

DEIFIC WRATH [PALADIN]

Prerequisite: Genius, Heavenly Fury Unleashed,
Holy Legacy, Righteous, Reprimand [Pneuma]

As a normal action, Deific Wrath pouts forth the
wrathful side of the Paladin’s divinity directly into 1
foe. Make a Pneuma skill check against the foe’s MD.
If you succeed, apply d6 times your current Faith
Pool in BODY damage to your opponent. This power
draws the attention of the Paladin’s deity, and if used
unwisely, will attract the deity’s anger (towards the
Paladin). This secret takes 5 Faith that is used up
whether you succeed or fail.

EXALTED HOST [PALADIN}

Prerequisite: Legendary, Righteous, Deific Wrath,
Power Efficiency [Channel], Heraldic Awe [Military],
Untrammeled Faith [Pneuma]

The Paladin can use his divine favor to call upon the
host of his divinity. Exalted Host costs the Paladin
half his Faith Pool with a-minimum of 15 Faith. The
call opens a gate from the deity’s realm directly to the
Paladin, where the host will issue forth. Exact
numbers, type, and powers of the host will depend on
the deity (GM choice). They will stay until the request
of the Paladin (stated when they arfive or when they
were called) 1s met, but no longet, for any reason,
than 1 minute for every skill rank.
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PRIEST

Frend. Counselor. Guide. Trusted brother. Learned
sage. Keeper of the soul or a defender of the faith, the
Prest is in all such things and more. An intermediary
between the wotld and the divine, the Pmest is
invested with gifts of power to serve the call to faith.

Core Skills — Entreaty, Pneuma, Social

Favored Skills — Business, Ceremony, Channel,

Culture, Intel, Knowledge, Medical, Meditation,

Petform, Self Control, Style, Utban

Skill Advancement Bonus — Choose 1 of the

following combinations to add a skill advancement

bonus to any Core or Favored skills. Any Skill

Advancement Bonus you apply to Knowledge applies

to ALL skill specializations. Entreaty advancement

bonuses can be applied to a single prayer or to the

divine dominion. You can apply advancement

bonuses to PD, MD, Feat, or Disease like you can any

skill.

e  +10 bonus to any 3 skills

¢ +20 bonus to one skill and a +10 bonus to
another

e  +30 bonus to a skill

Starting Skill Bonus

e Split 30 skill ranks among Core and Favored
skills. .

e Take 22 + REAS in skill ranks you can apply to
Core, Favored, other skills of your choice, or the
developmental aspects of MD, PD, Fear, ot
Disease.

PROFESSION NOTES

Priests thrive and draw power to do works through
their divine patrons. As such, Faith is an attnbute for
Prests, and they pay great attention to ensure they
always stay within favor of their divine patron. A
Prest begins with d4+3 Faith. Every Pnest
Profession, Pneumna, Entreaty, or Social secret they
learn automatically adds +1 to Faith, and adds +1 to
all Faith Growth rolls. You can also raise Faith during
game play, and through other situations such as
quests or religious trals (see the Farth and Religion
section for more details). See the tenets of Faith for
each religion on what prayets or nituals are allowed by
each divinity (referred to as the divine dominion; see
Faith and Religion).
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PERSONAL POWER AND MAGIK
Pnestly powers are granted from divine authority and
not generated by the Prest as an individual. Each
religion dictates how a Prest communes with his
deity. A Priest begins with the following:
¢  Access to OP 1 rtuals and prayers in the divine
domain as long as prerequisites are met for each
as outlined in the Divine Dominion.
¢ A Prest will have 1 skill rank in the Divine
Dominion (see Entreaty skill). They will also
have 1 skill rank in the Ceremony skill.

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

¢ Take A Path - ({Requires two Profession
Options} Choose a path and apply its changes.

¢ Convicted Heart — Add +5 to Faith Growth
checks.

e Core Of Faith — Add a +20 skill advancement
bonus to Pneuma.

¢ Deep Faith — All Core skills gain a +10 skill
advancement bonus.

e Fast Starter — Begin with two sectets, but you
must meet the prerequisites for each secret.

e Illuminated — Your Faith Pool 1s always
considered to have +3 more Faith than its true
value unless you have zero or less Faith, or have
transgressed dogma.

¢ Master Of Ceremony — Every Ceremony secret
you learm automatically adds +1 to Faith and
adds +1 to Faith Growth rolls.

e Master Of Prayer — Your Divine Domain only
suffers a -10 skill advancement penalty.

e Palpable Faith — Add your ESS score directly to
HP, OR split half of your ESS among the
Resistances (DR, MR, PR) placing at least 1 in
each, OR add its value to each of your Saves.

e Precious To Your God — As a quickened action,
you can use 1 Faith to add your APT to any Save
for 1 minute.

¢  Quick Study - You start with the knowledge of
+1 OP in either Divine (prayers) or Ceremonial
(atuals) Magik (your choice).

e Shielding Belief — Add a +30 advancement
bonus to MD and PD.
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PROFESSION SKILL

Your Profession skill is an average of your Core skills.
Proficient:

Reliquary, Theurgy, Touched by the Divine
Trained:

Favored by the Divine, Holy Vessel
Experienced:

Fidelity, Pious Authonty
Specialist:

Loved by the Divine, Revelation
Expert:

Holy Veil
Genius:

Holy Wrath
Legendary:

Divine Intervention

RELIQUARY [PRIEST]

Prerequisite: Proficient

You can sanctify a Reliquary to hold something
special and particular to your religion and deity. The
rite is simple, but takes all your time for 3d8+6 weeks,
and requires 2 TD 100 Profession skill check. All
Reliquaries are simple physical containers, and can be
anything sacred to your religion except another living
person, undead, etc. Once finished, the Reliquary is
capable of holding 1 Faith for every 10 Profession
skill ranks. Once created the amount of Faith a
Reliquary can hold is set. When the Faith is used up,
the Reliquary is empty, but can be freely replenished
with Faith. It does not, however, grow in capacity if
you increase in Profession skill ranks. You have to re-
accomplish the nte to invest it with greater capacity.

THEURGY [PRIEST]

Prerequisite: Proficient

When you call upon the dominions of your deity, you
can add double the normal Faith required to get
double the power. Each deity has a list of dominions
and prayers within them that are considered key
sacraments. If a prayer within a dominion doesn’t list
a Faith requirement to use, it requires 1 Faith to gain
the benefits listed under Theurgy.

TOUCHED BY THE DIVINE [PRIEST]

Prerequisite: Proficient
You are touched by the hand of your divine patron
and empowered with grace. Add +10 to your APT.

FAVORED BY THE DIVINE [PRIEST]
Prerequisite: Trained
You are viewed well and highly by your deity, and add
+5 to all checks for Faith Growth.
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HOLY VESSEL [PRIEST)
Prerequisite: Trained
You are a true vessel for the power of your divinity. If
your Faith Pool is 15 umes the amount of Faith
needed for a prayer or ritual, then you instantaneously
regenerate the Faith you expended.

FIDELITY [PRIEST]

Prerequisite: Expenenced, Watchful Spirit [Pneuma])
Your devotion is beyond reproach by any but your
deity. When coerced through mystical or mundane
means to perform an act against your Faith or that
violates your tenets, you may instead take d4 points of
BODY damage, and ignore the compulsion to violate
your Faith.

PIOUS AUTHORITY [PRIEST]
Prerequisite: Experienced, Theurgy
As a normal action and by expending 1 Faith, you can
denounce any target, applying a divine censure against
them. Make a Profession skill check against their MD
for the censure to take effect. If successful, this.
reproach is automatically detected by anyone on first
meeting and:
®  Provides a negative Social penalty to individuals of
your religion equal to your Profession skill.
®  Boosts your deity’s magik against them, adding your
Profession skill ranks as a bonus to any ritual or
prayers of your religion used against them.

® Can only be lifted by death or a TD 200 Prest
Profession check by someone of your religion.

LOVED BY THE DIVINE [PRIEST)

Prerequisite: Specialist, Fidelity, Uncommon Faith
(Pneuma]
You can power a dtual with Faith alone, trading APT
impairment for Faith. Whe ritual will take 1 melee
round for each point of Faith instead of its normal
time frame.

REVELATION [PRIEST]
Prerequisite: Specialist, Pious Authority, Insight
[Knowledge]
As a quickened action, you can add a bonus equal to
your Faith Pool to a single action in a melee round.

HoLY VEIL [PRIEST]
Prerequisite: Expert, Loved by the Divine, Gestalt
[Ceremony], Touch of Grace [Pneuma]
You draw a veil of divine power that permanently
surrounds you. This barrer is tangible or intangible at
your choice. It adds the value of your Profession skill
to 1 of DEF, MD, PD, any Save, HP, or a skill. Once
set, the bonus is permanent and unchangeable. You
can only take Holy Veil once, and gain any benefit.
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HOLY WRATH [PRIEST]

Pretequisite: Genius, Holy Vessel, Revelation, Holy
Veil, Reprimand [Pneuma]
As a special maneuver that takes a full action, you can
target 1 entity and bring down your deity’s full wrath
upon its head. This maneuver requires 10 Faith points
and a Profession skill check against their MD. If you
succeed, you inflict your Profession skill ranks in
BODY damage to the target.

