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YOUR GUIDES TO THE SYSTEM

': THE GAME This sidebar column is for anf_me Itle as-

 Ysgarthisa gameof the imagination. Itallows you tobecome a character who bl qnRlcaloal Lot
h\;res in another world — a world of fantasy and adventure. Game mechanics provide detars you' find aernats ules fornovice and
a framework for the world and your actions in it, so that your character can interact advarcec players eXampies. AsCr Pyers Al

) i A : 2 . asters and notes on tying the rules to the

believably with his environment. When played at its best Ysgarth should provide tools Siﬂﬁ%nd_ v .g
for play without hindering your imaginative vision of the world and characters. A rule ;. CEIa'Cf’; ?{1 %?esﬁoﬁ?’é’fv”‘s ;g’?ﬁe“{fgrgysg
system should not be static or restrictive, and is made to adapt to your needs. Ysgarth o ERAAEIrE Dlusa i soacial GLeets. They
is an integrated system which provides guidelines for skills, combat, magic, are your guides to Yegarth and it’s
social structure, character psychology, background, religion, moral philoso- BgRImeE Jou WeBod0oed.

hy, education and economics. It is up to you to take this framework and make
it live so that you can be more than a player or gamemaster, creating an
experience where you will be able to become part of another world.

At first Ysgarth may seem more complex than some other roleplaying
systems you may have tried. Don’t be intimidated. There’s lots here, but
everything operates on a few basic principles and we've provided detail as a
resource to make the game more flexible and adaptable to your specific needs
as a gamemaster or player. Because Ysﬁarth empbhasizes roleplaying most of
the work of the player will go into developing his characters, because it takes
some work to define a person who is as real in the game world as the player is
in this one. Ysgarth'’s rules are simple, flexible ang consistent. They open up
possibilities you've probably been looking for fruitlessly in other roleplaying
systems.

1.1: ORGANIZATION OF THE SYSTEM

All of the rule mechanics are included in this book. For practical
purposes we have done our best to divorce pure mechanics from the back-
ground structure of the world of Ysgarth itself, though the integrated nature
of the system means that examples from Ysgarth will be used for the social and
situational elements which provide some of the most important parts of
character development. While some limited world background is also in-
cluded, most of the world background material is presented in the Ysgarth
Worldbook sourcebook.

In addition to the core rules you will find various helpful information
in the sidebar sections which accompany the rules. The sidebars include
advanced rules, novice rules, examples, notes on world background and hints
for players and gamemasters.

The examples are quite detailed and include two complete sample
characters, plus suggestions on how best to develop a character in the context
of the world and warnings of common problems for players and gamemasters.

The rules of Ysgarth are not set in stone. Use or discard the alternate
rules at your discretion. If a rule doesn’t work for you, try the advanced rule.
If your players are bewildered, let them use the novice rules. If none of these
work for you modify the rules to suit your needs. They’re your rules. Players
should remember that the gamemaster determines what aspects of the rules to
use. Gamemasters should remember that the preferences of their players
should form the basis of their decisions on how to use the rules.

1.2: THINGS YOU NEED & NEED TO KNOW

The main thing you need to play Ysgarth is a healthy imagination.
Paper and pencils will help in recording things. Dice are also fairly important.
10 sided dice are essential, and other varieties might also be helpful in some
cases. All of the math involved in creating a character is very basic, but a
calculator could speed things up a bit if you're not mathematically inclined. For
those who prefer to avoid math completely, charts or tables are provided as an
alternative in every case where a calculation might be necessary. Keep in mind
that almost all the math you need to do takes place when a character is created,
and after that point things become much easier.

There are several constant practices which should be pointed out
before you start. On all charts, tables and formulae, if you have a fraction or are
between two numerical steps you should always round up. If a formula gives
a number and a characteristic (for example 2CHA), that means the character-
istic should be multiplied by that number. ‘D’ is used as a standard abbrevia-
tion for ‘die’. So if you see the term 1D10 it means 1 ten-sided die.
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Stanisar of Evaria
Stanisarisanambitious youn

merchant from the Prefecture o
Evaria inthe Saes Empire. Heis the
main character featured in examples
of character creation. skills and com-
bat When you see Stanisar's picture
it will accompany an example which
will help clarify the section of the rules
you're reading.

Leuctar the Pyromancer
Leuctarisa Joumeymaninthe
Pyromancer's guild of Tolemeias He
is the main character in examples of
magical skills and spells When you
see Leuctar's picture it will accom-
pany helpful examples of magic use.

Bavraz the Blind
Bavraz is a hapless bard who
was blinded by the Uvezich Overford
Zaedukrom.” He now wanders
through a dark and unfamiliar world.
much like the novice glayer of Ys-
ganh who may need his guidance
avraz' pictureaccompanies sections
of special novice rules for first ime
players to use if they want to ease
into the system gradually

Krodamin the Devisor
Krodaminisapowerful Uvezich
fromthe Great Abyss. He isthe uncle
of Lord Zaedukrom and the great en-
ineer and mechanic of the Uvezich.
odamin is your guide to the ad-
vanced rules You will see his picture
nexttosuggested alternative systems
for experienced players or for cam-
paigns which are at a higher power
level.

Namuna, Queen of Macharia

Queen Namuna is the wife of
King Bohemon of Macharia. She is
respected throughout Ysgarth for her
magica/skilisand her charitableworks
among the poverty stricken peoples
of Macharia. She is here to serve as
a special guide to players who are
looking for hints and suggesxions on
how best to design and develop their
characters.

Vjortr, Son of Yurmang

Vjortr is a Yoton shaman who
has travelled widely through Ysgarth
seeking to better relations between
his people and the human popula-
tion He is here to provide hints and
suggestions for gamemasters who
may need advice on how best to run
Ysgarth and presentthe rules tothe
players.

Ishkizas the Elder
Ishkizas is the historian of the
Kilzitke community of Trozards which
traces its ancestry back to befoe the
Time of Cataclysms. He is your
uide to notes ontying the rules into
eYsgarthworld background When
you see his picture look for informa-
tion on setting and society which may help in

developing characters.




Character Conception
. Before you do ing else
it's essential to get a clear idea of the
character and what he is like in your
mind. it can be very tempting to let
considerations of race or particular
skills shape the character's personal-
iy, but itis a much better ideato get a
full :mag:em your mind of the charac-
fer and then make your picks of race,
skills and abilities on what you
instinctively fee! is right for that character. There is
mu_ex:bumy in the rules that yo& can tt:':eate
per virtually anything you can p! ether in
ﬁ:mm.wbe%emagr%obemmem%myour

. In these examples our subject will be a
bagmmng Yegarth character named Stanisar of
Evaria. You'll meet him here for the first time and
we'll follow him as he develops in later examples.

Stanisar was born in the town of Kirdaius in
the Prefecture of Evaria within the Saesan Empire.
His family were poor farmers. raising chickens and
goats. selling etggs and some produce from their
garden to get the cash to buy those things they
couldn't produce themselves. Stanisar's mother
died when he was born. She had lost three children
before him and the fourth attempt was just too
much. He was raised by his father and his father's
ha¥-wit brother Uthno.

. Stnisar'schidhoodwas unremarkable. He
recsived little schooling. played with other children
and got into the usual amount of mischief. Then. at
the age of 16, like most Evarians. he was drafted
into the an infantry legion of the Saesan army He
ook to military life and the promise of land and
niches which it offered. In the course of his two year
term and four additional years of reinlistment. he
:rem much time in Arojika fighting against the

lassanda rebellion. While there he established
contacts in the city of Isardis. and made enough
money selling contraband goods from Isardis to

fellow soldiers that he was able to buy himself a
commission. After serving four more years of
reinlistment as a troop commander he left the army
and returned home.

Once established back in his native Evaria
he entered into a career as a merchant. operating
mainly as an agentfor his Isardian friends and their
smuggled goods. He doesn't necessarily have a

reat deal of established status himself. but he is
as an agent and representative by a clien-
tele of foreign merchants who rely on his service.

_ Thisrole requires himtotrave! a great deal.
particulary to Tibrum and Tolemeias. and even to
the more ¢ c lands of the north Stanisar is
nearing middle-age. battie hardened. familiar with
the ways of the world. and eager to increase his
wealth_be itin Tolemeian Marks. Imperial Shillings.
lichanian Dirams or even Aranian Obols

Stanisar now dwells in the Evarian port
town of Amiskios. He is a pleasant looking but
unremarkable young fellow. clean shaven. wearing
his brown hair fairly long in the Evarian style He
has a pronounced scar on his left cheek and a large
scar running aimost the length of his left calf.

) Stanisar has never married. and in fact has
Itie experience of women. except for obligatory
visits to camp followers while in the army. He has
learned the rudiments of reading and of figuring. He
has a great deal of ambition and dreams of becom-
ing wealthy and politically powerful. He hopes to
move to Tibrum in the near future where he will be
able to handle ::ger deals and arrangements for
'I';:g&mng collection of semi-legitimate merchant

) Knowin all this. the nexttask is to allocate
points to characteristics in a way which will support
and quantify what you know about the character.

I CREATING THE CHARACTER

The character is the heart of roleplaying. He is a person who exists in
the game world, as real there as you are in this world. For play to be fulfilling,
a character should have depth of mind and emotion, with a strong, distinctive
personality. A good player can become his character, seeing and feeling what
the character sees and feels and guiding the character’s actions as if he werean
actual living person. How you create your characterand how you develop him
in play can determine whether or not you enjoy playing Ysgarth.

2.1: THE CHARACTER CONCEPT
Numerical attributes are used to represent the concrete abilities that accom-

pany the personality which the player creates for a character. These characteristics are
mere numbers to represent the image of the character the F]ayer creates in his mind.
They should not dictate the character’s personality or be allowed to restrict imagina-
tion. The{ are intended as practical data used to determine the results of character
actions. The player’s conception of the character should always come first. To this end,
Ysgarth is set-up to allow you to fit the numbers to the character which you have already
created in your mind.

When you start out to create a character, the first step is to get a powerful image
of who heis. Tf‘;ink of him as a real person before anything is set on paper. Think about
background, personality, where he comes from, what he has done, what he has suffered
and enjoyed. Catalog his likes, dislikes, quirks, obsessions, fears and beliefs. You
should think about his childhood, his relationships, religion and his place in the world
and society. You should also think of what he looks like, how he walks, talks and acts,
even how others react to him. If any of this is difficult, ask your gamemaster for advice,
background, ideas or examples. Try to make your character a unique individual who
can be a working part of the world he inhabits.” If necessary, you should write all of this
out for your own reference, with a history or description, but it is most important to get
a mental image to guide you through the mechanics of character creation. This system
is designed to let you create the character you want, so you will be able to fit the hard
numbers to the image which you envision.

2.2: PRIMARY CHARACTERISTICS
Twelve characteristics define the basic natural capabilities a character is born

with. For normal characters they are on a scale from 1 to 24 points. Normal human
characters will average around 12 or 13. Characteristics lower than 5 are considered
sub-normal. Characteristics over 20 are considered supernormal. Theyaredividedinto
three groupings of four characteristics each. These are the Social, Mental and Physical
groups. It is not necessary for a character to have high scores in all areas and a variety
of values keeps a character interesting and well-rounded. As described below, some
characteristics are particularly useful for certain functions, but they all have value and
none should be discounted.

Before assigning values to these characteristics players will want to determine
their choice of race. Many non-human races of Ysgarth have special limitations or
greater potential in certain areas and that should be taken into consideration when
determining basic characteristics. We will refer to humans as the standard here, but if
you are interested in other races see section 2.25 for information on starting out non-
human characters. The gamemaster may wish to limit new players to human characters
until they have some experience with the system.

2.21: Social Characteristics

This is a loosely formed group, representing how the character is perceived by
and interacts with his society. Some of the characteristics are subject to change and
adjustment with time and character actions.

Appearance (APP): How the character looks, including both physical attrac-
tiveness and such elements as dress and grooming.

Charisma (CHA): The force of a character’s personality and ability to influence
others, including charm, personal magnetism and &tentia] as a leader. _

Zeal (ZEA): The intensity of a character’s beliefs, his devotion to his god or
moral principles.
i tus (SOC): The standing of a character in his society, nation and
cultural group, including aspects of educational opportunity and other advantages of

breeding.

VYVSGCGART I




2.22: Mental Characteristics

These show mental ability and intellectual power, including facility for
magic and skills.
i (INT): Basic intellect, natural mental aptitude and facility
of reaction to situations and the unexpected.

(JUD): Rational and decision making ability, including the

ideas of wisdom, prudence and perception.

Willpower (WIL): Obstinacy, strength of will, resistance and resolute-
ness, as well as resistance to change and stability of character.

Jalent (TAL): Psychic and magical ability and strength, including luck and
Fotential to manipulate the environment with the power of the mind. It is not unusual

or normal people to have relatively low amounts of TAL.

2.23: Physical Characteristics

These show what the body can do and endure. They are important for combat
and survival under physical duress. They show the limits, durability, speed and power
of the body.

Constitution (CON): Health and endurance, a key factor in determining resis-
tance to damage, fatigue and disease.

(STR): Physical strength, ability to lift, carry, bend, push and exert

manual force. The amount a character can lift without strain is STR squared pounds.

Dexterity (DEX): Manual manipulative ability, covering all areas of fine hand
movement.

Agility (AGI): Speed and gross body movement in running, leaping and
dodging.

2.24: Point Allocation
The player determines the numerical value of these characteristics by allocating
ints. Each player gets a fund of these points to spend as he chooses within certain
imitations. It is standard practice to also allow at least some of these points to be spent
on other aspects of the character, particularly on Experience Skill Points.

The number of starting points which the gamemaster will wish to give each
player at the beginning of a campaign or when a new character is created may vary
depending on the power level of the campaign or the type of campaign you plan to run.
Generally no fewer than 150 points and no more than 180 points should be given out for
starting characters. You may wish to play with characters who have more points, but
it is generally not a good idea for inexperienced players.

The recommended set-up parameters for first characters for inexperienced

layers in a starting campaign is 160 points of which at least 5and no more than 15 may

spent for Experience Skill Points. If you want tostart play ataslightly moreadvanced

level 175 points with at least 15 and up to 30 used as Experience Skill Points works very
well (this is the set-up used in the examples).

When players are assigning points they should be allowed to spend some of
them on Experience Skill Points. Each startup point spent on Experience Skill Points
instead of characteristics should yield 10 Experience Skill Points. When the gamemaster
allows this he should set limits on how many points can be spent for characteristics or
for Experience Skill Points. For example, if you started players with 160 points you
might say that no more than 15 could be spent to buy points of Experience Skill Points,
or if you started them with 180 points you might say that no more than 160 could be
spent on basic characteristics. Players may also wish to reserve some points to spend
to increase or decrease their character's Size.

In addition there are distribution limitations. Characteristics are broken down
into three groups (Social, Mental and Physical). Each character must have a minimum
of 36 points in each group and may have no more than 72 points in each group. Beyond
that there are no restrictions on tKe distribution of points.

2.25: Non-Human Characters
The gamemaster may wish to allow players to create characters from
one of the sentient non-human races of Ysgarth. Background information on
these races can be found in Appendix A. The gamemaster has the option of
requiring players to pay some of their starting points to purchase a race, since
some of the non-human races have clear physical or mental advantages.
With non-human characters the normal 36/72 point characteristic

VYSGCGART I

1 Point Aliocati

In determining primary character-
istics for Stanisar we will start with
175 points because he is a relatively
experiencedstartingcharacter. Since
heis a human we don 't need to worry
about special limits for any of the
basic twelve characteristics. In as-
si nin% points for Stanisar we try to
follow his background. interests and
general description as expressed

earlier.
Inthe areaof Social Characteristics Stanisar
is given:
Agpearance, 12
Charisma: 15
Zeal: 6
Social Status: 11

His Appearance is nat parscularly high. but not low
enough to be unpleasant. perhaps dropped a point
below average to represent his facial scar. His
Charisma is moderately high because he clearly
has some leadership abilw and s probably a good
salesmanand promotor. His Zeal isonly 6 because
there's no indication that he is refigiously inclined
and he certainly doesn't suffer from overwheiming
moral rectitude A Social Status of 11isappropriate
for a freeman of no land or notable family connec-
tionsin the society of the Saesan Empire. Thetotal
for these characteristics is 44. well above the 36
point minimum for the group. but below average.
which makes sense given his humble social back-
ground. He has 137 points left for the other two
groups and any other expenses. ]
In the ‘area of Mental Characteristics
Stanisar has:
Intelligence: 15
Judgement: 18
Will: 14
Talent. 4 i ]
Although Stanisar has littie formal education he is
clearly intelligent and cunning. so a 15 seems
propriate for Intelli?ence. His career as a mer-
chant relies on sound decision making abilities so
aJudgement of 18. highthough itis. might actually
be a bit low. There’s no evidence that he's a
particularly strong willed person. but Stanisar did
serve three terms in the military so a slightly above
average Willof 14 seems aboutright. Asfor Talent
he's notfrom a magical famn(, has notraining inthe
area. so a low-average value of 4 makes sense
(remember than human average is around 5 or 6.
even though their maximum in Taient 1s 24). The
total for these characteristics is 51. about average
or siightly above. This leaves him 80 points for
Physical Characteristics
Stanisar’s Physical Charactenstics are:
Constituton. 20
Strength: 17
Dexteng. 15
Agility:
Stanisar's distinguished military background sug-
gestsabove averaﬁe physical abilities A Constitu-
fion of 20 fits in well with his long term of service In
the deserts of Arojika. A Strength of 17 should
allow him to use most weapons with ease A
Dexterity of 15 should give him good natural apti-
tude. An Agility of only 8 makes sense given his
serious and possibly somewhat debilitating le:
wound. The total for these characteristics s 6
somewhat above average Stanisar is left with 20
points to spend on experience or other enhance-
ments like increased physical size.

Novice Rule: Point Allocation

For novice players point al-
location should be simplified.
Give novices 50 points to allo-
cate to each of the three groups
(Social, Mental and Physical).
You might also want to restrict
them to human characters



Player Note: Point Allocation
Many new players to
have some mms with initial point
allocation. These first characters of-
ten end up discarded after a few ses-
sions when players become more fa-
miliar with character creation.
The mostimportant thing

o remember is that you don't have to
make your character average or in-
q'edibrxmbalaneed for him to be effec-
tive. Infact. yougeta more interesting
character if he has some genuinely

hand low characteristics. Many starting players

alltheir characteristics inthe 910 15 pointrange.

that produces is a bland and colorless character
who's mediocre at everything and has no clear area
ofexcellence.
. _While it sn't desirable to go overboard
inunbalancing a character. you oughtto make sure
2"5;%“’ characters have at least two high charac-
eristics balanced by at least two low characteris-
tics. One or two characteristics in the 201024 range
isa vergegood idea, and you can afford to hav one
or maybe two characteristics in the 4 to 8 range

Player Note: Size
_ Itseasy for players tofall into the trap
of accepting the standard Size assigned by the
fules and going with that. But characters should be
diverse. and the advantages of attering your Size
shouldnt be ignored.
benefit of larger Size for Hit Points
and Damage Class can be very significant. Every
2.5 points of Size adds 1 to the character's DC and
every point of Size adds 1 HP. While this may not
gf:gy beneftt the average character, whowants to
average?

_ . Inaddition. unlike other characteris-
tics. Size cannot be increased later. You've got
what you start with and it's been demonstrated that
stretching on the rack and hanging like a bat while
wearing 'Praw%boots don't increase Size signifi-
cantly. If you think your character is likely to be
involved in combat and you want him to be effective
guecan‘t afford not to spend a few points to raise

. By the same measure you should con-
sider reducing Size. The main benefit of lowering
Size is the increase in Activity Points Every point
off of your Size adds 2 AP, and for some characters
that can make a very big difference  If you startwith
54 AP the 6 AP you could gain from reducing your
Size by 3 can make the difference between one
attackand one defense per round and
two attacks or an increased aftack or
defense.

Advanced Rule: Benefits of Age

You may wish to allow char-
acters some bonus Experience
Skill Points for advanced age.
Generally giving a character 2 x
g\e?le-ZS) inbonus ESPworks fairly

Player Note: Age

Don't hesitate to make
your character older or younger than
you might expect for the typical ‘ad-
venturer' That character image is an
illusion. Anyone canbecomeaheroin
the right circumstances. Hf your char-
acter is a warrior. why not make him
oung and idealists. He would even
a teenager who has run away to
war. He could justas easily be an old
and grizzied veteran. Just because
the character is newly created. that
doesnt mean he cant be well along in years. It
takes years of study to be a mage or to be success-
ful in any craft or business. Older characters with
well established social relationshcifs bring some-
thing different to a campaign. adding links to the
game world and more depth of interest and ability.
i you want to play an older or younger
character your gamemaster ought to use the ad-
vanced rules on aging. The benefits balance the

liabilities quite effectively for older characters.

<o

point distribution limitations are adjusted. Instead add up the three highest
individual characteristic maximums for that race in each of the three groups of
characteristics (use 24 for those which don’t have special limits). That valueis
their maximum distribution for that group. To find the minimum for a group
add up the three lowest individual characteristic maximums and divide that
value by 2. For example, a race with maximum STR of 36 and maximum CON
of 20, but with normal limits on the other physical characteristics would have
a total maximum of 84 in the physical group and a minimum of 34.

2.3: SECONDARY SOCIAL CHARACTERISTICS

These values are determined from the primary characteristics and to some
degree through player assignment. They are used in various specialized situations
during play. They are explained here with the formulae or tables which are needed to

find their value. Remember to round up when figuring things out.

2.31: Size
This represents the physical size of the character. Human characters startat 13

for men and 12 for women. Size can be raised or lowered by spending starting points
at a cost which increases or decreases with the amount spent. The first point added or
subtracted costs 1 starting points, the second costs 2 starting points, the third costs 3
starting points, the fourth costs 4 starting points and so on. Size can never be reduced
by more than a quarter (rounded up) or increased by more than a half of the normal
average, rounding down in both cases. Thus, a standard man could never have a Size
of less than 9 or more than 19, and to raise his Size all the way to 19 would cost 21 starting
ints. Non-human races and some special human sub-groups start with a different
ase size, but are under the same limits if they want to change that value. The base Size
values for all human and non-human races can be found in Appendix A with the racial
descriptions.

A character’s height can be determined from Size. Average human males are
about 68 in. Females average about 65in. Heightisin inches. Height is ((Sizex 3) + SOC
+ CON inches. Weight can also be found from Size. Average human males will weigh
about 150 pounds, average females will weigh about 138 pounds. Weight is ((Size x
(Strength + 10) +/- 1D20.

2.32: Age
gThe player should have the option to choose his age, but there are advantages
and disadvantages to any age. Generally characters should start at no younger than 15
and no older than 45, except in special cases with gamemaster approval. Age increases
some characteristics while decreasing others. All Physical Characteristics and APP
decrease by 1 point per 10 years of age over 20 (i.e. at 30, 40, 50, etc.). SOC, WIL
and JUD increase by 1 point at the same rate. When CON declines to half of its
original level a character must make a CON x 10% roll every year to determine
his health as a result of old age. If he fails the roll he loses 10 HP off his total,
based on his CON at the time. When his HP go below 0 he dies.

2.4: SECONDARY PHYSICAL CHARACTERISTICS

These are also determined from primary characteristics, but solely by
calculation. They come into play mostly in combat and movement type
activity.

2.41: Damage Class (DC)
A figure used to modify damage which a character can do with his

hands or with weapons. It is (2Size + 35TR))/5 which can also be determined
from the table below.
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When using a weapon, the actual Maximum Damage done is determined from
the combination of DC and the weapon’s MD, with the formula (MD x DC) /10, or using
the table provided below. Levels of any skill which increases DC with a given weapon
or attack add directly to DC when figuring damage with that weapon.