DIVINE INTERVENTION [PRIEST]

Prerequisite: Legendary, Revelation, Holy Wrath,
Great Ritual [Cetemony], Untrammeled Faith
[Pneuma]
You can appeal for direct intervention by your
divinity or one of its higher servants. You must
succeed at a TD 250 Profession skill check to
succeed. The ceremony can take minutes to months
to complete (GM adjudicates).

PSYCHIC

‘White some look without for power, others know true
power comes from within. Psychics see the world
with different eyes, aware of concepts and thought as
much as matenial things. The echoes of the past live
with terrifying strength to the Psychic, not to mention
the fragments of thought those who have passed have
left behind. Within internal energy, a Psychic can
master his form, his mind, the envitonment, or
choose to live within a construct of his own mind.

Cote Skills — Channel, Mind, Noetics

Favored Skills — Business, Ceremony, Engineer,

Intel, Knowledge, Medical, Meditation, Perform,

Recon, Self Control, Social, Style, Urban

Skill Advancement Bonus — Choose 1 of the

following combinations to add a skill advancement

bonus to any Core or Favored skills. Any

advancement bonuses you apply to Knowledge apply

to ALL skill specializations. Mind advancement

bonuses can be applied to a single mental power or to

an Academy of the Mind. You can apply

advancement bonuses to PD like you can any skill.

e  +10 bonus to any 3 skills

e +20 bonus to one skill and a +10 bonus to
another

e  +30 bonus to one skill

E ii Professions & Paths@

182

Starting Skill Bonus

e  Split 30 skill ranks among Core and Favored
skills. .

e Take 24 + REAS in skill ranks you can apply to
Core, Favored, other skills of your choice, or the
developmental aspects of PD.

PROFESSION NOTES

You must define 1 Academy of the Mind or mental
power that defines your Core skill.

PSI PoOL AND MENTAL POWERS

A Psychic determines their PSI pool by adding their

Profession skill to their APT score. A Psychic starts

with 1 of the following:

® Begin with 1 academy at 5 skill ranks, and
knowledge of OP 1 mental powers and rtuals.
You must meet the prerequisites defined in the
academy.

e  Begin with d4+4 mental powers and d3+2 skill
ranks in each; roll a d2 to determine the starting
OP in mental powers and d2 for the starting OP
of ntuals you have access to. Roll a single d3+2
for your starting skill ranks in the Ceremony skill.

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path - ({Requires two Profession
Options} Choose a path and apply its changes.

e Absolute — Add a +30 skill advancement bonus
to one Core skill.

e Amored Nerves — Add a +50 bonus to PD and
a +5 bonus to PR.

e Criminal Ties — Add Clandestine, Crime, and
Underworld to Favored skills, and take d3+2
random criminal Contacts.

e Deft Mind - You can make 1 additional
quickened action in a2 CF Action Count with a
Noetics or Mind skill maneuver.

e  Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.

e  Flexible Training — Make a skill a Favored skill,
or change a Favored skill to a Core skill.

e Indecipherable Leaps Of Logic — When a
Core skill improves, so also does a random
Favored skill. If all your Core skills improve, so
do 3 random Favored ones.

e Instinctive Mind — You can always take a
quickened action, even if surprised or ambushed.

e  Meditative — You can switch Noetics or Mind
for Meditation as a Core skill.

e Massive Inner Fortitude — When you make
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checks against your EGO, you gain max benefit
from the dice (100). You gain this benefit even if
ordinanly denied a check.

¢ Mental Broadcaster — You can broadcast the
results of any intuition-based mental power or
maneuver to anyone within sight that you have
used Face [see Psychic Profession secret] on.

e Physical Mentalist — You can switch Mind or
Noetics for Athletics as a Cote skill.

¢ Quick Study - You start with the knowledge of
+1 OP mental powers.

e  Unleashed Psyche —~ Add LEAD to your PSI
pool.

PROFESSION SKILL

Your Profession skill is an average of your Coze skills.
Proficient:

Akashic Channel, Face, Revene
Trained:

Brain Lock, Empty Mind, Mind Well
Experienced:

Anathema, Bum Body, Innate Control
Specialist:

Fade the World, Unstoppable Will
Expert:

Flux
Genius:

Inner Multiverse
Legendary:

Unfettered Mind

AKASHIC CHANNEL [PSYCHIC]

Prerequisite: Proficient

You can reach into the vast cosmic consciousness of
the Multiverse in an attempt to channel power, skill,
or knowledge. This requires a TD 100 Profession skill
check and a quickened action, but you can add a + 1
bonus for every 2 skill ranks to the power, skill, or
knowledge you choose for 1 hour. However, if you
fail your mind is lost in the Akashic stream of
conscious for 3d12 minutes while your body lies
unconscious. You can seek an answer to a specific
question as well, though the check is harder, equal to
a TD 150 Profession skill check. If you succeed, the
answer comes to you in 1d12 hours.

FACE [PSYCHIC]
Prerequisite: Proficient
As a normal action, you can make a skill check against
the PD of any target you can perceive. If you succeed,
you have tuned into their mental pattern and:
e  Have a +20 bonus with your mental powers and
rituals against them.
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¢ Recognize their unique mental signature with a
TD 75 Profession skill check any time afterward
and gain the bonus again. Recognizing someone
takes a quickened action.

e Change your mental pattern to break another
entity’s Face of you with a TD 150 skill check.

REVERIE [PSYCHIC]

Pretequisite: Proficient

You can slip into a disciplined but dreamlike state as a
quickened action. This disciplined state allows you to
take from your physical needs to add to your mental
ones. You can temporanly impair your ADROIT,
STR, or CON attnbutes for an hour to add a 1-to-1
bonus to your REF, WITS, EGO, or REAS.

BRAIN LOCK [PSYCHIC]
Prerequisite: Trained
As a quickened action, you use your Profession skill
against a target’s PD to mark them, as long as they
have sentience and brain function. Doing so:
e Allows you to always find them, regardless of
how they hide, slip away, ot conceal themselves.
e Add a +30 bonus to mental powers and
Channel/Noetics secrets and skill uses against
the tazget.
e If you Face and Brain Lock a tatget, you gain
both bonuses. The lock persists for a full day,
and then fades away.

EMPTY MIND [PSYCHIC]
Pretequisite: Trained
You can burn away thought and mental activity,
presenting an empty slate to the world. Your mental
actvity 1s undetectable unless you use a mental power,
and you gain a +30 bonus to PD.

MIND WELL [PSYCHIC]
Prerequisite: Trained :
Through training and hardship, you have learned to

dredge deep pools of power to add +10 directly to
APT.

ANATHEMA [PSYCHIC]
Pretequisite: Experienced, Revene
When you use your mental powers, you take on an
unsettling and deadly presence, forcing the targets of
your mental power to make a TD 125 Fear Save in
addition to the normal effects of your mental powers.
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BURN BODY [PSYCHIC]

Prerequisite: Experenced, Physical Resolve ([Self
Control]

As 2 normal action, you can bum 1-BODY to gain
your Profession skill in PSI points. You declare the
amount of BODY burmed when you take the action.
Bumed BODY points are considered attnbute
damage, and do not heal unless treated.

INNATE CONTROL [PSYCHIC]
Pretrequisite: Experienced, Discipline [Meditation)
You have an instinctive overwhelming mental gnp on
1 attnbute, conscious or unconscious. You can use
your Profession skill check to oppose a foe’s attack,
manipulation, mental power, or magik against the
declared attnbute. You can take the secret many
times, but each time on a different attabute.

FADE THE WORLD [PSYCHIC]

Prerequisite: Specialist, Akashic Channel, Steel
Resolve [Self Control]

As a quickened action, you can slip your mind from
your body to exist as a being of pure thought. While
in this form, you can use the Akashic Channel power
without making a Profession skill check. Using this
maneuver means leaving your body an unconscious
shell. In this disembodied form, you must use your
PER to percewve the physical world at all, and are
limited to REAS, EGO, MA, or LEAD based skills or
mental powers. Every melee round in this state forces
your body to make a TD 100 Shock check. If you fail,
reduce your CON by d3 points as your body begins
to die.

UNSTOPPABLE WILL [PSYCHIC]

Prerequisite: Specialist, Thought Razor [Mind], Back
Brain [Noetics)

Select a mental power. You can use this mental power
as long as you are conscious, regardless of the state or
condition you are in.

FLUX [PSYCHIC]

Prerequisite: Expert, Innate Control, Transcendent
Will [Meditation], Multitask [Noetics]

As 2 normal action, you can adjust your attrbutes,
taking from an attribute you have defined with Innate
Control to any another attribute you also have defined
by Innate Control. You can adjust the attabutes to
any number, but cannot take etther attnbute lower
than 1. A flux remains in effect for 1 minute for every
skill rank. You can end it eatlier if desired.
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INNER MULTIVERSE [PSYCHIC]

Prerequisite: Genius, Flux, Implacable Resolve [Self
Control], Only the One [Meditation], Echo of Infinity
(Noetics]

As without, so shall it be within. Your inner mind 1s
as great as the outer boundares of reality. However,
this philosophy 1s not without its dangers. Once per
day, you can elect to redefine the size of your PSI
pool from your normal boundares to any number of
your choosing. However, to succeed, you must make
a Profession skill check against 2 TD 100 plus the
value of the number you desire. If you succeed,
teplace your normal power with the number you
selected to determine PSI. If you fail, you lose all
personal PSI power for the day.

UNFETTERED MIND [PSYCHIC]

Prerequisite: Legendary, Fade the World, Inner
Multiverse, Insight [Knowledge], Antaboga
[Meditation], Stalk the Void [Noetics)
Similar to Fade the Wotld, you can slip away from the
world. However, unlike that maneuver, your body
becomes pure thought and energy as well, allowing
you to stay in this form indefinitely.

RUNE WEAVER

Rune Weavers are the orginal workets of magik who
learned their craft from the treptilian masters of old,
the Kthoi. Rune weaving is slow and methodical,
requining tireless dedication, but powerful beyond
compare with the magik of today.

Corte Skills — Channel, Eldarin, Engineer

Favored Skills — .Arcanalogy, Cast, Ceremony,

Culture, Intel, Knowledge, Manufacture, Medical,

Meditation, Recon, Self Control, Social, Style, Utban

Skill Advancement Bonus — Choose 1 of the

following combinations to add a skill advancement

bonus to any Cote or Favored skills. Any skill

advancement bonus you apply to Knowledge applies

to ALL skill specializations. Cast advancement

bonuses can be applied to a single spell or to a school

of magik. You can apply advancement bonuses to PD

or MD like you can any skill.

¢ +10 bonus to any 3 skills

e +20 bonus to one skill and a +10 bonus to
another

e  +30 bonus to one skill
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Starting Skill Bonus

e Split 30 skill ranks among Core and Favored
skills. .

e Take 16 + REAS 1n skill ranks you can apply to
Core, Favored, other skills of your choice, or the
developmental aspects of MD oz PD.

PROFESSION NOTES

Rune Weavers learned Eldarin from the ancient
Kthoi, and know the true secrets of magik. They can
manipulate magik in its rawest form using the most
ancient and pure Eldarn, welded into shortened
mnemonics known as runes. Scientifically formulated
to utmost accuracy, these crafted runes are the
ultimate magik power. See the Eldarin skill and Rune
Magik section for specifics.

PERSONAL POWER AND RUNES
Rune Weavers determine Mana by adding their
Profession skill to their APT score. A Rune Weaver
begins with 5 secrets of Rune Magik, but must meet
the prerequisites for each. Rune Weavers also start
with a single OP 1 spell at Cast skill rank 1.

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path - {Requires two Profession
Options Choose a path and apply its changes.

¢  Analytical Mind - Add a +20 skill advancement
bonus to Engineer.

¢ Ammored In Eldarin — For every 4 Eldarin skill
ranks you attain, add a +1 bonus to DEF, MD,
and PD.

e Eldarin Linguist - Add a
advancement bonus to Eldarin.

e Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.
Purist — Your Eldarin is pure. Add +10 to APT.
Rune Bonded — Similar to how a Druid would
bond with a demiurge, you have bonded with a
single Rune Magik secret. The bond provides the
same effects (Cefemony sectet Boad for
details).

¢ Rune Signed — Every Rune Magik, Engineer, or
Profession secret you know adds +1 to APT.

¢ Rune Synergist — When you combine 2 or more
Rune Magik secrets to cast a rune, you reduce the
ovenall ime required by 5 melee rounds.

e Soul Shield — When ESS, APT, or REAS is
drained, blasted, or otherwise damaged or
permanently lost, you can give up a Rune Magik
secret instead, losing the ability to use that secret
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for 3d4 days afterward (but otherwise retaining
it).

o War Weaver — Add a2 +30 advancement bonus
to DEF.

e Ward Of Runes — For every 4 Eldarin skill ranks
you attain, adds a +1 bonus to Fear, P/V, Shock,
and Disease.

PROFESSION SKILL

Your Profession skill is an average of your Core skills.
Proficient:

Blessed by the Seven High Runes, Living Words,

Rune Affinity, Rune Relay, Sleying the Reed
Trained:

Anagoge, Locus, Rune Ward, Tromp as Wnt
Experienced:

Rune Forged, Rune Knot, Subconscious Sign
Specialist:

Boost, Sigil, Unweave of the Mind
Expert:

Glyph, Unweave of the Body
Genius:

Matnx, Unweave of the Soul
Legendary:

Weaver of Eld

BLESSED BY THE SEVEN HIGH RUNES [RUNE
WEAVER]

Prerequisite: Proficient
The seven high runes have etched lines of power
across your fate. Add +10 to APT.

LIVING WORDS [RUNE WEAVER]

Prerequisite: Proficient

More than a language to define magk and runes,
Eldann 1s a language literally clothed in power, and
each plateau of skill beyond Proficient you attain
lowers the individual time cost for all Rune Magik
secrets by -1 melee round. :

RUNE AFFINITY [RUNE WEAVER]

Prerequisite: Proficient

Name 1 Rune Magik secret. When you use this secret
in any rune weaving, you gain a bonus of +20 to
Eldann skill checks, and lower the time requirement
by -2 melee rounds. You can take this Profession
secret multiple times, but it applies to a different Rune
Magik secret each time. If you weave multiple runes
where you have this secret for each, the bonuses stack
together.

RUNE RELAY [RUNE WEAVER]

Ptetequisite: Proficient
Each Channel, Eldarin or Engineer secret you master
adds a +2 bonus to the skill checks of ALL these skills.
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SLEYING THE REED [RUNE WEAVER]

Prerequisite: Proficient

You have a powerful grasp on how to precisely and
propetly place Eldanin concepts. When you combine
secrets to form runes, you reduce the time incurred
for rune weaving by -1 melee round for every secret
you use. So if you used Measure, Fite, and Shape to
form a rune of fire, you would reduce the time cost to
rune weave the secrets by 3 melee rounds.

ANAGOGE [RUNE WEAVER]
Prerequisite: Trained

Eldarin is the base tongue of many languages. Many

runes and true words of power wete hidden away
from the world in the whorls and twists of language,
writing, and treatises. You can use your Profession
skill to make skill checks against documents and
books to find hidden words, runes, or secrets. The
GM ultimately decides whether you can leamn
anything or not, and sets the TD.

Locus [RUNE WEAVER]

Prerequisite: Trained

You may designate 1 Rune Magik secret that is a
guide or focus when you manipulate Eldarin. When
this secret is involved in any rune weaving, it reduces
its own time requirement in half. Please note that the
division of time given by Locus is done before any
subtraction or addition of time. So, if you had Locus
and Rune Affinity, you would divide first (Locus) and
then subtract the -2 melee rounds (Rune Affinity)
afterwards. You can take this Profession secret
multiple tmes, but it applies to a different Rune
Magik sectet each time.

RUNE WARD [RUNE WEAVER]

Prerequisite: Trained

You can take 1 Rune Magik sectet you know and bind

its power to you. The binding lasts until you release it.

Rune Wards can be bound to any one of the

following:

e To DEF, MD, PD or Fear, Shock, P/V, ot
Disease. Add a +1 bonus for every 2 Eldarin skill
ranks.

e To HP or a single skill. As above except the
bonus i1s +1 for every 5 Eldann skill ranks.

Every secret you bind is unavailable for you to use.

You are also required to pay an amount of Mana

equal to the Mana required to use the Rune Magk

secret each day to maintain the binding. You may use

1 sectet in such a way for every 10 Profession skill

ranks, but you can only bind 1 Rune Ward to 1

specified area, such as 1 rune to HP, another to DEF,

and so on.
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TROMP As WRIT [RUNE WEAVER]
Prerequisite: Trained
You understand well the tempo and pace of rune
weaving. Each Rune Magik secret you use in the
construction of a rune lowers the total ime cost by -1
melee rounds. Thus, a rune of 5 secrets would be -5
melee rounds faster with this secret.

RUNE FORGED [RUNE WEAVER]
Prerequisite: Expenenced, Living Words
Each Channel or Rune Magik sectet you master adds
+2to APT.

RUNE KNOT [RUNE WEAVER]

Prerequisite: Experdenced, Locus

A Rune Knot forms a special connection between any
2 Rune Magik secrets, allowing you to reference them
with particular phraseology. Having Locus in 1 of the
2 Rune Magik secrets is a prerequisite. This method
of reference allows you to apply the benefit of Locus
to the other secret as well. Thus, creating a2 Rune
Knot of Fire (Locus) and Measute allows you to apply
the time reduction to both Fire and Measure. You can
take this Profession secret multiple times, but it
applies to different Rune Magik sectrets each time.
You cannot place a Rune Knot within another Rune
Konot.

SUBCONSCIOUS SIGN [RUNE WEAVER]

Prerequisite: Experienced, Rune Affinity

Select 1 Rune Magik secret that you have Rune
Affinity with. The time required to use the Rune
Magik secret cannot exceed 10 melee rounds (after
modifying by Locus, Tromp as Wrt, and any other
secrets). You can use this Rune Magik secret as a
normal action, but it costs double the normal mana
cost. If a Rune Knot, Sigil, or Glyph meets the above
criteria for time requirements, and you have Rune
Affinity with at least 1 secret in the Rune Knot, Sigil,
or Glyph, you can use them as your Subconscious
Sign. You can take this Profession secret multiple
times, but it applies to a different Rune Magik secret
each time.