2.42: Activity Points (AP)

[y

BOBNS©

NN

These indicate the number of actions
which a character can take in a round. All
actions have a cost in AP, and this cost is

subtracted from the character’s AP total
566778 when he carries out that action. AP regen-
6 7.8898 erate fully at the end of each six second
7.8 9 101011 .1 Combat Round (CR), but do not carry
'8 .9.10 11 12 12 | over from one round to the next, except
9 10.11.12 13 14 | ynderspecial circumstances. APareequal
10 111243 14 15 | 0 (INT + JUD + 2DEX + 2AGI - 251Z).
01113 14 15 16 17 4 In some circumstances you may wish
13 12 14 15 16 17.18 | {0 differentiate between AP of physical
213 15 1617 192 [ and mental origin. Mental AP can be
31416 171920 21 | removed from the total if needed and are
415171820 21 B | equal to INT + JUD. This may be impor-
516182021 22 24 | tant in situations where a character is
6171921 22 24 26 | jmmobilized and can only use his mind.
71820 224 26 27 | Mental AP may not be used for primarily
819.21 222527 2 | physical actions.
8202224262830 In addition, each character may gain
92124 26 28 30 3 | skill Activity Points, based on the
225272931 B | skills which the character has.
232628 30 33 35| Each level of a Combat Reflexes
2421 29 32 34 36 | skill gives 1 Skill AP when that
25 28 3033 35 3 | weapon or skill is being used.

For the most part worry primarily about the combined AP total and not

about the sub-totals.

Magical casting skills add Skill
AP at a variable rate depending
on the skill in question.

farmlad with military experience some
ofthose ought to go into size.. Spend-
ing 6 to raise his Size from the stan-
dard 13to 16 seems reasonable. He's
left with 14 points to spend on Experi-

ence.

Height & Weight: A Size of 16
CON of 20 and of 11 give him a
heightof 74 inches. His weight would
be about 197.

Age. Given his experience and
background it makes sense to set Stanisar's age at
around 30. Let's say 29 since he started his career
at a fairly early age

mage Class ASizeof 16andaStrength
of 17 give Stanisar a Damage Class of 17. which
means he would do 1.7 times the normal damage
with mostweapons. for example with a Broadsword
which has a standard damage of 9 he would have
a Maximum Damage of 16.

Activity Points  Stanisar's INT+JUD is 33
His DEX+AGl! is 23. which is doubled to 46 for AP
purposes. Fromthe total of these $79 is subtracted
2times his Size. which is atotal of 32. This leaves
him with the slightly below average AP total of 47
This is the price he pays for those old war wounds
and he will have to Isarn the skill Combat Reflexes
to compensate if he wants to become more impres-
sive in combat  To some degree his slowness is
balanced out by his formidable damage. but dam-
age isn't worth much if your oponent consistently
outmaneuvers you

Fatigue Points : In this area Stanisar does
well because of his Constitutionof 20 Evenwithan
average Will of only 14 he ends up with 74 FP

Hit Points .~ Again. Stanisar's Constitution
helps him out a lot here. and it seems very much as
if he is progressing towards becoming a traditional
"brick stylewarior He ends up with 41starting HP
and will probably want to add to that with levels of
the skill Damage Resistence ‘

Movement: Because of his low Agility
Stanisar isntasfastas he might be givenhis height
His Movement is only 33

Social Skill Points Stanisar spent a total
of 44 characteristic points in the Social groupso he
ends upwith astarting value of 4 Socia’SP butthat
value will increase with experience.

Mental Skill Points - Stanisar spent a total
of 51 gomts onMental characteristics he starts with
51 MSP a value he can increase with experience

Physical Skill Points" This is Stanisar's
strongest area. where he originally spent 60 points
so that he ends up with that as his base. plus
whatever he gains from experience

ManaPoints : Should Stanisareverwantto
do magic he s not going to be much good at it He
has only 40 Mana Points and woulc regenerate
them at a rate of 2 per day He wouldn't be much
better as a priest with 18 Mana Points based off of
Zealanda regﬁneraton rate of 2 per hour of prayer

Will Points: With his average Will this is
another areawhere Stanisar isadequate. butnotan
area he's likely to expand on uniess he's paranoid
about having his mind manipulated magically He
has 70 WP

Novice Rule: Activity Points

The AP system may be too complex for
novice players. As an alternative you can
assign all characters 60 AP and
standardize the costs of weapon
skills to 20 AP. You can then
also restrict flexible AP spend-
ing so that this limits all charac-
ters to 1 defense and 2 attacks
per combat round. If that is too
restrictive, keep fiexible AP
spending, or gradually ease
players into using it.
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S
ng Fatigue
%Vhengchamcters tire
out can be very important, but it is
tedious to kerxtrack of every
Fatigue Point. Except in very in-
tense situations just assume that
characters gettired fromtheir days
activities. estimate
whether the day has been extra strenuous
and would make the characters more tired
than usual. But remember that exhaustion
can be a very important limiting factor on
intense physical activity like combat or magic.
Intho situations make sure plamss keep track
gbnm" FP and suffer the penalties of exhaus-

¥,

Gamemaster Note:
Managing Movement & Encumbrance
) y game systems become de-
ngly bogged down in how fast and how
characters can move, what they can carry
and how the welght they are carrying effects
them. While we've provided rules for these
things, don't let them become an important
of your campaign. If a character goes
completely beyond reason in what he's carry-
ing or how he's moving around, then you
probably want to do something about it, but in
most cases such things as movement and
encumberance should take a very secondary
role. Concentrate on roleplaying whenever
you can, not on technical minutiae.

Aliocating Initial Experience

HCAGT: Y 2.43: Fatigue Points (FP)
» ~

<« - These represent the rate at which a character tires. A character expends
IS FP for actions and they can be regenerated partially by rest or fully by sleep.
Rest is time in which a character spends no more than 1/10th of his AP per CR.
Rest restores FP at a rate of 1/10 of the total FP per ten minutes, up to a total of
half his FP per day maximum. Sleep regenerates FP ata rate of 1/100f total FP
per half hour up to full FE When FP run out the character tends to drop from
exhaustion. Yes, rest does restore FP faster than sleep, but it has an absolute limit far
below the FP capacity of the character. A character’s total FP may be increased by
learning the Endurance skill. Starting FP are equal to 3CON + WIL.

2.44: Hit Points (HP)
These indicate the maximum amount of damage which a character can take. A
character has a general fund of HP for his body. In addition, these are broken down by
rcentage in each area for use with specific located blows. See the section on combat
or details of HP division and damage. A character may increase his HP by the use of
the Durability skill. Base HP are equal to Size + CON + 5.

2.45: Movement .
The rate at which a character moves. Base Movement indicates walking speed

in feet per CR. Base Movement is (Size x 2) + AGI. In general, it costs 20 AP to achieve
1 times Movement, which is normal walking speed. Thatspeed can be increased for 20
AP per 50%. Up to two 50% increments can be added to movement, which would be
full running movement at double the base movement rate. A character may increase
his Movement with the skill Running.

2.5: SECONDARY MENTAL CHARACTERISTICS
These special determined stats are mostly useful in skill development and the

use of magic.

2.51: Skill Points (Social SP/Mental SP/Physical SP)

Skill Points represent the learning capacity of a character. They are used tobuy
levels of skills which represent ability with those skills. They are broken down into
three types based on how they can be aﬁplied. These are Social Skill Points, Mental Skill
Points and Physical Skill Points. Each type can be applied to different sets of skills,
though there is some overlap.

Starting SP values are based on characteristics. Starting Mental SP are equal to
all four mental characteristics (INT, JUD, WIL, TAL) added together. Starting Physical
SP are equal to all four physical characteristics (CON, STR, DEX, AGI) added together.
Starting Social SP are equal to all four social characteristics (APE; CHA, ZEA, SOCQ)
added together.

In addition to these starting points which a character gets just for existing he
also gains SP in each group as he gains experience. Experience Skill Points are divided
between the types of SP when they are received and function just like additional skill
points.
The one restriction on allocating Experience SP is that they must be spent in

relatively even proportions. A player may not spend more Experience SP on
any one type than double the number spent on the type on which you have

) Agadyou may remember.
Stanisar had 14 poirts left over after
doing all of his spending for character-
istics andforincreasinghis Size Those
points convert to Experience at a 1 for
10 ratio. so he has 140 Experience
Points to allocate to increasing his Skill
Points.

~ Since he seems to be rather
physically oniented and despite good
mental characteristics not particularly
suited to magic. Physical SP would seem like the
logical area {0 emphasize with Social SP second.
Since he is a fair& balanced character and has
interests outside of just fighting and killin%epeoplea
wide spread of points probably wouldn't be appro-

priate.

A gpood allocation seems to be 66 points to
Physical SP_ 40 points to Social SP and 34 points
toMental SP. This makes his actual Physical SP 60
+ 66 0r 126. His Social SP are 44 + 4) or 84. His
total Mental SP are 51 + 34 or 85.

spent the least Experience S, except in the case of a starting character with
fewer than 3 total Experience SR Sgending when Experience Skill Points are
gained need not be balanced, but the end result of total Experience SP spent

must remain in balance.
For an example of how this works, a character might have starting

values of 40 in Social SP, 44 in Mental SP and 52 in Physical SR If he had 60

Experience SP he might spend it 27 on Physical SE, 14 on Social SP and 19 on

Mental SP This would provide totals of 107 Physical SE, 63 Mental ST, and

54 Social SP Be forewarned that gamemasters may choose to pre-assign some SP to

;pecific s}dlls or SP groups when they give them outbased on the actions of the character
uring play.

8 pWhen SParespent, there are restrictions on whichskills each type of points may
be spent on. Basically these follow logical lines, with Physical SP restricted to combat
and movement skills, Mental SP limited to intellectual skills and spells and Social SP
primarily for craft and background skills. There is some overlap and certain skill areas




where more than one type of point may be spent. When this is done, some effort
should be made to keep track of where the points that were spent came from.
Each group of skills has listed in parenthesis next to its heading the types of SP
which may be spent on skills in that group.

2.52: Mana Points (MP)

These represent the magical potential of the character. They are used
as a source of power when casting spells. While their use will not become
immediately clear, they are extremely important in working magic, as detailed
in section 9. Magic using characters are differentiated based on the source of
their magic. Traditional mages get their magic from their own innate ability based on
their Talent, while priests who use spells get their power and MP from their god based
on their Zeal. Although there are many different types of magic within each of the two
classifications the two larger groups are identifiable by which source they use for MP
For all functional purﬁgses Mana Points function exactly the same way regardless of
their source, though that source may be identifiable by someone highly skilled with
forensic magic.

[For mages MP are equal to TAL x 10. Mana Points for mages are regenerated
on a daily basis at a rate of TAL per day. With the skill Mana Gathering this can be
incre to TAL + SL per d;gr.

For priests MP come directly from their god and are limited to ZEA x 3. MP are
regenerated by priests at a rate of ZEA /3 per hour spent in prayer. The skill Prayer can
increase that rate of regeneration to (ZEA + SL)/3. )

2.53: Will Points (WP)

The role of Will Points is somewhere between that of MP and HE As with MP
there is a base WP value, almost like mental Hit Points. WP are used in will combat
which is engaged in with summoned spirits and entities. They can be increased by the
skill Will Enhancement, which adds directly to WIL for this purpose, though it does not
add in to WIL when figuring the rate of regeneration WP are WIL x 5, or with Wil
Enhancement they are (WIL + SL) x 5. WP regenerate at a rate of WIL per day and this
rate does not change with additional SL. In will battle the maximum damage in WP
which a person can inflict is equal to WIL + SL of Will Enhancement.

Advanced Rule: Race Design
New races and skill
benefits can be designed fairly
simply with a system of Quality
Points for designing skill benefits
and other racial characteristics
and by balancing off advantages
against disadvantages. )
Forthe purposes of this
sxstem there are five groups of
skills in which a race can have
benefits. These are Combat
Skills, Magic Skills, Thieving & Movement
Skills, Craft Skills and Magical Spells. Com-
bat Skills include all Skills numbered in the
3000s. Magic Skills include all those num-
bered in the 2000s. ThievinF Skills include
movement and survival skills found in the
1000s, open to a certain degree of interpreta-
tion. Craft Skills are all other skills in the
1000s and 4000s. Magical Spells are, of
course, spells of all sorts found in SpellCraft.

Each Skill Benefit costs a certain
set number of QP, depending on which group
itfalls in. Each race must have at least 4 pairs
of Skill Benefits and may have no more than
6 pairs of Skill Benefits. Pairs must be within
1 QP in cost of each other. Multiple SBs with
the same skill can go up to -3, but that would
cost three times the base QP cost, and SBs
may not reduce skill costs below half or two
whichever is greater. If a SB is given for a
range of skills instead of a single skill the QP
cost is increased by 50%, rounded up. The
QP costs by group are: Combat-3, Thieving-
2, Spells-4, Craft-1, Magic-3.

Size Class can also be adjusted.
Each increase or decrease of 1 on the base
SC from a norm 13 costs 4 QP Humans are
limited to plus or minus 2, but there is no limit
for non-human races.

Characteristic limits can also be
adjusted. For non-humans increases are
limited to no more than 15 total points of
increased limits in any one %rouping *these
groupings are different from the normal char-
acteristic groupings) and no more than 30
overall. For humans the limits are 5 in any

roup and 10 overall. The three Broups are:

-STR, CON, JUD, INT, 2-WIL, DEX,. AGI,
SOC; 3-CHA, APP TAL, ZEA. In addition, all
increases must be balanced by lowered maxi-
mums in that same group. Thus, if the STR
limit was raised from the norm of 24 to 36 a
parallel reduction would be needed in JUD,
CON or INT.

Most of the traditional Ysgarth
races conform reasonably closely to this sgs-
tem, though not all are exact fits, and whether
you use the system exactly is up to you. After
all, nature and society are not always as
balanced as these rufes are. One of the
nicest applications of this system is in creat-
ing sub-races and cultures within standard
groups, more-primitive tribal groups, back-
water societies and the like.

Human society is varied, far more
than the races we are able to list in the
appendices. If you wantto expand on them or
grelate your own world these rules should

elp.



Skill Bonefits
As already mentioned. Stanisar is Evarian.
The Evaj;lan Skil ne';isd are:
-1 Farming or Herdin,
-1 Vintining or Cookirgg
~1 Brewing or Merchant
«1 Short Bow or Running
<1 Fishing or Short Sword
Outofeach lgmr skills he gets to pick
one. From this group of racial benefits

M: SKILLS & TRAINING

Skillsare the core of Ysgarth. They represent what the character knowsand can
do. They allow each character tobe different by having unique knowledge and abilities.

3.1: THE LEARNING PROCESS

Each character starts with a set number of Skill Points (SP) from several sources.
These are used to buy Skill Levels (SL) with different skills. Each skill has a
cost. Every time a player spends that cost his character gains one Skill Level

he chooses Farming. Cooking. Mer-
chant, Short Bowand Short Sword, all
at-1offthe cost.
. From his background Stanisar
is clearly a soldier geprdessional
background, though later in his career
the merchant benefits might be more
gopnate, The professional ben-
for soldiers are:
} on 11 Attack s?;’ill s
~1on 1 Parry Skill or Dodgin,
~1on 1 Attack or Disarmi| %kill
-1 on Endurance, Durabilify. Combat
Reflexes or Damage Strike
-t on a Medical, Survival or Military Skil
ain. Stanisar has to pick one from each
set. So he picks an Short Sword Attack. Short
Sword Parrg._ Short Sword Disarm. Combat Re-
flexes and Bind Wounds. all at -1. except Short
Sword Attack which is now cumulatively -2.
Finally. Stanisar gets to choose five ben-
efits entirely at his own discretion. Since he didn't
takethe merchant package of professional benefits
he will make up for weaknesses in those areas with
his free allocation of points. For Stanisar a good
way to divide up these benefits would be:
-10n Merchant

<1on Short Sword Parry
-1 on Damage Strike
+1on Durabiity
-1 on Conning.
With all of this taken to?ether Stanisar has
the foliowing skill benefits. totalling 15 points:
Short Sword Atta (-2?
Short Sword Parry (-2)
Merchant (-2)
Short Sword Disarm (-1)
Short Bow (-1)
Conning (-1
Cooking (-1
Farming (-1
Damage Strike (-1
Combat Reflexes (-1)
Durabilty (1)
Bind Wounds 3-1)
He may not choose to actually learn levels in all of
these skills. but the benefits he has collected give
him a head startwith some of the skills which will be
most important to him.

Payer Note: Skill Benefits

Skill Benefits can be
enormously important toi your char-
acter. The reduction in skill cost
which they provide can turn what
might otherwise be a mediocre skill
intoan exoeat)onal skill. It's gener-
ally good to think out your character
ahead of time so that between Ra-
cialand Professional SBs he has at
least a couple of skills with a total
SBof 2 or 3. Having a few skills
down to minimum cost (half rounded
up) can be v:? helpful. Unless
you're motivated by other considerations you
also generally get more bang for your buck
applying SBsto less expensive skills, but that
means you may never bome any good at all
with some of the really expensive skills which
need SBs just to become affordable.
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with thatskill. The more SLs a character has with a skill the better he isat usin
it. There is no top limit to the number of skill levels which may be purchased,
and as the character gains SP in the course of the game he may add more SLs.
Skills, levels and amounts spent should be kept track of. No more than the
character’s total SP from all sources at a given time may be spent, divided
among all of the skills the character has learned. As the game goes on a
character will gain Experience Skill Points which function just like starting SP
for advancing skills and learning new skills.

Allstarting SP should be spent during set-up. Social SE, Mental SPand Physical
SP gained later should be spent when they are acquired, but in game terms learning
takes time,. For each SP spent a character is expected to have spent 6 hours in training,
practice and instruction. Skills can also be forgotten and relearned. Each SP freed tobe
respent takes 3 x Cost days. This time covers only the unlearning of that many SP
invested in that skill. If those freed SP are tobe spent, the learning time for the new skill
must be spent as well.

In general a character should have someone to teach him a skill he chooses to
learn. How this is arranged or paid for is up to the gamemaster. Apprenticeship,
schooling, family training and other methods are possible, involving payment, social
obligations or other arrangements. A character can also teach himself a skill, but this
is not easy. Learning a skill without coaching should take a greater length of time
because the characteris acting as his own teacher with the limitations of what he already
knows as his only resource. Learning time should also be adjusted for the skill of the
teacher. A basic structure for learning is given in the description of the Teaching skill.

SL of a skill are used in a number of different ways, in combination with
appropriate characteristics to carry out various actions. In all cases higher SLs are
better, but with many skills there comes a point where furtherimprovement makes little
difference. 5 SL shows serious interest in a skill, 10 SL is respectable, and 20 or more
shows some expertise. Keep in mind that some skills are harder to learn and use than
others and 20 SL of one skill may not be nearly as effective or impressive as 20 SL of a
more difficult skill.

3.2: SKILL BENEFITS
While the cost to buy a level of a skill is pre-defined, that cost may change for

certain characters depending on social and cultural origins, background, interests and
training. These cost reductionsare called Skill Benefits (SB). They area total of 15 points
of discounts which lower the costs of certain skills for every SL bought.

3.21 Racial Skill Benefits

The 15 Skill Benefit points break down into three groups. The first are Cultural
or Racial Skill Benefits. These make up 5 points of benefits, based on the race,
culture and society from which the character comes. If you aren’t using the
Ysgarth world background these races should be designed by the gamemas-
ter when creating his world. Guidelines for race design can be found in the
world design sourcebook WorldCraft. A complete listing of common Ysgarth
races with skill benefits and descriptions is available in Appendix A. Insome
cases (as in the example) the character may have a choice of several Skill
Benefits or groups of Skill Benefits within set limits.

3.22: Professional Skill Benefits

The second group of Skill Benefits are the Professional Skill Benefits.
These 5 points of Skill Benefits are assiirl\ed by the gamemaster and the player working
toiether. They are applied to specific skills which represent the character’s profession.
What those skills should be can be determined by the gamemaster, negotiated between
gamemaster and player, or assigned based on certain standard rrofessions. See
Appendix B for a listing of standard professions and suggested Skill Benefit distribu-
tions for characters following those professions.
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3.23: Discretionary Skill Benefits

The final 5 points of Skill Benefits are free to be assigned by the player to any
skills he wishes to specialize in. Their assignment is completely within his control and
they may be used in any combination from5at-1to1at-3and 1 at-2 Theonly additional
limit is that nosingle Skill Benefit can be worth more than 3 off the cost of a skill.

3.24: Applying Skill Benefits

Some simple rules cover the use of Skill Benefits. Skill Benefits from
the three separate sets:can apply to the same skills, but need not do so. Skill
Benefits or combined Skill Benefits cannot reduce the cost of a skill below half
(rounded up) the original Cost or below a Cost of 2. Generally, no single Skill
Benefit or combination of Skill Benefits should total more than 3. Characters
should have a variety of Skill Benefits, as well as concentrations to encourage
competency in some area. Note that each skill in combat has three sub-skills.
A Skill Benefit on a combat skill only applies to one of those, usually left up to
the player’s choice.

3.25: Native Language Benefit

One special rule to note is that each character also gets 5 completely free SL of
his native language, and these 5 SL do contribute to related languages, as explained
below. He may learn additional SL at the standard cost.

3.3: SKILL CONTRIBUTION

Skills don't exist in isolation. They are grouped together by similarities and
shared characteristics, and knowledge of one skill may give some ability with another.

All skills have been given a four digit identifying number. This number helps
to group those skills. The first digit indicates the broadest grouping of skills. A 1
indicates the general skill list, a 2 identifies magical and religious skills, a 3 marks
combat oriented skills and a 4 marks language ski%]s. The second number indicates the
major subdivisions within the broad grouping. This is most significant in the general
skill group (1000-1999). The nine subdivisions there are: Social Skills (1100-1199),
Intellectual Skills (1200-1299), Technical Skills (1300-1399), Deceit Skills (1400-1499),
Manual (1500-1549), Movement Skills (1550-1569), Athletic Skills (1570-1599), Craft
Skills (1600-1799), Rustic Skills (1800-1899), Marine Skills (1900-1999). Within each of
these broad groups the third digit indicates further division into specific Skill
Groups. Allskills which share the same first three numbersare in the same Skill
Group. For example, the Rustic Skills are divided into four groups, Animal
Tending Skills (1811-1812), A%ﬁcultura] Skills (1821-1822), Wilderness Skills
(1831-1837) and Hunting Skills (1841-1843). The last number identifies the
specific skill within the Skill Group.

Skill contribution represents the relationship between similar skills.
All skills in the same Skill Group (same first three numbers) contribute to each
other. In addition, there is Cross-Contribution with certain skills which also
contribute tospecific other skills far outside their group, and Sub-Contribution
for Combat Sub-Skills. These contributions are shown on the list by the number
of the skill contributed to in parenthesis at the end of the skill description.
Contribution works by providing free SP called Contributive Points (CP)
which may be spent on specific skills. Contributive Points work exactly like SP
However, it is generally not necessary to keep track of all Contributive Points
as it would involve a lot of bookkeeping. It is usually best to check on CP only
when it becomes necessary to use a skill with which you may have them.
Contributive Points are generated at a rate of one for each SL of a contributing
skill which is bought with real SP. Each SL of a skill provides one Contributive
Points to spend on each skill to which it contributes. For example, 20 SL of
Hunting (1841) would provide 20 Contributive Points for both Tracking (1842/
Cost 5)and Trapping (1843/Cost 4). This would convert into 4 Contributive Levels (CL)
of the first and 5 CL of the second, buying them at the costs listed. Thus, lots of skill in
one area may yield a little ability in another. This full contribution only applies with
skills which the character has spent real SP on. You get full contribution to purchase a
number of SL of a skill up to the number of SL purchased with real SE If you have no
SL of askill, but have Contributive Points toapply toit they maybe applied at half value.
If you have some SL, but enough Contributive Points to purchase more CL than the
:lqu;vlalent of those SL, any CL over the equivalent number of SL are effectively at

ouble cost.