BOOST [RUNE WEAVER]
Prerequisite: Specialist, Rune Forged, Intuitive Leap
[Engineer]

Boost is a special notation that allows you to speed up
the rune weaving of a partcular rune. Boost allows
you to sum the total time cost for a rune, and after
adjusting for all other modifications, divide the time
in two. For example, you define a rune of Fire using
Fire, Measure, Sculpt, Range, and Control. You would
sum the tme cost, and then divide by 2 to find the
new time to cast the rune. Boost does not cut comers
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to create this effect, but instead uses certain Eldann
phraseology to achieve the effect in shorter time.
Boost is very effective in speeding a rune, but has a
cost equal to double the Mana, and impairs your APT
by -1 for each Rune Magik secret used. Each secret
within 2 Rune Knot, Glyph, or Sigil is counted
individually in additional to the containing secret for
this impairment. Thus, applying Boost to 3 Eldann
secrets (-3) and a Sigil with 3 secrets (-4; -1 for the
Sigil secret and -3 for the 3 secrets) would apply a -7
APT impairment.

SIGIL [RUNE WEAVER]

Prerequisite: Specialist, Sleying the Reed, Recursion
(Engineer]

A Sigil describes a special form of linguistic notation
that allows you to blend Eldann concepts, essentially
allowing you to use several secrets as one. At
Specialist skill (45), you can join 2 Rune Magik secrets
into 1 Sigil. You can join a successive Rune Magik
secret to this base at Expert (75), Genius (110), and
Legendary (150). Once these secrets are joined, the
binding is irrevocable, and become a special rune you
can use as a single unit. To determine the Mana and
time cost for a Sigil, add the raw values normally. This
becomes the new rune’s requirements.

You do not lose access to the secrets joined in a
Sigil in any way, but do change how the benefits
derived from other secrets are applied to the ones you
join into the Sigil. Any benefits individually applied to
the Rune Magik secrets bound into the Sigil are
applied to the Sigil itself instead. Multiple instances of
the same benefit are ignored. For example, if you
have Rune Affinity with the 2 secrets you join into the
Sigil, the benefit of Rune Affinity is only applied once.

Each ume you take the Sigil secret, you form a
new Sigil. You cannot join a Sigil into another Sigil or
a Glyph into a Sigil, but can use Rune Knot or Locus.

UNWEAVE OF THE MIND [RUNE WEAVER]

Prerequisite: Specialist, Damage [Eldarin), MML
(Engineer]
As a nommal action, you can attempt a crude rune
weaving attack to unweave the mental presence of a
target. The unweaving is done by using a Rune Magik
secret as a lens. Make a Profession skill check against
the target’s PD. If you succeed, you impair their MA
by d3 points. If you fail, the secret feels the backlash,
and is unavailable for the rest of the day. If you
succeed in lowering their MA to zero, they die.
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GLYPH [RUNE WEAVER]

Prerequisite: Expert, Tromp as Wnt, Rune Forged,
Sigil

A Glyph is a more advanced form of Sigil and
provides significant benefits. Its basics are exactly like
the Sigil secret as far as how many or at what skill
ranks you can bind Eldann secrets. Glyph however,
allows you to bind Sigils to one another.

UNWEAVE OF THE BODY [RUNE WEAVER]

Prerequisite: Expert, Unweave of the Mind,
Overchannel [Channel], Destruction [Eldarin]
Unweave of the Body is in all ways like Unweave of
the Mind, except you attack the BODY.

MATRIX [RUNE WEAVER]

Prerequisite: Genius, Renewing Dweomer
[Cetemony], Power Web [Channel], Create [Eldann)],
Continuum Laws (Engineer]

You can weave constructs of power to hold runes. A

Matrix is a tangible item, and must be attached to or

something formed from the power to give it physical

reality. To create a Matrix you must:

¢ Rune weave the chosen rune.

e Make a TD 200 Profession skill check.

e After you create the Matrix, the sectets, runes,
Sigils, or Glyphs used are unusable for d6 days.
The Matrix will last for 1 day for every
Profession skill rank, after which it will unweave
harmlessly. Any Rune Weaver can use a Matrix,
and you can unravel the weave of your matrices
at any time.

UNWEAVE OF THE SOUL [RUNE WEAVER]

Prerequisite: Genius, Unweave of the Body, Power
Web [Channel), Death [Eldann), Disintegrate
[Eldarin]

Unweave of the Soul is in all ways like Unweave of
the Mind, except you attack the ESS of a being.

WEAVER OF ELD [RUNE WEAVER]

Pretequisite: Legendary, Matrix, Unfettered
[Channel], Transdimensional [Eldann], Arduinian
Effect [Engineer], Dimensionless Quantities
(Engineer]

The High Runes are runes so powerful that the mere
act of attempting to weave them is dangerous. This
secret is a prerequisite for learning any High Rune.
Attempting to form High Runes without this secret
causes a D level Channel fumble.
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SAGE

Some seek power, but a Sage seeks knowledge for
knowledge’s sake, for to them, knowing is the
crowning achievement of life. A Sage believes
anything is possible, and thus, everything must exist
somewhere, somehow, and that guiding beacon 1is
what they pursue.

Core Skills -Knowledge, Knowledge, Knowledge

Favored Skills — Arcanalogy, Business, Ceremony,

Culture, Engineer, Intel, Manufacture, Mechanic,

Medical, Meditation, Noetics, Perform, Pneuma,

Recon, Self Control, Social, Style, Underworld,

Urban, Wilderness

Skill Advancement Bonus — Choose 1 of the

following combinations to add a skill advancement

bonus to any Core or Favored skills. Any

advancement bonus you apply to Culture,

Knowledge, or Perform applies to ALL skill

specnalizations.

¢ +10 bonus to any 3 skills

e 420 bonus to one skill and 2 +10 bonus to
another

e 430 bonus to one skill

Starting Skill Bonus

e Split 30 skill ranks among Core and Favored
skills. .

¢ Take 30+ REAS in skill ranks you can apply to
Core, Favored, ot other skills of your choice.

PROFESSION NOTES
Sages exist to learn, record, and gather information,
regardless of whether they will use it or not. While
their Core skills are Knowledge, they must define
different areas of study within Knowledge to
tepresent their focus. Sages can also learn Knowledge
as a Favored Skill.

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path - ({Requires two Profession
Options} Choose a path and apply its changes.

¢ Cynical — Some things can’t be unleamed. You
add your REAS value as a bonus to Fear, PD,
and MD.

¢ Endless Seeker — Add a +10 skill advancement
bonus to any two Core or Favored skills.
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e  Fast Starter — Begin with two sectets, but you
must meet the prerequisites for each secret.

e Inquisitive Researcher — When using a facility
such as a library or a lab, you make a skill check
to determine the bonus instead of only dividing
your skill ranks to determine the benefit.

e Knowledge Savvy — You have a knack for
finding informational elements you need to
complete your studies. You have a +20 bonus to
Intel skill checks.

¢  Mental Abyss — Diving into your mind is like
jumping off a cliff into a bottomless ocean. Add
+2 to your PD for every 20 skill ranks you attain
in each Knowledge skill you learn.

e Patronage — A patron (see Social Dimensions)
endorses your life mission, and provides
resources to assist you. The Patron begins with
50+5d10 Trust, but is randomly determined
otherwise.

¢ Procedural Leamer — When checking for skill
advancement, for every 2 skills that successfully
advance, you may select a third skill that has not/
did not advance, and add +1 skill ranks to it. You
may only add this bonus once to an individual
skill.

e  Thrifty — Thrft sometimes 1s what it takes to
survive to continue your research. Reduce your
cost of living by 20%.

e Wide Ranging Paths — You never know where
your next lead will take you. Take your MA in
bonus skill ranks you can apply to skills of you
choice.

PROFESSION SKILL

Your Profession skill is an average of your Core skills.
Proficient:
Analyze Anything, Books Know All, Dauntless
Researcher, Diligent Learner
Trained:
Able Learner, Meta-analysis, Nescient Reseatch,
We Need It Now
Experienced:
Learning is Living, Scholarship, Semiosis
Specialist:
Find the Mean, On the Shoulders of Giants,
Phronesis
Expert:
Autopoietic Learning, Deconstruction
Genius:
Philomath
Legendary:
Polyhistor
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ANALYZE ANYTHING [SAGE]

Prerequisite: Proficient

The pursuit of pure knowledge knows no boundares.
You can apply your skill to attempt to understand the
‘“What” and “Why” of anything, gaining a descaptive
knowledge view of its prnciples (as opposed to a
procedural knowledge view, which would relate the
prnciples of its construction, how it works, and how
it works best). When attempting this analytical
process, you select which of the 2 (What or Why) you
seek to determine, and make a TD 100 MA check to
see if you can figure it out. If you succeed, you attain
a very basic understanding of what you sought. For
instance, a Sage comes upon a pool of water, and
notices the water creates an eddy in its center. He
stops and analyzes it. Selecting “Why”, he makes a
successful MA check. and determines the eddy occurs
because water is being drained from the pool. He
could elect to ask “What”.

Analyze Anything is a near instantaneous use of
empirical, deductive, and inductive reasoning
simultaneously, and is non repeatable. If you fail a roll
for either of the two, you cannot re-attempt it.
Neither can you explain in detail, nor beyond bare
facts your understanding of the Why or What of the

issue.

BOOKS KNOW ALL [SAGE]

Pretequisite: Proficient

Non-sentient: sources of information, such as
libraries, bureaus, guilds, and institutions, add a bonus
towards Knowledge skill checks; you bolster this
bonus by an additional 1 for every 2 Profession skill
ranks.

DAUNTLESS RESEARCHER [SAGE]

Pretequisite: Proficient

When making Knowledge skill checks in areas where
you have at least Trained Knowledge, you adjust the
resulting roll upwards to the next highest TD tier to
determine how much you actually know. For example,
the GM determines the point of research you seek to
clagfy is a TD 75, and you make a total 81 skill check.
Dauntless Researcher bumps this final roll up to 100
(the next higher TD tier) instead.

DILIGENT LEARNER [SAGE]
Prerequisite: Proficient
You have a +10 Knowledge skill advancement bonus.

ABLE LEARNER [SAGE]

Prerequisite: Trained

You can learn anything and leam it well. Take a +20
skill advancement bonus to any skill of your choice.
You can take this secret multaple times, but i1t applies
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to a different skill each time.

META-ANALYSIS [SAGE]

Pretrequisite: Trained

Disciplined deep immersion into matenal and iterative
re-organization in order to identify commonalities and
differences while classifying the information into
taxonomy you can digest. Meta-Analysis doubles the
time required to use librares, bureaus, Guilds, and
institutions, but tdples the benefits they provide.
Thus, a Sage utlizing the Melkinic Library in
Talismondé (which adds +30 bonus on info about the
21 Hells) would spend double the time in research
(depends on the target TD) to gain a +90 bonus to
his skill check.

NESCIENT RESEARCH [SAGE]
Prerequisite: Trained
You've forgotten more than you can remember, and
have a chance of knowing anything, even impossible
things. You can make a dice only (d100) Knowledge
skill check against any subject.

WE NEED IT NOW [SAGE])

Prerequisite: Trained

Getting research done quickly is a trait you excel in.

e If a time muluplier exists, downgrade the time
multiplier by 1 step, such as trple to double.

¢ If no multipliers exist reduce the time required
50%.

Thus, you can reduce a 10 week project by 5 weeks,

the same project with a double time modifier (like

Meta-Analysis) to normmal (10 weeks), tnple

modifiers (ike Scholarship) to only double the time,

and so on.

LEARNING Is LIVING [SAGE]
Prerequisite: Experienced, Random Blind (Engineer]
Intuition and its power to make indecipherable leaps
has guided your training. When a Core skill improves,
a random Favored skill has a chance (make a normal
skill advancement attempt with this skill), regardless
of whether you have skill ranks in it or not.

SCHOLARSHIP [SAGE]
Prerequisite: Experienced, Able Leamner
Scholarship triples the normal amount of time used to
research, but lowers the target TD by 2 steps. Thus, a
Sage researching a TD 500 question could spend
triple the normal time to reduce it 2 steps down to
TD 300.
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SEMIOSIS [SAGE]

Prerequisite: Experienced, Intuitive Leap [Engineer]
You have developed a keen understanding for the
signs undercurrent in any activity, conduct, ot
process. Semiosis provides a +20 skill advancement
bonus to all skills not at the Trained skill rank. Skills
taken beyond this rank lose and do not gain this
bonus.

FIND THE MEAN [SAGE]
Prerequisite: Specialist, Meta-Analysis, Drunkards
Walk [Engineer]

A cousin to Deconstruction (see further on), Find the
Mean is the idea of using a median between extremes
as a method to meeting your goal. Unique in its
application, it cannot be used with any other bonus or
penalty provided by secrets, Professions, Paths, ot
other sources, but can be applied to any skill check.

Round the target TD to the nearest tiet, then step
down 3 ters from the target tier to find the lower
value and up 1 ter from the target tier to find the
upper value. Average these 2 to find the Mean TD. If
you match or beat this new TD, you succeed in the
skill check.

Example — A TD 75 skill check stepped down 3 times is TD
0, and stepped up once is Moderate (TD 100). The Mean TD
is then 50, not much lower, but while you get no bonuses, you
also take no penalties as well (which can be quite useful).

ON THE SHOULDERS OF GIANTS [SAGE]

Prerequisite: Specialist, Scholarship, Goodness-of-
Fit [Engineer]
You learn from the pror research of others. Double
the bonuses provided by non-sentient sources of
informaton, such as libranes, bureaus, Guilds, and
institutions, towards Knowledge skill checks.

PHRONESIS [SAGE]
Prerequisite:  Specialist,
Serendipity [Engineer]
Phronesis is the ability to think about how and why
we should act and do towards a desired end, and to
apply them in the real world in unforeseen situations.

Phronesis provides a universal bonus of 1 for every
15 Profession skill ranks to skill checks and Saves.

Leaming 1s Living,

AUTOPOIETIC LEARNING [SAGE]

Prerequisite: Expert, Semiosis, Phronesis, Raven
Paradox [Engineer]
Learning has become a self-generating fundamental
complimentary to life. The insights gained provide a
+20 skill advancement bonus to all skills you have
taken to Expert skill rank and higher. Skills below this
rank do not gain this bonus.
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DECONSTRUCTION [SAGE]

Prerequisite: Expert, Scholarship, Find the Mean,
Reverse Engineer [Engineer]
Deconstruction is a method of distlling certain
distinctions or dichotomies from knowledge,
regardless of form or structure. Unique in its
application, it cannot be used with any other bonus ot
penalty provided by secrets, Professions, Paths, ot
other sources.

e Deconstruction only wotks with a2 Knowledge
skill check.

e Only the TD matters, and you ignore
modifications, bonuses, or penalties (regardless
of source).

e To apply Deconstruction, compare your skill
ranks to half the nomal TD. If you match or
beat this half TD, you succeed in the Knowledge
skill check without needing to roll.

PHILOMATH [SAGE]
Prerequisite: Genius, Autopoietic Learning, Bayesian
[Engineer], Deconstruction, Sublime [Knowledge]
You double the benefit that skill advancement
bonuses give to skill criticals and skill fumbles for all
skills.

POLYHISTOR [SAGE]

Prerequisite: Legendary, Philomath, Arduinian
Effect [Engineer], Dimensionless Qualities
[Engineer], Quin [Engineer]

To reflect intellectual gains you have achieved, add
+10 to REAS. To demonstrate how little lies outside
the reach of a true Polyhistor, multiply your LR bonus
by 10, and add this as a skill advancement bonus to all
skills where at least 1 skill rank exists.

SAVAGE

Savages are uncivilized, unlettered people from the
frozen lands of the north, the chaotic borderlands
between civilization and the wild, and other places.
Civilized folk call them barbarc, reckless, and
unschooled, and while this typifies some, so do the
words of bravery, cunning, and heroics. To be a
Savage is more than a label. Savages contain the
unrefined aspect of the beast in their hearts, and
know mayhem, danger, and the uncertainty of life, as
well as the beasts in the field and the plants of the
earth. Where the Warnor blends skill with talent to
form the discipline to overcome challenges, a Savage
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uses the power of his limbs and a formidable, near
bestial wildness to make a path in life. Savages attack
challenges, life, and adventures with an unwavering
feral energy, and this mark stamps an imprnt on all
they do in life.

Cote Skills — Athletics, Combat, Wilderness

Favored Skills — Acrobatics, Beast Ken, Ceremony,

Clandestine, Cnme, Gnosis, Guard, Medical,

Missilery, Recon, Ride, Self Control, Style, Weapon

Skill Advancement Bonuses — Choose 1 of the

following combinations to add a skill advancement

bonus to any Core or Favored skills. You can apply

advancement bonuses to DEF, Fear, or Shock like

you can any skill.

e  +10 bonus to any 3 skills

e +20 bonus to one skill and a +10 bonus to
another

e  +30 bonus to one skill

Starting Skill Bonus

e Split 30 skill ranks among Core and Favored
skills. .

e Take 8 + REAS in skill ranks you can apply to
Core, Favored, other skills of your choice, or the
developmental aspects of DEF, Fear, or Shock.

e  Begin with 1 skill rank in 2 Weapons Group of 5
weapons (see Weapons Group secret in the
Weapon skill).

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path — ({Requires two Profession
Options} Choose a path and apply its changes.

¢ Animal Charisma — Add a +10 bonus to Social
skill checks and to secrets like Savage Presence,
Bestial Chatge, and similar maneuvers (making
the TD fot enemies +10 harder).

¢ Bloodied Fury — When an enemy hurts you in a
melee, you gain a one-time +2 bonus to CF and a
+20 to ATK and DEF until the melee ends.

¢ Brute Force — Master of brutish tactics, you add
a +3 bonus to all physical DME you inflict in
melee.

‘e Dirty Fighter — Start with the Street Martal Art
at 5 skill ranks, ignoring all prerequisites to learn
it.

e Even Handed - Ignore the ATK penalty for
using 2 weapons.