Advanced Rule: Hierarchical Skills

Instead of using the contribution sys-

tem you can use a system of hierarchical
skills where, instead oflearning skills and

having them contribute to_other
related skills, you spend SP on
skill groups (Called Over Skills)
and on concentrations within
those grou‘gs, Each Over Skill
costs 2 SP and cannot be re-
duced by Skill Benefits. Over
Skills contribute toall skills inthat
%rsup, So if you had 10 SL of the
er Skill Artistic it would con-
tribute 10 SP to each of the skills
in that group. Skill Benefits can
still be used on the regular skills
in the group and the player can
spend SP directly on skills in addition to the
contributive points from Over Skills. CP from
an Over Skill are not restricted by the re-
quirement that you spend real SP before you
get to use the CP on a skill. For example, a
character might spend 60 SP on the Over
Skill Musical. This would give him 30 CP to
String Instrument (6 CL), Wind Instrument (6
CL), Rhythm Instrument (7 CL) and Voice (6
CL). If he wanted to specialize in Voice he
might spend an additional 60 SP on Voice to
gain 12 more SL. This totals to about 37 SL
and CL. If he had spent those same 120
ﬁoints evenly between the skills he would
ave had 9 or so combined CL and SL of
each , totalling about 37 SL/CL. The resultin
this case is identical with either system and
it will almost always be similar. This hierar-
chical systemis justa different way of achiev-
ing the same result , but it may be more
easily understood by some players as all you
really need to keep track of most of the time
are a more limited number of Over Skills.

Novice Rule: Contribution

For novice players it
is suggested that you do not use
Skill Contribution at all. This is
one of the easiest rules to play
without and also one of the most
diﬂri]cult for many players to deal
with.

Player Note: Contribution
While contribution can hel

xour character become more ef-
ective and diverse, it's important
not to get caught up too much in
figuring out every little combina-
tion and sequence of contribu-
tion. Don'tletthe relatively limited
benefits of this system distract
you from creating your character
the way you wantto, ratherthanin
service to the cntribution system.
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Leaming Sidlls

iven what we have already
covered. Stanisar is ready to leam his
skills. Clearly this will be guided to
some degree by his skill benefits. but
also by what he will need accordin%m
his background and in pursuit of his
interests.

. Soclal Skills: Stanisarhas 84
Social Skill Points. The social skills he has skill
benefits on are Merchant, Conning, Cooking. Bind
Woundsand Farming. Because of skill contribution
he also has benefits with related skills so he might
want to .eventuazvadd Herbal Haaling. Bribery.
Accounting, and Evaluate ltem.

4
§ 3 B &

As you can see from this list. contribution and skill
benefits can make a significant difference. Skill
Benefits saved Stanisar 44 SP and contribution
brought in the equivalent of 26 more SP worth of
skill. Togive an idea of how contribution works. look
atthe refationship between Merchant and Conning.
Merchant contributes to Conning. givir:g 17 points
to spend on CL. Comh%also contributes to Mer-
chant, providing 5 points to spend on CL with
Merchant as well Ifother related skills were added
there would be even more benefit.

Mental Skills Stanisar has 85 Mental SP.

Me doesn't have much need for magical skills or
highly technical scientific or academic skills. so he
'ke'Y to spend these points on the more cerebral
mental toughening and focusing aspects of combat
which are accessible with Mental SPHe has Skill
Benefits on Damage Strike. Combat Reflexes and
Qurability, which is probably where he will spend
the majority of his points. Remember that his AP
are dismayingly low. so Combat Reflexes is a
priority for Stanisar Acouple of his Social Skills can
also be improved with Mental SP.so he might throw
any leftover points into a mental skill like Conning

St GfpSBC‘!;LCI. FAC APT SR

DanageStike R2 1 7 0§ § a0c
CombatReflex R4 1 5 10 2 § S 1A
Durabilty M1 4 5 3 § § &P

As indicated under the SR column. these three
skills have a significant effect in altering Stanisar's
seqondag characteristics. The 2 SL of Damage
Strike add 2 to his Damage Class toraise it o 19.
The 13 SL of Combat Reflexes raise his AP to a
more respectable totalof 60 The 15 SL of Durabil-
increase his Hit Points by 45% from 36 to 53
ith this arrangement he actually has 1 Mental SP
left over, but there's really not much to do with it.

Physical Skills: Stanisar has 126 Phgsical
SP. The Physical skills he has benefits on are Short
Sword Attack. Short Sword Parry. Short Sword
Disarm. Short Bow. Damage Strike. Combat Re-
flexes and Durability. He has substantial SB on
severa ofthese. Inorderto save pointshe may also
want to not spend Physical SP on Damage Strike
Durability and Combat Refiexes because they are
also learnable with Mental SP. He might also want
tolearn other Physical SPskills. particularly Riding.

s Gp SB Cat SL CL FAC APT SR
SotSwodAt P2 2 3 % 6 S 8 &
SoaSwodPaP2 2 & 9 M S 8 3

The result of these skill purchases is that Stanisar
#8 very good with his Short Sword. but couldnt really
afford to buy a missile skill -- something to improve
on later. You may notice that the contribution
between the various sub-skills with Short Sword is
at double value, as noted in section 3.4.
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Contribution becomes a bit more complex with weapon skills because
of the Sub-Skills which exist within each skill. In such cases contribution is at
double value within the sub-skills of a weapon, and at normal value between
identical sub-skills with related weapons. For example, with the Broadsword
skill, 10 levels of Broadsword Attack would give 20 Contributive Points to
Defense and Disarm, and 10 Contributive Points to Attack with all other
swords. As with normal contribution the matching level restriction applies
here, but in keeping with the doubling of value with sub-skills, it is possible to
buy up to twice as many CL of a sub-skill as you have actual SL.

3.5: USING SKILLS

Each voluntary action is accomplished by the application of appropriate
characteristics and ski]f;. How easily the aim is achieved depends on the level of skill
which the character has, how good the appropriate characteristic is, how easy the skill

is to use, and any opposing or inhibiting factors.

3.51: Skill Rating (SR)
Success is determined based on Skill Rating which represents overall effective-

ness with a skill. Each skill has a Facility (FAC) and an appropriate Aptitude (APT)
indicated in its description. These are used to determine Skill Rating. FAC indicates the
relative ease of performing a given skill. APT is a characteristic or combination of
characteristics which represents the character’s innate ability with that skill. 1f APT is
determined from more than one characteristic and they are averaged, always round up.
In some cases there may be a short specialized formula listed.

Skill Rating with any skills is equal to APT + (SL x FAC). In this formula SL
included Contributive Levels. Itisstrongly recommended that experienced players use
the Advanced Rules on Skill Ratings and Adjusted Facility.

3.52: Success with Skills
When using a skill you roll 1D100 and add your SR to that roll. If it is a

competitive or comparative skill you subtract the SR of your opponent from that roll.
If there are other factors working against you, such as difficult conditions, the game-

master assigns a difficulty value to be subtracted from the total.
This adjusted value is compared on a Skill Use Table. There are several

variations of this basic table one for general skills, one for craft skills, one for combat,
one for resistance rolls and one for magical skills. They all follow the same basic

structure. The table for general skills is provided below:
A Critical Failure (or ‘fumble’) indicates that

e the skill not only did not work, but that the

Skill Use Table =~ = = results were worse than failure, such as de-

Adjusted D100 - Result stroyed material, a great deal of noise made,

151+ Critical Success injury to the character or whateveris appro-

+100-150 Success - s priate for a disastrous outcome with that

-51-100 : Marginal Success - skill.

. 26-50 Fadure i Failure indicates that the skill just

: “:Criticad Failure i doesn’twork, withnospecially horribleside
-Always Critical Failure - - effects.

i on Naturgd Rolf - Marginal success indicates that the

skill succeeds, but the results are not up to

standards as appropriate for the type of
skill. It may mean a deformed or marred but functional product, or an achievement
whichis adequate, but not perfect, perhaps even disappointing orannoying. Generally
apply logical minor negative side-effects which would make sense for clumsy use of
that skill, for example being caught with the goods when thieving. In some cases and
with some skills there may not be a difference between a marginal success and a full

success.
Success indicates that the results are in the range of what would be considered

truly acceptable for that skill.

Critical Success indicates superlative results, well above the standard for the
skill. How that is manifested or reacted to should vary depending on the skill in
question at the choice of the gamemaster. Some skills may not be able to produce a
result above a certain level. In such cases Critical Success isn't relevant, at the

judgement of the gamemaster.
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3.53: Adjustments for Difficul(?v

Not all skills are equally difficult. When a character uses a skill the gamemaster
should assign a difficulty value as a negative modifier to his SR for that use of the skill.
For many skills this may be a standard value adjusted for the specific situation. For
comparative skills it may be the SR of an opponent.

The standard difficulty value for the most typical application of a skill in a non-
adverse situation is 50. This can be adjusted upwards or downwards depending on the
difficulty of the way the skill is being used , tfe situation in which it is being used and
other adverse or favorable factors. For example, with the skill Climbing, climbing a hill
might have a difficulty of 20, a rough grade might be a 30, a mountainside might be 40,
a cliff face could be 50to 80 and an overhang might be even higher. If the character were
being attacked by birds while climbing you might add another 20 to 40 points.

3.54: Percentile Skill Use

In some cases a skill may function as a straight percentage chance of success
with no difficulty or resistance adjustment. These cases should be clear from the
description of the skill. With skills of this sort success can be determined either by
rolling 1D100and succeeding if the roll is less than or equal to the SR, or by rolling 1D100
and adding the unmodified SR and achieving success if the total is 101 or more

3.55: Combined Skills

When two skills are used in combination, their effectiveness is not exactly
additive. Instead, the lower FAC is used, the Aptitudes are averaged and the Skill
Levels of the two are totalled to find the Skill Rating for the combination.

3.56: Craft & Qualitative Skills

In some cases, usually with craft skills, a character may wish to produce a result
which can be have its level of quality measured quantitatively. This is most common
when the character is making something like a ship or a building or a sword. In such
cases a Quality Level value is assigned to the product based on a skill roll on a slightly
modified version of the standard skill chart. This special skill chart is found below.
For higher rolls just follow the same pattern. If
you prefer a formula, the Quality Level of a
manufactured item is equal to the Square Root
of the adjusted roll minus 9. Rollson this table
are adjusted for difficulty just like any
other skill rolls. The standard adjust-
ment is 50. If a craftsman works faster
than normal, has difficult to use mate-
rials, or is in adverse circumstances
the difficulty should be higher.
Changes in time taken are probably
the most likely modifying factor. Dit-
ficulty should increase in an inverse
proportion to any reductions in time
from the standard time todo ajob. For
example, if it takes 10 days to make a
sword at a 50, doing it in 5 days would have a
100 difficulty.

QL can represent superior characteristics of
the item being created as determined by the craftsman. This is most commonly pursued
with weapons and armor. Each QL is worth +1 on MD or Armor AV or +5 on Attack
SR orDefense SR. Negative QLs result in equivalent minuses. Theseimprovements are
not magicalin nature. They just represent superior workmanship. The MD of a weapon
or the AV of armor can never be increased by more than half its original value. The
Attack SR or Defense SR bonus on a weapon or armor can never be more than +25. 1f
the result rolled is an undesirable QL or a Critical Failure the materials used and time
spent are wasted.

3.57: Special Function Skills
Of course, some skills dont fit under any of these general rules. In such cases
the description of the skill will include the special guidelines for its application.

Advanced Rule: Adjusted Skill Levels

For players with even a moderate
amount of experience it is very desirable to
apply a curve to all skills. You ought to start
using a curve when plq?(ers are getting more
than 15 SL of any skifl, especially combat
skills This curve is created bﬁadjusﬁng the
Skill Levels which a character has with a skill
and usinsq the Adjusted SL in place of the
regular SL when determining SKill Rating.
The formula for ASL is ASL = Square Root
of (SL x 25), or use the chart below:

Adjusted Skill Levels
ASL ASL
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Advanced Rule: Adjusted Facility
If you want to have somewhat more
realistic skill advancement which takes more
account of a character's basic aptitude, you
may wish to use adjusted Facility
values which factor in aptitude to
modify FAC. To find agjusted
FAC use the formula Adjusted
Facility = (FAC x APT)/15,
rounded up. For example, if a
skill had a FAC of 5 and the
character had an APT of 16 with
that skill he would have an ad-
justed FAC of (5x16)/150r6, but
if his APT was only 7 he would
have an adjusted FAC of 3. If
ou use this rule you must use it
or all characters and for all skills
to keep things fair. Skills with a FAC of 1 are
exempted from this system under all circum-
stances.