¢ Fast On Your Feet — Add a +2 bonus to CF
and a +10 bonus to Dodge.
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e Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.

e Feral Affinity — Living in the wild next to
anumals has given you a certain skill and affinity
when wortking with them. You can apply your
Social skill towards creatures, wild or tamed.
Add +20 to PER.

e Prickly Ego - Your mind reacts in a hostile
manner to intrusion. Add +30 to PD, and gain a
+10 advancement bonus to PD.

e Rack Gait — Use 15 as 2 base for Movement.
Superstitious — You have been raised to be very
suspicious and reverent to magik. Add +30 to
MD, and gain a +10 advancement bonus to MD.

e Survival Oriented — When taken to 0 CF, you
may make a TD 150 Athletics skill check to bring
your CF back up to 1.

e Trained Beginner — You start with 2 Weapons
Classes in addition to your Weapons Group.

PROFESSION SKILL

Your Profession skill is an average of your Core skills.
Proficient:

Feral Speed, Savage Presence, Untamed
Trained:

Bestial Charge, Resolute, Side Swipe
Experienced:

Butcher, No One Walks Away, Reckless Assault
Specialist:

Crushing Blow, Merciless
Expert:

Larger than Life, Savage Resilience
Genius:

Hair Trigger Reflexes
Legendary:

Predator

FERAL SPEED [SAVAGE]
Prerequisite: Proficient
You move with animal grace and wild speed. Add a
+10 bonus to Dodge, a +5 bonus to Move, a +1 CF.

SAVAGE PRESENCE ISAVAGE]

Pretequisite: Proficient

Shaking opponents with a blood cutdling battle cry is
second nature to you. As a quickened action, you can
release a piercing yell that tums an enemy’s knees to
water. Select 1 opponent that must make a Fear check
with a TD 75 plus your Profession skill ranks, or they
are Shaken (see Adventunng section).
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UNTAMED [SAVAGE]
Prerequisite: Proficient
You move like a caged wild animal when you choose.
As a quickened action, you can give up some or all of
your Movement to add a +3 bonus to your DEF for
every 1 ft you sacnfice.

BESTIAL CHARGE [SAVAGE]

Ptrerequisite: Trained

When Charging, you also have a chance to Unsettle
your opponent as well if you succeed in the attack.
The opponent must make a Fear check with a TD
100 plus your Profession skill ranks, or suffer the
Unsettled status (see Adventuring section for more
details).

RESOLUTE [SAVAGE]
Prerequisite: Trained
You have a raw, animalistic presence. As a quickened
action, you can make a TD 100 Profession skill check
to shake off the effect of a status or condition (not all
conditions can be removed in this manner).

SIDE SWIPE [SAVAGE]

Pretequisite: Trained

When you make a Charge maneuver, you can opt to
Side Swipe anyone between you and your target
instead of overrunning them. The act takes a
quickened action, and you have to make an attack like
normal. If you succeed, they take your BODY value
in damage. Regardless of success or failure, you
continue your charge.
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BUTCHER [SAVAGE]

Prerequisite: Expenenced, Bestial Charge

The hard and savage life of the frontier leaves litde
room for mercy. When an opponent is Shaken,
Unsettled, Outmaneuvered, Stunned, Bone Weary,
Disturbed, or in a similar status or condition, you can
make a special attack to attempt to kill them in a
single shot. As 2 normal action, fulfilling 1 or more of
the conditions above, you make an attack like normal.
Any damage that pierces their DR is compared to
their BODY score. If it meets or exceeds the
opponent’s BODY, you butcher them in one shot,
killing them instantly.

NO ONE WALKS AWAY [SAVAGE]

Prerequisite: Expenienced, Feral Speed

The hard and savage life of the wild teaches you to
give no quarter to the failing enemy. When a
combatant disengages from you in melee, you can use
a quickened action to make a normal attack OR to
move with them to the max of your normal
movement.

RECKLESS ASSAULT [SAVAGE]

Prerequisite: Experienced, Feral Speed

You attack without care, believing offense 1s the
greatest and only defense that exists. You can convert
any quickened actions into attacks, or can use a
quickened action to move half your normal
movement. You lose the ability to Dodge or Parry
while using Reckless Assault (and this penalty lasts the
entire melee round), and reduce your DEF to zero,
but suffer no other penaldes.

CRUSHING BLOW [SAVAGE]
Prerequisite: Specialist, Butcher, Proprioception
fAthletics]

When you use the Charge maneuver, any that pierces
their DR is compared to their BODY score. against
their BODY. If you meet or exceed this value, you
shatter and pulp them in 1 shot, killing them instantly.

MERCILESS [SAVAGE]
Prerequisite: Specialist, Butcher, Shock Attack
[Combat]
When you directly engage an opponent who 1s
Shaken, Unsettled, Outmaneuvered, Ambushed, or in
some similar condition, you can gain an additional a
quickened action that can only be used to make

another single attack against that opponent.

LARGER THAN LIFE [SAVAGE]

Prerequisite: Expert, Savage Presence, Resolute,
Implacable Resolve [Self Control]
You add your Profession skill ranks against Social
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attacks or maneuvers. You also add a2 +1 bonus to

PER, Feat, and PD for every 5 Profession skill ranks.

SAVAGE RESILIENCE [SAVAGE]
Prerequisite: Expert,
[Athletics), Robust [Athletics]
You are toughened, more resilient, and hardy due to
your profession and life. You add a +1 bonus to HP
for every 10 Profession skill ranks and a2 +1 bonus to
Disease, P/V, and Shock Saves for every 5 Profession
skill ranks.

HAIR TRIGGER REFLEXES [SAVAGE]
Prerequisite: Genius, Feral Speed, Side Swipe,
Combat Maneuvers [Athletc], .Anticipation [Recon]
You are in motion while others are in mid-thought,
and frequently act and surpnse foes with your
intuiion. For the first melee round of any batde
(only), you add a +15 bonus to your CF, and you
never lose your COORD or Dodge due to surprise ot
ambush.

Resolute, Heartiness

PREDATOR [SAVAGE]
Prerequisite: Legendary, Crushing Blow, Merciless,
Larger than Life, Hair Trigger Reflexes
You are a consummate predator. In a melee round,
you can add your Profession skill ranks to 1 of the
following: ATK, DEF, or skill checks against the
Clandestine, Wildemess, or Athletics skills. You can
switch this bonus at the beginning of each melee
round if you choose.

TECHNO

The Techno is fascinated by technology. The Techno
seeks fulfillment by putting their efforts into analyzing
and creating items, understanding the details behind
them and engineening adaptations and making new
ones. See also chapter 12, page 529 (Design/
Manufacture).

Visit chapter 13 (Schemaucs), page 540 for the “make
up toolkit” of a Techno character. Knowledge is a key
skill for the Techno that allows the Techno to excel in
the Manufacturing, Mechanics, and Engineer skills
(core skills of the Techno). Examples of preferred
areas to concentrate on knowing from the skill
“Knowledge” are: Explosives, Chemistry, Matenals
Science, Machining, Physics, Bionics, Clockwork,
Glasswork, Miniatunization, Sensor, Weapon smith,
Power Soutces, and computers, etc. These are crtical
to the success of the Techno, learn them well.
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Proficiency with Tech weapons is on a per weapon
basis, however, your Game Master may want to allow
the categones of Firearms, Grenades, and Rocket
weapon classes.

Core Skills — Eagineer, Manufacture, Mechanic

Favored Skills — Business, Crime, Intel, Knowledge,

Medical, Meditaton, Perform, Self Control, Social,

Style, Underworld, Urban, Wilderness

Skill Advancement Bonuses — Choose 1 of the

following combinations to add a skill advancement

bonus to any Core or Favored skills. Any skill

advancement bonus you apply to Knowledge apply to

ALL skill specializations. You can apply advancement

bonuses to MD like you can any skill.

e  +10 bonus to any 3 skills

e +20 bonus to one skill and 2 +10 bonus to
another

e  +30 bonus to one skill

Starting Skill Bonus

e  Split 30 skill ranks among Core and Favored
skills. .

e  Take 26 + REAS in skill ranks you can apply to
skills of your choice, or to MD.

PROFESSION NOTES

Tech Level (TL) is a measure of how general
technological understanding i1s a critical component
for using designs. TL is set when you select a Culture
(see Cultural Influence section).

KNOWLEDGE AND DESIGNS
Technos rely heavily on their knowledge and
manufacture abilities to make devices and

technological creatdons. Each design comes with an
outline of what ability is required to use it. A Techno
starts with d3+3 schematics. They also have enough
components to make each design once. If the
schematic calls for a workshop or tools, the Techno
will have access to a2 common one (usually via a
College or Guild) at the GM’s discretion.

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path - {Requires two Profession
Options} Choose a path and apply its changes.

e Arcane Detestation — Magik is the thought of
the illiterate, the degenerate; last refuge of the
foolish, or so your thinking goes. .Add a +50
advancement bonus to MD, but suffer a -50 skill
advancement penalty to Arcanalogy, Cast, and
Ceremony.
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Core Thinker — You have followed a single tree
of knowledge farther than others. Add a +20 skall
advancement bonus to 1 of your Core skills.
Effective — Anything you devise is better. Your
work with designs and design creation is +10%
morte efficient time wise.

Experimenter — Experimenting with chemicals,
solvents, and poisonous materials has built high
tolerances for such things. Add a +20 bonus to
Shock, P/V, and Disease Saves.

Fast Starter — Begin with two secrets, but you
must meet the prerequisites for each secret.