Advanced Rule: Custom Skill Design
The gamemaster may find that some
specialized skills which your campaiﬁn needs
are not available on the standard list. It is
easy enough to design Kour own additional
skills. You'should start by looking at similar
skills and at the skills in the same grouping
as the one which you wish to add. Look at
their Costs and Facilities. Chances are that
our new skil will be similarin CST and FAC
o related skills which already exist. Asarule
of thumb, take the average of the FAC and
CST of skills in the me group and your skill
should not be more than one point higher or
lower in either characteristic.
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Using Skills
One day Stanisar goes to the
in Tibrum. While he is
there he plans to buy a wagonioad of
inexpensive farm implements to take
toGottia. He is going to Gottia anyway
to meet with the Count of luria who has
acquired a shipment of ‘abandonned’
seige equipment belonging to the
Saesan army and needs someone to
broker it for him. Stanisar figures that
ifheis goang‘tg make the trip he might as well make
8 profit on the way up so that it his deal with the
count falls through he will still have something to
show for the trip.

In the marketplace Stanisar wants to go to
the dealer who will give him the best price on bulk
farm impiements. 70 do this the player would roll
1D100 and add Stanisar's percentage with the
Merchant skill. If he rolled an adjusted 100 or better

easy with a 91 SR) Stanisar knows that

hthe Aegeran is the man to see. Ifhe failed
that roll he might goto a less appropriate dealer. or
onewho is more likely to give hima bad deal. With
291 SR unless he rolled a natural 1-5 he would at
least get a Marginal result. which would give him an
appropriate contact. just not the best one.

Once he gets to Postaph's establishment.
Postaph allows him to pick the implements he
wants. The quality of those implements would be
based on both Stanisar's skill with Farming and his
skill with Evaluate /tem. In this case he has a total
of 10SL between the two skills. the average APT is
18andthe lower ofthe twoFacilitiesis 3. This would
give him 18+(3x10)=48 as his Skill Rating In this
case itisn'ta matter of finding or not finding some-
thm?. It is a matter of finding items of a certain
qualty. The GM may either choose to seli him
implements of 48% of the optimum quality. or letthe
player roll 1D100 and add his SR. fthe roll is over
48 the amount itis over is subtracted from 48 tofind
the percentage of optimum quality. If itis under 48
the amount under is added to 48 to find the quality
of the implements.

) tdone. it remains for Stanisar to pay for
the implements. If the GM and the player wish to
bzlpas the fun of haggling over price.the Merchant
skill can be used easily as a comparitive skill. The
Merchant will generally ask € times his own costfor
theitem. He s general%expecting to sell the item
for 4 times his own cost. but can survive selling it at
2times his own cost. The value which is 4 times the
merchant's own cost is called the par price. Using
the special provision of the Merchant skill. Stanisar's
SRwiththe skill of 9 1would be reduced by Postaph's
SR with merchant and that would act as a percent-
age increase or decrease from the par price So. if
Postaph had a SR of 85 with Merchant. Stanisar
would save 6% oft the par price.

(= .-)!3'.«? Hfﬁ

3.6: COSTS FOR SKILL USE

Using skills has its costs, both in time and fatigue. These costs vary
from skill to skill and are important in limiting just how much a character can
do and how fast he can do it. While it may not be practical to keep track of all
costs at all times, it is important to have a general idea of the costs of frequently
undertaken activities so that if a situation arises where these limits are
important it will be easy to determine just what is within that character’s
ability. Keepinga record of every trivial cost is a bore, but having those costs available
can come in quite handy in the few situations where exhaustion, speed and reaction can
mean life, death or profit.

3.61: Activity Point Costs

What and how much a character can do in a CR is dependent on his Activity
Points. These are a set number of points which may be spent fully each CR. In most
situations there is little need to worry about AF but in combat or high-pressure
situations they become more important.

Each skill has some sort of AP Cost. For normal skills the costin AP is variable,
depending on the complexity and duration of the task. Some skills have no fixed cost
after which they are completed, but are instead ongoing actions which take a little bit
of the character’s attention each round. Combat and magical skills generally havea pre-
set AP Cost assigned.

The AP a common skill will take up is generally up to the gamemaster, but
ongoing skills should take up between 5x (10 - FAC) and 10 x (10 - FAC) AP per round
that they are being apElied. It is normally assumed that when using such skills the
character is spending the optimum number of AP on the skill. Manually or physically
oriented skills should take more AP and intellectual skills a bit less.

More specific AP costs are given in sections covering combat and other actions
which need close attention to time and duration. Combat and magical skills are
generally charged AP at a minimum level rather than an optimum level like common
skills. Note that a set AP Cost may not be appropriate for all skills. Some actions just
take a certain, extended period of time and that can’t be adjusted or changed much.

And yes, talking does use up AP during a round. AP cost for conversation is
based on the FAC of the language at a rate of (15 - FAC) x 5 AP to carry on a normal
conversation per round that the conversation continues.

3.62: Variable Skill Use
Another aspect of AP and skills is that the chance of success with a skill can be

increased by applying more than the required time/AP and increasing concentration.
Each increment over the first time the AP Cost is spent increases effectiveness by 50%.
If the required AP are spent the character may use his full SL. If 3 times the required AP
are spent he may double his SL. If 5 times the required AP are spent he may triple his
SL. Each additional 2 times the base AP Cost spent increases effective SL by an amount
equal to the actual SL. This is a temporary effect which applies only to that skill at that
time and is negated if the application of the AP is interrupted. This principle also
applies to actions which do not require skill, increasing effectiveness in an appropriate
way in the same proportions mentioned. Forexample, walking atbase Movement costs
10 AP, If 30 AP are spent, Movement is doubled. Spending 5 times the AP Cost would
triple Movement.

3.63: Fatigue Point Cost

Activity is tiring. Actions cost a varying number of Fatigue Points. The rate at
which FP are spent depends on the portion of the character’s AP spenteach round. This
breaks down fairly simply, and can be kept track of in units of 10 FE Spending AP at
arate of 10 AP per CR, a character loses 1 FP per 40 CR. Spending AP atarateof 20 AP
per CR a character loses 1 FP per 20 CR. Atarate of 30 AP per CR 1 FP is lost every 10
CR. Atarate of 40 AP used each CR 1 FPis lostevery 5 CR. Ata rate of 50 AP used each
CR 1FPis lost every 3 CR. Atarate of 60 AP used each CR 1 FP is lost per2 CR. Ata
rate of 70 AP used each CR 1 FP is lost every CR, and this rate continues for all greater
rates of AP use with those characters exceptional enough to have more than 70 AR An
exception tothis is that with spell casting the FP Cost is always 1 per 50 AP spent casting
aspell. No matter what actions a character is doing, everyone loses FP at a rate of 5 FP
per hour, even while resting and inactive, though not while actually sleeping.
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3.7: RESISTANCE ROLLS

In some situations characters face adversity without a skill to deal with
it, or it may be something so basic that no skill applies. In such situations a
characteristic-based roll is made to find whether the character succeeds or fails.
This sort of roll should be adjusted for the situation, as the gamemaster sees it.
The standard roll is 1D100 plus 3 times the characteristic, using that as the
equivalent of a Skill Rating and using the standard Skill Use Table presented
earlier. As with skills a difficulty for the situation can be assigned. In some
situations itis also ible to spend more AP on a characteristic roll toincrease
the Characteristic Rating.

With resistance rolls a Marginal success would indicate partial effectiveness of
the effect being resisted and a Critical success would mean avoidance of effects with a
bonus, which might mean gaining special knowledge about the source of the attack or
affliction or some advantage to be gained from it.

Instandard situations a difficulty value of 50 should be counted against the roll,
but this can be adjusted upwards or downwards depending on the situation, with the
value going upwards for a more dangerous effect or downwards for a more mild effect.

3.71: Adjusted Resistance Rolls

There are basically two ways of using adjusted resistance rolls, one for Passive
Characteristics and one for Active Characteristics. The Passive Characteristics are TAL,
ZEA, SOC, CHA, APP and CON. They start at a 3 times multiplier, but it can be
increased at a rate of 25 AP to raise it to4 and 75 total AP to raise it to 5. It starts at 3 with
no cost. The Active Characteristics are STR, DEX, AGI, INT, WIL and JUD. With these,
the multiplier is 0 if no AP are spent, but it increases at a flat rate of 1 times for each 20
AP spent, up toa maximum of 100 AP and a 5 times rating. In many cases AP may need
to be borrowed from a coming round when an unexpected roll needs to be made. Ina
surprise situation only Physical AP may be used with saves against physical character-
istics and only Mental AP may be used with saves against mental characteristics.

3.72: How and When to Use Resistance Rolls

Be sure that the right characteristic is used for each situation. Logic and the
descriptions of the Primary Characteristics should help make such choices. In some
situations the gamemaster may also want roll for the character so that the player will not
know he was in danger, though it is usually better to let the player roll. As with skills,
a natural roll of 5 or less always succeeds and a natural roll of 96 or more always fails..
The most important thing witin, situational rolls is to be sure that the character has a fair
shake, but no unreasonable advantages. Luck should not be the primary factor in
deciding situations. Skills and character initiated actions should be used instead of
resistance rolls whenever possible.

3.8: SKILL ADVANCEMENT

When a character %ains Experience Skill Points he spends them to improve his
skills and learn new skills, but there are logical limits on how those skills can be learned
or improved.

During the course of play the player should mark on his character sheet those
skills which he used in play. This can be done simply by checking them so they can be
identified later. When the player has gained ESP he should only be able to spend those
ESP onthe skills he checked as having been used during that playing session, becaus
those were the skills which he practiced.

Alternatively new skills can learned if the character can find a teacher. The
limitations on learning from a teacher are explained under the skill Teaching, but if the
character has teacher who can teach new skills it is possible for him to spend the ESP
he gained during a playing session on the skills his teacher is training him in as well.
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Advanced Rule: Profession Design

New professions can
be designed through an easy
system of checks and balances.

ere should be a balance be-
tween the general types of skills
on which a profession has ben-
efits and also on the cost of the
skills involved relative to the SBs
obtained.

Ten points of benefits
need to be assigned from which
the player can choose five, pick-
ing one each from pairs of skills.
For all professions these should include 1
choice of Mental Skills, 2 choices of Social
Skills and 1 choice of Physical Skills plus 1
more choice from a set of skills assigned as
appropriate for the profession in question.
When setting up the pairs from which the
character may choose each skill should be
matched with one of a like type, mental with
mental, physical with physical, etc. If you
choose to Rive only one more general option,
such as Any 1 Crat Skill' instead of the
normal choice of two per SB then balancing is
not needed. If you give a reduction more than
1 (usually no more than 2) then it needs to be
part of a pair where the other option is also a
-2 value.

Once the skills are chosen, total up
their CST values and if the total is in the range
between 50 and 60 then there is no problem.
If the total is higher than 60 replace one or
more of the most expensive skills with some-
thing cheaper. If it is lower than 50 replace
one or more of the cheaper skills with some-
thing more expensive. If one general option is
offered instead of a pair double its CST when
figuring the total. Itis also possible to violate
the regular pairs system and offer more
choices. When this is done, add halfthe CST
value for each extra option included.

ifyou wish to assi?n a general type of
skill, as in' Movement Skills, Craft Skills, etc,
use a standard cost for all skills in that group.
You can find this by averaging them all to-

ether, or to keep things simple use 3 for all

ovement type skills, 4 for most Craft skills, 6
for all Combat or Magical skills, 5 for most
Social and Intellectual skills, etc. When in
doubt use the average.

This system helps to regularize what,
in earlier editions, was a rather chaotic collec-
tion of conce?tually logical but mechanically
unsound skill benefit 'packages. There is
virtually no limit to how far you can go with this
design system, and because of its basic sim-
plicity you can even give it to players to use if
none of the already existing packages suit
their needs.