Fixer — When you fix things, they are as good as
new. When you repair an object or device, you
do not suffer the penalty to skill checks in order
to retum it to its previous operating level.
Mental Anathema — Only fools believe in the
occult or extrasensory powers! Your view of
reality despises such things. Add a +50
advancement bonus to MD, but suffer a -50 skill
advancement penalty to Noetics, Channel, and
Meditation.

Renaissance Man — You are ahead of your ume
technology wise, and have +2 Tech Level
Resource Knack — You have a knack for finding
or making the elements you need. When
determining the cost of components for your
Schematics, reduce the cost by -10%; when
determining availability, add +10% to availability.
Savvy Inventor — Making your knowledge work
to turn a coin has always been second nature.
Add a +10 bonus to Business skill checks and a
+10 bonus to Manufacture skill checks when
determining the value of things you build.
Scientist — You are efficient at devising and
creating applications of science. Add a +10
bonus to Manufacture rolls, and place +5 skill
ranks in 3 Knowledge skills relevant to the
Techno Profession.

Tinker — You have spent a lot of years tinkering
with random things no one else would put value
on. This has expanded your repertoire of
knowledge. When you first take on a Knowledge
skill at creation or thereafter, add +5 skill ranks.
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PROFESSION SKILL

Your Profession skill is an average of your Core skills.
Proficient:
Improvise Tools, Master Crafter, Plane of
Unbroken Angles, Repair, Scavenge
Trained:
Bootstrap, Jury Rig, Improvise Workshop,
Mother of Invention, Technical Mind
Experienced:
Coax Gadget, Clever Designer,
Maximums, Hybrid Mod, Use A Wrench
Specialist:
Inspirations Muse, Spark of Genius, Tinker’s
Spint
Expert:
Ladder of Progtess
Genius:
Paradigm Shift
Legendary:
Creative Destruction

Exceed

IMPROVISE TOOLS [TECHNO]

Prerequisite: Proficient

You use talent, ingenuity, and skill to make up for the
lack felt when the proper tools are not at hand. You
can make an impromptu or normal attempt to
fabricate tools from resources at hand, such as using a
rock as 2 hammer, a block of wood for a shaping tool,
or hundreds of other possibilities. Improvise Tools
allow you to use other items ot resources in order to
manufacture, repair, or work on something. You can
create an improvised tool equal in complexity to your
TL reduced by -2. The TD is determined by the TL
you are targeting, multiplied by 25, and is done with a
Profession skill check. Thus, a TL 2 tool would
trequire 2 TD 50 Profession skill check. The tool is
sufficient for 1 use before it returns to its original
components. If you botch ot fumble the check, you
damage ot destroy the impromptu tool.

MASTER CRAFTER [TECHNO]

Pterequisite: Proficient

You are a master at crafting and manufacturing items
you know well. When working with any design your
TL of less, you can use your Profession skill ranks to
emulate a single Knowledge skill required for that

design.
PLANE OF UNBROKEN ANGLES [TECHNO]

Prerequisite: Proficient

This secret is a particular way of learning, of
understanding information, and then of using it to
gain insights otherwise unreachable. When you take
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this secret, you apply 1t to 1 of the following skills:
Engineening, Manufacture, Mechanic, or Business.
Regatdless of your choice, the skill gains a 1 tme
bonus of +5 to skill critical chances. You can take this
secret multiple times but each time it applies to a
different skill.

REPAIR [TECHNO]

Prerequisite: Proficient

You understand how to repair broken or useless
Techno or technological devices. The actual repair
requires a skill check against the TD to create the
item. Each item has a listed requirement for tech,
manufacture, and knowledge skills. For each missing
plateau of a missing requirement, add +25 to the TD
and +25% to the ume. Thus, if you were to repair a
longsword and lacked 1 Trained skill, your TD would
increase by +50 because you lacked the necessary skill
ranks in the 1 skill.

SCAVENGE [TECHNO]

Pretequisite: Proficient

If you spend half the normal time to create a design
for an item, you can recoup a portion of its
components. You do not have to meet any skill or
knowledge requirements, but you must meet any tool
ot workspace requirements specified. You can recoup
1% of the resources required for every 3 skill ranks.
You cannot scavenge any special components used in
a design with this secret, and matenal you do not
scavenge is considered unrecoverable or destroyed.

BOOTSTRAP [TECHNO]

Prerequisite: Trained

You are self-generating and self-reliant when it comes
to making things happen, especially when it comes to
making things. When working with any design your
TL or less, you can use your Profession skill ranks to
emulate 2 max of 2 Knowledge skills required for a
design. When you emulate more than 1 Knowledge
skill, however, you must split your Profession skill
ranks between them, applying no more than the max
of your Profession skill ranks between the 2
Knowledge skills.

JURY RIG [TECHNO]

Prerequisite: Trained
An essential function of life for some, this is the
ability to fix or repair almost anything with whatever
you have at hand. You can attempt to Jury Rig
anything to make it wotk or even build something out
of spate parts to make something work.

The item you use to Jury Rig must reasonably
work, even if the fit seems improbable or outrageous.
Fot example, you use strands of cloth from your
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cloak to make a bow stang. Regardless, to repair or
fix something whose DUR or BODY has been
destroyed requires a Profession skill check using the
onginal DUR or BODY value as the TD.

If you -succeed, the object regains d6 DUR or
BODY, and works again. This duration required to
Jury Rig an object is the TD divided by 10; the result
calculated in minutes.

If your skill check was double the TD, the Jury
Rig lasts indefinitely; otherwise it only lasts 3d10
minutes.

You must have an equivalent or greater TL to use
this ability on an object.

IMPROVISE WORKSHOP [TECHNO]

Prerequisite: Trained

The world is your workshop when you are not at
home. By spending 1 minute of time equal to the
Engineer, Manufacture, or Mechanic TD to prepare
an area, you can simulate a workshop equivalent to
your TL minus 2. The Profession skill check to
succeed uses a TD determined by the target TL
multiplied by 50. Thus, a TL 2 tool would require a
TD 100 skill check.

The workshop is sufficient for the Engineer,
Manufacture, or Mechanic task requiring it, and can
be used over and over again. However, if you attempt
a different task (even another design), you must
rededicate the time to prepare the improvised
workshop.

MOTHER OF INVENTION [TECHNO]

Prerequisite: Trained

Necessity is a hard mistress, but she’s the birth
mother to many inventions. When making on-the-fly
Manufacture skill checks to fabricate or modify
something impromptu, you add a +20 bonus to the
roll to succeed. You do not gain this bonus at any
other time.

TECHNICAL MIND [TECHNO]
Pretrequisite: Trained
You’ve a mind for technology; add +1 to TL. You
may take this secret more than once but each
additional time requires one mote EPS beyond the
last. Thus, 1t costs 2 EPS the second time, 3 EPS for
the third and so forth.

CoAX GADGET [TECHNO]
Prerequisite: Experienced, Prime [Engineer]
You can squeeze a little more out of a gadget than

most. When making any Reliability (REL) rolls, you
add a +20 bonus to determine success.
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CLEVER DESIGNER [TECHNO]

Pretequisite: Expenenced, Plane of Unbroken
Angles

When creating new designs, you lower the single
highest skill plateau requirement by -1 step to

determine the discovery TD, resource cost, and time.

EXCEED MAXIMUMS [TECHNO]
Pretequisite: Expenienced, Exploit [Mechanic]
All designs have maximums they follow. You can
edge the maximums of designs without adding more
to the inefficiency, nisk, or shortening the lifespan of
such things. You can add a bonus of +2% for every 5
skill ranks to the output of a design.

HYBRID MoD [TECHNO]
Pretequisite: Expenienced, Reverse
{Engineer]

Innovating new modifications to existing designs or
objects is a talent you have honed to high perfection.
When applying modifications to designs, you only add

Engineer

half the normal Modificaion TD to determine
success.

USE A WRENCH [TECHNO)
Pterequisite: Experienced, Efficient Tools
[Manufacture)

When applying a MODS (Modification) design to an
existing object, you lower the Modification TD by -25
to determine success or failure.

INSPIRATIONS MUSE [TECHNO]
Pterequisite: Specialist, Field Observation
[Engineer], Intuitive Leap [Engineer]

You can choose 1 of the following skills: Engineer,

Knowledge, Manufactute, or Mechanic. When

selecing Knowledge, you must specify which

specialty it applies towards. When actively using the
chosen skill, a chance exists you will be struck with
inspiration that leads to some new petspective.

e Make a TD 100 WITS roll versus half the
required TD. If you make this check, you gain
the benefits of a skill cntical, but must first
succeed in your skill check to keep the benefit.

¢ If you roll a skill critical when making the skill
check you gain the benefits of both cdtical
successes!

You can take this secret multiple tmes but each
time 1t applies to a different skill.

SPARK OF GENIUS [TECHNO]

Prerequisite: Spedialist, Mother of Inventon, Raven

Paradox [Engineer]
Sometimes, a flash of innovation leads you to places

undreamed. When making an Engineer, Manufacture,
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or Mechanic skill check, if you roll a crtical skill
check, you can immediately roll again with a +5
bonus to your skill cntical range to see where your
spatk of genius takes you. If you succeed again,
continue rolling, adding another +5 bonus untl you
fail or roll 2 number of cdtical successes equal to your
WITS.

TINKER’S SPIRIT [TECHNO]
Prerequisite: Specialist, Technical Mind, Serendipity
[Engineer]

You've a spint only answered in the workroom, the
lab, and with innovation and invention; add +2 to
your TL. You can only take this secret once.

LADDER OF PROGRESS [TECHNO]
Prerequisite: Expert, Spark of Genius, Tinker's
Spint, Intuitionism [Engineer|
Choose one of Engineer, Manufacture, and Mechanic.
Every TL you have provides a +1 bonus to skill
cntical chances to your selected skill. You can take
this secret multiple times but each time it applies to a
different skill.

PARADIGM SHIFT [TECHNO]

Prerequisite: Genius, Tinkers Spint, Continuum
Laws [Engineer], Quin [Engineer], Semantic Net
[Knowledge]
The knowledge you have attained has forced a shift in
your thinking to the better. Choose one of the
Engineer, Manufacture, and Mechanic skills. Every 2
TL you have provides a +10 skill advancement bonus
to your chosen skill. You can take this secret multiple
times but each time it applies to a different skill.

CREATIVE DESTRUCTION [TECHNO]

Prerequisite: Legendary, Paradigm Shift, Arduinian
Effect [Engineer], Dimensionless Quantities
[Engineer], Supertask [KKnowledge]

The essence of Creative Destruction is transformation
following radical invention. Every skill crtical you
achieve when creating a new design (but not
Modification, rewrite, ot anything not purely a new
design ot schematic creation) raises your TL by +1 as
well. Requires the Supertask [Knowledge] area of
study to be ted to Manufacture, Mechanic, and
Engineer skills.
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THIEF

A place always exists for those with the skill to get
what others don’t want you to get. Some are thugs,
some are furtve figures blurnly seen in the pasting
night, and others are sly tricksters with a knack for
talking you out of your shirt.

Core Skills — Clandestine, Crime, Underworld

Favored Skills — Acrobatics, Athletics, Business,

Combat, Culture, Guard, Intel, Missilery, Perform,

Pilot, Recon, Shield, Social, Style, Urban, Weapon

Skill Advancement Bonus — Choose 1 of the

following combinations to add a skill advancement

bonus to any Cote or Favored skills. You can apply

advancement bonuses to DEF, PD, or MD like you

can any skill.

e +10 bonus to any 3 skills

e +20 bonus to one skill and a2 +10 bonus to
another

e  +30 bonus to one skill

Starting Skill Bonus

e  Split 30 skill ranks among Cote and Favored
skills. .

e Take 22 + REAS in skill ranks you can apply

skills of your choice, or the developmental
aspects of DEF, PD, or MD.

PROFESSION OPTIONS

You can select two of the following to tailor a

profession. You may only take each item once.

e Take A Path - {Requites two Profession
Options} Choose a path and apply its changes.

e Alert To Danger — Add a +30 bonus to PER.
Add a +10 bonus to Clandestine and Recon skill
checks.

e Crowd Fighter — In a crowded area (3 or more
beings directly adjacent to you), you gain a +20
bonus to Dodge and a +40 bonus to DEF.
Cunning Ingenuity — Add a +3 bonus to CF.
Dirty Fighter — Start with the Street Martal Art
at 5 skill ranks, ignoning all prerequisites to learn
1t.

e Fast And Agile — Add a +10 bonus to Dodge
and a +50 bonus to DEF.

e Fast On Your Feet — When you make a Dodge
action, you can dodge anything, even attacks you

e  Fast Starter — Begin with two sectets, but you
must meet the prerequisites for each secret.

e Hard Cynicism — You add a +20 bonus when
making Fear Saves and a +20 bonus to PD.

e Highly Networked - You begin with 2d4+1
Contacts that start with 25+3d10 Trust (roll
randomly; see Social Dimensions section).

e Roll With The Punches — Add a +20 bonus to
Dodge.

e Shadow Stalker — Add a +10 skill advancement
bonus with Clandestine and Recon skills.

e Untouchable In The City — Add a +20 skill
advancement bonus to the Utban skill.

e  Wickedly Dirty And Low Shot — You must
have at least 2 +10 skill advancement bonus in 1
Weapon to take this Profession option. With that
weapon, you add a +5 crtical chance with the
weapon.

PROFESSION SKILL

Your Profession skill is an average of your Core skills.
Proficient:

Attentive Eye, Fade, Pincher’s Hand, Surefooted
Trained:

Chatlatan, Cheap Shot, Sly
Experienced:

Shadow Slip, Sharp-Witted, Undethanded Tactics
Specialist:

Ghost Fade, Vanish
Expert:

Home Advantage, Unseen Threat
Genius:

Chansmatc Touch
Legendary:

Read the Streets

ATTENTIVE EYE [THIEF]
Prerequisite: Proficient
Add +30 to PER and a2 +10 bonus to Recon skill
checks.

FADE [THIEF)

Prerequisite: Proficient

As a quickened action, you can attempt a2 TD 100
Profession skill check. If you succeed, opponents
cannot read your movements as you seem to fade and
slip away from every action or attack they make, and
you gain 2 +20 bonus to Dodge for a minute.

PINCHER’S HAND [THIEF]

Prerequisite: Proficient
Add +2 to CF and add a +10 bonus to Clandestine

cannot normally dodge. As long as you could skill checks.
normally Parry the attack, you can Dodge it.
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SUREFOOTED [THIEF]
Prerequisite: Proficient
You are quick and sure on your feet.
e When you determine Movement, use 20 as a base
instead of 10.
¢ Add your Profession skill ranks as a bonus to
DEF against Knock Down, Charge, or Grapple.

SLY [THIEF]

Pretequisite: Trained

You can add your WITS as a bonus to any single Core
or Favored skill. You can take this secret multiple
times, but can only apply its bonus to a particular skill

once.

CHARLATAN [THIEF]

Pretequisite: Trained

You are a master of the con, and at making others
believe your lies (or the truth). Use your LEAD
instead of CHAR as a bonus to Underworld and
Petform skills.

CHEAP SHOT [THIEF]
Prerequisite: Trained
You can use a quickened action to make an attack on
any single outmaneuvered opponent who is within
your ER.

SHADOW SLIP [THIEF]
Prerequisite: Expenenced, Fade
You are masterful at slipping blows. .Add a +2 bonus
to DEF and a +1 bonus to Dodge for every 5
Profession skill ranks.

SHARP-WITTED [THIEF]
Pretequisite: Expenienced, Unbounded [Achletics]
You can take an extra quickened action every CF
Action Count.

UNDERHANDED TACTICS [THIEF]

Pretequisite: Expenenced, Cheap Shot

When you first engage an opponent you can use a
Cheap Shot on the foe without expending an action.
Regatdless of how many times you engage/re-engage
an opponent in a single melee, you can only use this
tactic once.

GHOST SLIP [THIEF]

Pretequisite: Specialist, Shadow Slip, Tumbling
[Acrobatics|

Constant motion is the key and you use it well to your
advantage. As a quickened action, you give up ALL
combat movement for the CF Action Count to slip,
move, and tumble so that a single opponent literally
loses sight of you, making you effectively physically
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invisible. The foe may know you are there, but cannot

pinpoint your location. You must use a quickened

acton every CF Action Count to maintain the Ghost

Slip.

®  You have Complete Concealment against a single
foe and Partial Concealment against other foes.

¢ An opponent can use their PER or Recon skill to
pinpoint your location (even against Complete
Concealment), and can guess the night location,
but must beat a TD 100 plus your Profession
skill ranks to succeed.

e If they detect you, you lose the +75 Dodge for
Complete Concealment, or the smaller bonus for
Paraal, that CF Acton Count, but the opponent
must do so again every CF Action Count you
maintain Ghost Slip.

VANISH [THIEF]
Pretequisite: Specialist, Sly, Guile [Clandestine]
As a quickened action, you can make a Profession
skill check opposed by a single opponent’s PER. If
you succeed, they are considered outmaneuvered
against you (only) for the CF Action Count.

HOME ADVANTAGE [THIEF]

Prerequisite: Expert, Network [Intel], Circle of
Influence [Underworld], Local Color [Utban]

In any area you have Streetwise (see Urban skill), you
add a +1 bonus for every 5 Profession skill ranks to
your Core skills.

UNSEEN THREAT [THIEF]

Prerequisite: Expert, Shadow Slip, Vanish, Shadow
Slide [Clandestine]
As a quickened action, you can move in such a way to
baffle, mislead, and confuse your opponent to the
point where they have no idea where your attacks are
coming from and lose their ability to Dodge your
attacks. They also suffer a penalty to Parry or Block
your attacks equal to your Profession skill ranks.

CHARISMATIC TOUCH [THIEF]

Pretequisite: Genius, Inwvisibility [Clandestine],
Cnme Network [Crime], Sagacity [Social], Notoriety
[Underworld]

You add your LEAD to all Core and Favored skills as
a bonus. In any area you have Streetwise you add this
bonus to all Trust and Interaction of Contacts and
Connections.

READ THE STREETS [THIEF]
Prerequisite: Legendary, Crime Netwotk [Cnme],
Boundless [Athletics], Shadowy Resource
[Underworld], Urban Legend