Novice Rule: Weapon Sub-Skills

Eliminate sub-skills for novice play-
ors. Make all weapon skills costthe standard
cost for the attack skill and when
SL of a weapon are purchased
they should count equally to-
wards attack, defense and any
other options. Thus, a character
with 10 SL of Broadsword would
have 10 SL towards attack, de-
fense and disarm. This signifi-
cantly simplifies combat and in-
stitutes a certain balance in play
which may not be there other-
wise.

Novice Rule: Activity Point Cost

As noted earlier you may wish to stan-
dardize all combat action AP costs to 20 for
novice players and allocate a flat fund of 60
AP to each character.

Pnparimfor Combat
en sefting a character up

IV: MECHANICS OF COMBAT

In most ways the combat system falls under the general skill system, but
because combat is so important to the survival of a character, even if it only occurs
rarely, some special rules and adaptations have been developed to make combat more
flexible and to cover a wide variety of specialized tactical situations.

4.1: SKILLS IN COMBAT

A section of specialized combat skills is presented in the general skill lists.
Combeat skills can be found in the alphanumeric groupings P and Q. These skills are
grouped by weapon type or by stylistic relationship. Each of these skills has several
descriptive characteristics as well as sub-skills which are explained in this section.

4.12: Weapon Sub-Skills

Each weapon skill has three sub-skills, Attack, Defense (or Parry) and Disarm-
ing. Each of these represents a different tactic or option possible in combat. All three
use the same Aptitude, but a character may have different numbers of SL with each. In
addition, they contribute at a special rate because they are sub-skills of a single major
skilland therefore very closely related. Each sub-skill within a skill contributes
to the other sub-skills at double value. Each sub-skill contributes to the
equivalent sub-skill with other major skills in the same group at the normal
contribution rate. In addition sub-skills are exempted to some degree from the
normal requirement that real SL must be bought before Contributive Points
may bespent. Sub-skills contribute at 1 starting points per SLto other sub-skills
even if the character has no actual bought SL of the other sub-skill. They
contribute at 2 starting points per SL up to the number of bought SL of another
sub-skill which the character has. Thus, the Attack skill with Dagger
contributes to Attack with Short Sword at the normal rate or to Defense with Dagger at
double value, but not to Defense with Short Sword. For more information on weapons

see the weapon skill descriptions.

4.12: Activity Point Cost
Each weapon skill has a set Activity Point cost. Each time that weapon is used

to attack, defend, disarm or do any other action that AP cost is paid. It is
possible to spend more AP to increase the effectiveness of skill with the

for combat you ought to determine in
advance some basic strategies to fol-
low. This is very helpful because it
allows you to determine how you will
spend your AP in standard combat
stuations. though you still have the
libertyto changethatset-up f aspecial
situation arises. You might even want
to think in advance about several dif-
ferent combat options for differentsitu-
ations. )

Stanisar's primary offensive skill is Short
Sword Attack and his primary defensive skill is
Short Sword Parry. Each of these skills costs 20 AP
and Stanisar has a total of 60 AP There are a
number of set-ups he can prepare for. The simplest
would be to attack twice with normal Attack SR and
damage and defend once at normal Defense SR.
Each of those actions would cost 20 AP and to-

ther they would use his full AP for the round

other option might be to make only 1 attack and
spend 40 AP onitinstead of 20 in order to increase
OM\QthackSRordamageg{ 50%. If Stanisar was
bdv’r:g overmatched he might gothe other way and
spend 40 AP on defense and take only one attack
while raising his Defense SR by If he was
reallgaafrar of being hit and just wanted to avoid
combat he could always spend all his AP on De-
fense and by spendmg increments he could
increase his Defense SR by 50% and 50% to
double its normal value while taking no attacks. As
an afternative. if he wanted to finish off a weak
opponent quickly and was well armored enough not
to worry about that foe's attacks he might spend all
his AP 1o increase the damage of a single blow to
double its standard value.

Other configurations are certainly possible.
butthese arethe mostcommon oneswhich aplayer
with a character like Stanisar might keep in mind
before entering any combat.
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weapon. If you double the AP spent you can increase any one Skill Rating or
the Maximum Damage of the weapon by 50% of the original value. If you triple
the AP spent you can increase any SR or the MD by 100% of its original value.
You can spend more AP to increase multiple SRs or to take multiple attacks, or
even to increase MD and SR, but you can never increase any one aspect of a
weapon to more than double its original value. Note that when the skill Attack
is paid for in that first payment covers both Attack SR and base MD, but after
that first payment MD and Attack SR increases are paid for separately.

4.13: Weapon Damage

Each weapon also has a Maximum Damage (MD), which is the highest amount
of damage that weapon can normally do, broken down by Club, Edge and Point
classification. It is modified by the Damage Class of the attacking character and his
levels of the Damage Strike skill which adds directly to his DC. The formula to
determine Adjusted Maximum Damage from player Damage Class and the weapon’s
standard Maximum Damage is (MD x DC)/10 a table for this calculation can be found

in section 2.41.

4.14: Effects of Range
Each missile weapon is listed with a value for Range (RAN), which is used to

calculate the rate at which accuracy declines with distance from the target with a
particular missile weapon. Itis modified by the Damage Class of the character to find
the actual modification to accuracy with a missile weapon for range. Adjusted Range
is found with the formula (Range x DC)/10. Range indicates the number of feet of
distance over which attack SR declines by 1. So, with an adjusted Range of 10 and an
Attack Skill Rating of 50 with Longbow a character would have an effective Attack SR of

30 at 200 feet.
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4.15: Combat Skill Ratings
Combat Skill Ratings (Attack, Defense and Disarm) are determined
just like other skill ratings by purchasing Skill Levels and multiplying by
acility. They tend tobe a bit lower than other SRs because the Facility of most
combat skills is 1. It is strongly recommended that you use the advanced rule
f(l);nzsﬁdjusted Skill Rating from section 3.5 when determining SR for combat
skills.

4.2: ACTIVITY POINT SPENDING IN COMBAT

Activity Points are very important in combat and allow flexibility and
strategy to play a major role in the outcome of any battle. By spending AP in
different ways a virtually infinite number of strategies becomes possible.

4.21: Spending Limits

AP can be spent to increase the value of any skill used in combat. Spending 1
times required AP cost yields base SL value plus any Aptitude characteristic. Spending
2 times required AP cost increases total rating by 50% of the original value. Spending
3 times required AP cost doubles the original SR. No more than 3 times the base AP cost
of a weapon may be spent on a single weapon skill in one round, and no combat SR can
ever be more than doubled by spending AR AP may be spent to increase effective SR
with more than one sub-skill of a weapon, such as attack, defense and damage. With
each sub-skill the same cost for increase applies. If a weapon cost 20 AP it would cost
an additional 60 AP to increase Attack SR, Defense SR and Maximum Damage each by

50%.

An additional limitation is necessary to deal with the contrast between the fact
that defense is an ongoing action and attacks are incidental actions. Only one defensive
action may be taken with each part of the body. Each hand with a weapon may parry
each round and the legs may be used to dodge each round. This means that no more
than three defensive actions may be undertaken in a round. While there is no limit on
the number of individual attacks or attack skills which may be used, except the number
of available AP, no more than a total of 5 increments of AP may be spent between all
defensive skills used. Increments are one times the AP cost of any action, regardless of
the amount of that AP cost. For example, a character could spend 3 increments to
increase Parry with one hand to double value, one increment to parry at full value with
the other hand and one increment to dodge at full value, a combination which would
probably yield the highest possible result. The next best alternative if the character did
not have the Dodge skill would be to parry at double value withone hand and at one and
a half value with the other.. This restriction of AP spending on defense is essential
because of the fact that defensive skills are additive, while attack skills are discrete
actions which do not combine Attack Skill Rating (with the exception of Combat Tactics).

4.22: Flexible AP Use

Certain forms of AP extension, reduction and borrowing are possible. These
may be useful in special situations or combat tactics. A character may vary the number
of AP he spends on a skill. For a skill to work he must spend at least one times the AP
cost for the first increment, but beyond that he may spend variable amounts up to 2
additional times the AP cost, with parallel increase in effectiveness at a rate of 1%
increase of SR for 2% increase of AP spent, as noted earlier.

AP can be borrowed from coming rounds or saved from a previous round. Up
to half the AP from the next immediate CR can be borrowed, but in that next round
double the number borrowed are lost in payment. AP saved from the previous round
in a period of concentration carry over at half value. AP from the round before that can

Advanced Rule: AP in Combat

In particularly important com-
bats you may find it desirable to
break down the spending of AP
into units smaller than the nor-
mal combat round. To do this all
you havetodo is haveall players
divide their AP by a given num-
ber and have them spend AP in
increments of that size instead
of full rounds of AP. Generall
an easy to divide number like
or 10 is recommended. Num-
bers higher than 10 tend to be-

come hard to work with.

carry over at one quarter value, and AP from three rounds ago carry over at an eighth
of normal value. Older AP cannot be carried over, and AP cannot be carried over from

Novice Rule: AP in Combat
rounds in which less than half of the AP are being devoted to concentration on future | comgaotl.] E?Ilinv#tsir?gt?c:tlg?lxgglgg :npd e

actions or if the concentration is interrupted. AP cost of weapons fo 20 you can set char-

4.23: Sequence of Actions

AP and the sequence of actions is worth remembering.. Different
characters have different amounts of AP but they all spend their AP in thesame
amount of time, meaning that those with more AP are a bit faster acting than
those with fewer. The AP a character enters combat with are equal to his total
AP minus any cost for defense (Defense SR) and any encumbrance (Armor AP
cost) or other overall subtractions. The remainder are his free AP to spend on

acters up to defend once and
attack twice every round, elimi-
nating flexible AP use to keep
things simple. You will probably
wantto loosen up on this restric-
tion fairly quickly, still limiting
AP cost and AP per character,
but allowing flexible AP use
within those limitations.
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Combat Example
One day. after his ten{my ad-
ventures in Gottia. while looking for
deals in the lace in Tibrum,
Stanisar runs into his old comrade in
arms and enemy Gordisag the Brute.
Stanisar reported Gordisag for being
drunk on duty when they were in the
same decade of the Legion XIV and
. was cashiered and the le-
Botienghadachanc tosetionsgrucge
lisaghada eto settle his grudge against
Stanisar. Now Gordisag is workig as a ?mee
breaker for a moneylender named grepenios of
Gelat and when he spies Stanisar in the market-
place he abandons his post outside Alkymenios’
office and skulks after Stanisar. finally catching up
with him in an alley.
. Since Gordisag's not much of a skulker
Stanisar had spotted him and slipped into the alley
fically s they could settle accounts. When
isag slips around the comer and draws his
broadsword, Stanisar is waiting for him with a short
sword in each hand. Basic statistics for Stanisar
and Gordisag are given below. In addition. we are
assuming that Stanisar gaineda bout 120 ESP
during his time in Gottia. (note that these are not
compiete. merely those stats necessary to this
combat):

Gordiseg the Brate
APP:9 INT: 12 CON. 2
CHA'S d0: 10 STR 2
TAS WL 16 DEX: 13
$OC: 12 TAL:2 AGI: 16

A i Weight: 240
0c: 19 AP 46355 HP:38-6e45

SSP: 108 MSP: PSP 143

Skl G0 S G EACATSE A M
BioadswordAt 4 2 2 S 12 3 2 18
BioadwordDe 5 4 &8 S 12 B 2
RoundShield 6 € 0 S 17 28 2
Durabity § 6 0 § § «H
CombaiRefiex 6 9 0 S § -9AP

Ammor. Studded Leather DV-5:43AV24:2AP: 5
Stanise! of Bvarie

APP: 12 INT: 15 CON: 20
CHA: 15 JD: 18 STR 17
ZA6 WL 14 DEX 15
SOC: 11 TAL:4 AGI:8

Sce 16 Mgt 62  Weight 197
0C: 172219 AP:47-1764 HP 3615251

SSP.105  MSP:129  PSP:180
L) Cf L O EACNTSE A W
ShotSwordAt 3 31 10 1 15 47 20 16

ShotSwordDe 4  § 18 1
Durabity 4 1003 S S .15HP
CombatReflex 5 15 2 §
DamageSnke 7 2 0 S 15 OC
Amor: Leather DV: 334 AV. 231 AP: 4

As you can see from comparing these statistics
Stanisar has spenthis time since his legion service
more goducﬂvelx. gaining much more exoerience
than Gordisag. And while he is smaller and less
physicallyimposingthan Gordisag. he easily makes
up for it in superior training.

Gordisag's Set-Up: with 50 AP (55 minus 5
for armor) and all of his combat options costing 22
AP he can basically do 2 actions per round with
enough AP left over to enhance one Skill Rating by
14%. Since he fears the wily Stanisar his standard
set-up will be to spend 28 AP on parrying with his
Round Shield at 1.14 times his SR for a total
effective SR of 34 plus 4 for armorto 38. He will use
his remaining 22 APto make one normal attack per
round with his broadsword with his full SR of 3ge

Stanisar's Set-Up: With 60 AP (64 minus 4
for armor) and both his attack and defense costin
20 AP Stanisar has many options. His standar
set-up would be 2 attacks at full SR of 47 plus one
defense at full SR of 41 plus 3 for armor to 44.

These standard set-ups may not be used
every round. especially in the first round when the
com| ts are sizing up each other.

Continued on page 20

aggressive actions that round. To determine who can strike first subtract the
lower AP from the higher AR The character with the higher AP can spend half
the difference before his foe may begin to spend his AP and may spend the
other half after his foe has run out. For group combatjust have characters attack
in descending order of number of AP

Generally, in common combat AP should be kept track of fairly
roughly, with the concentration on the number of blows each character has per
round, rather than on breaking each round down AP by AL which may
become somewhat impractical.

4.24: Fatigue Loss in Combat

Combat is more intensely tiring than other activities. During combat a
character will lose 1 Fatigue Point for every 30 AP which he spends. Half of this loss is
long-term loss which can only be regenerated by rest or sleeg. The other half is short-
term loss which can be regenerated by a “pause” in combat or period of relative
inactivity. This pause is defined as a round in which the character spends fewer than
30 AP (which still might allow him to defend himself or maneuver). During a pause
round a character regenerates 1 FP and loses none, up to the limit of half the total AP
lost in that combat t]%us far.

4.3: MAKING THE ATTACK )
After all this preparation, the process of actually engaging in a combat is fairly
simple, involving only two die rolls and a couple of references.

4.31 Aim and Location

The attack consists of the character choosing a target area on the opponent’s
body at which toaim and rolling 1D100 To this roll he adds his total Attack Skill Rating.
From this total he subtracts the total Defense SR of his target including any and all
appropriate skills and modifiers. The total is compared on the Combat Table for the
target area chosen and that determines whether he hit and what part of the body he hit.

There are basically two combat tables, one for large body areas and one for
small body areas. It is somewhat easier to hit large body areas and harder to hit small
body areas. Several results are possible depending on the quality of the modified roll,
ranging from a Marginal hit where the target character gets to choose what adjacent
body area the attack was deflected to up toa Critical hit where the attacker gets to choose
any target on his foes body regardless of his original aim. In those cases where the target
gets to choose the location of the blow he receives, to some degree that is a contrivance
to avoid adding another random factor, but it also partially represents defensive
movement to block or partially deflect a blow to a better protected body area by
realigning the body in response to the attack.

When attacking a non-human who may have additional limbs, they should be
handled by the appropriate chart based on their size. If the attacker gets a Marginal hit
against a non-human opponent that non-human may have additional choices of areas
to which to deflect the blow based on areas which would be adjacent with his anatomy.
Forexample, a Trozard could deflect Marginal leg hits to his tail in addition to the areas
given.
Given to the right are three basic combat tables, one for attacks aimed at large
body areas, one for attacks aimed at small body areas and one for special attacks such

as disarming and unbalancing.
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gets . choose any areaon metarget 5 body
regard of where he ongma! aimed. ff the attacker gets a Successful hit he has hit the

body area the biow lands in. - The altern atwesbyaxmmgareaare:._._

: , Either Hand
Chest, Either Leg, Elther Am, Either Hand
fther Foot, Abdomen, Either Hand
lead, Either Hand, Chest 1

he aimed for.: che attacker gets a Marginal hit the defender gets to choose what .

this table, wben an attacker gets a Ormcal Hit he can choose any area onthe target S body
egardiess of where he originally aimed. f he attacker gets a Successful hit he has hit the
area he aimed for. If the attacker gets a Marginal hit the defender gets to choose what
alfernative body a'ea the blow Iands in. The aitematrves by almmg area are:,

, ANemativo Lo:atlons o

“Chest, Either Arm, Exther Hand

:Same Arm, Chest . - - HERR R
Same Leg Omer Foo1 Abdomen .

ckatfmse Resuﬂs' Spocial (Dosarm, Unbaltnce Dmbla, etc)
_d{umdmoo “Result i 5
: 1 X Aptitude Resrstance Roll -
2 x Aptitude Resistance Roll
Aptitude Resistance Roll
4 x Aptitude | Resistance Roll
sustance Holl

Abways 5 xApmude ReSIstance on Natural Roll j- e
Critical Miss (Always on Natural Rol) .. S

_e_typeof attack made. The multiplier indicates how many times that

aracteristic the defender may add to his roll on the standard Resistance -
11 £ ified for the SR of the attacker with the skili whxch he is |

Advanced Rule: Sub-Location

To add detail to combat. you may wish to
use a system of sub-location. This is an alternate
system which takes a bit of extra time and is
certainly notessential. Itcan be rewarding. butthe
added getaii may not be worth the time. When an
attack roll achieves critical success and the dam-
age from that blow is %reater than 1x damage the
aftacker may consult the appropriate sub-location
table for that body area to determine the specific
result. a bit of added detail and effect. The results
listed on the appropriate sub-locationchartare in
additionto any nomal effect. and are not modtied
by the amount of damage

The sub-location charts for each target
area are provided below. When determining re-
sult use the amount by which the attacker is over
100 on his original attack roll as a bonus added to
a 1D100 roll on the sub-locationtable fhehasa
particularly high number and for some reason
wants to hit some area other than that placed at
the top of the sub-location table he may rearrange
the numbers while retaining the same percent-
ages for each sub-area. There are no sub-loca-
tion tables for the limbs.

Tur?ot Area: Hud
Rol

Sub- Result (CEP)
R. ht Eye 1S3

80 Left Eye 1S3

70 Throat 361

40 Mouth US1

20 Right Ear Us

0 Left Ear us

Target Area: Chest

Rol Sub-Area Result (CEP)
Hean u3D

70 l% Lung  US3

0 Left Lung Us3

o1 Clavicle Uu-

Target Area: Abdomen
Sub-Area Result (CEP)
Ngf)endu 423
Spieen 123
Testicles ssl
S -1

Intens%e -12
Diaphragm ~ 1U3

2BELRB8P

When the result on any of these tables is
aUthatindicates thatthe unconsciousness roll for
that area is reduced by one mcre

ment such as from 3xCON%

cvrolled agamst on this table varies dependmg &

2CON%. An | resultindicates the
temporary loss of the use of that
organorareaofthebody ASresult
indicates the permanent loss of the
useofthatorganorareaofthe.bod
D results indicate immediate deat
regardless of the result from the
gross area. Number results area
additive with any number results for
the gross area.
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Advanced Rule: Defensive Skills
The advanced altemative is basically the

same as the standard option. but instead of as-
dgnig?mlevelofbdensiveSRam
start of the round. half the total Defen-
sive SR goes into & pool which the

ayer assigns as blows are made on

im in the course of the round. The
number of attacks he hasto deal with i
not announced at the beginning of the
rou'r:gand h;gastg;ssu lr;lhis points
as ng. basi uessin
and mﬁanng e&hich blows%e ?eaTg
needs to defend well agamsl. This
method differs only slightly from the
standard option. but can slow combat
down considerably. R is really only
recommended for due! type situations
between piayer characters or a character and a
major background character.

Novice Rule: Defensive Skills
. For inexperienced players or
i you want to keep your combat as
simple as possible. merely consider
defense to be an ongoing action.
Defensive skills are paid for off of the
total AP of the character before other
actions are paid for and they are in
ration forthe entire combatround
his method is simple and works well
with pggrs and characters of lowto
moderate experience, but may lead
to inflation of Defensive SRs with more advanced
players and characters.

Continued from page 18

4.32: Multiple Attacks and Defenses
Whenever the character has the AP to spend on a blow the same process is
repeated, while at the same time his opponent makes his attacks in the same

way.

4.33: Defense Skills
Defensive skills operate somewhat differently from other skills. Self

defense combines elements of an ongoing action of awareness of enemy
attacks and specific reaction to specific attacks.

At the start of a CR the player determines how he is going to deal with
the attacks he expects to face that round. Each combatant announces his total
Defense SR for that round (just like in the above case), how many attacks he
chooses to make that round and who they are directed at. Each player then
determines the number of attacks his character will be dealing withand apportions his
Defensive SR on that basis. 50% of his Defensive SR is automatically in effect against
all attacks. The remaining 50% is divided between all the attacks he has to deal with,
regardless of the number of foes attacking him. The amount apportioned to
each attack is added to his Defensive SR against that specific attack. Thus, ifa
character had a Defensive SR of 64 and was facing 4 attacks he would have a
base Defensive SR of 32 plus 32 points to divide between those 4 attacks. The
default option would be to divide the points evenly for a total Defensive SR of
40 against each of the attacks. The player would have the option of dividing
them in any other way he chose. Perhaps if he was facing two attackers, one
who he suspected was striking 3 light fast blows and one who was striking one
gargantuan blow he might make his Defensive SR 64 against the big blow and
only 32 against the others. With this version the assignment of Defensive SR
to specific blows always takes place at the start of the CR.

4.34: Missile Combat
In missile combat the chance of hitting a target is modified for the

. Gordisag Round 1: he de-
eides to go for the quick kill atth start.
He srends 22 AP on parrying with a
SRot33 (26+4DV) and 28 AP to have
& SRof 35with his broadsword. butan
increased damage of 22. He aims for
the Abdomen.

. Stanisar Round 1: for safety
he is going to take a defensive pos-
ture. nds 40 AP on parrying for
aSRof65 (62+3DV). He spends 20
AP on one attack with a SR of 47 in the hopes of
drawing first biood and discouraging his foe. He
aims for the head.

Results Round 1 Gordisag's Attack SR is
35 against Stanisar's Defensive SR of 65 which
makes him -30 on his attack. Stanisar's Attack SR
is47 ag;mst Gordisag's Defensive SR of 33 which
makes him +14. Stanisar rolis a 71+ 14 for a total
of 85. Aiming for the head that means he has a
Marginal hit. Gordnsadg chooses to take it in the
Abdomen. He rolls a 4 and a 8 for damage so he
does 40% of 16 or 8 points of damage. After armor
absorbs 4 points. Gordisa? takes 4 points of dam-
age. Stanisar has drawn blood but since Gordisag
has 18 HP in the area the blow is insignificant
Gordisag rolls a45. quite short of the 80 he needed
1o hit this round.

Gordisag Round 2: he realizes he's going to
have a hard time hitting Stanisar. He concentrates
what extra AP he has on increasing his AR. He
‘s;enqs 22 AP on parrying and gets a defensive SR

33including armor. He leaves damage standard
at 18 and goes with an Attack SR of 40. This will
probably be his standard set-up for the rest of this
combat. He continues to aim for the abdomen
_ Stanisar Round 2: emboldened by
Mnu%spapparertqlumsmss.S(anisarwnlspend
only 20 AP on paﬂmaefor‘a SR of 41 plus 3 for
armor to atotal of 44. He will take only one attack
with his remaining 40 AP spent on that to increase
damage to 24. while using his standard AR of 47.
He keeps aiming for the head.

) ults Round 2: Stanisar is now only +14
to hit (47-33) and Gordisag is only -4 to hit. Stanisar
rolls a 44+ 14 for 58, which misses because a 76 or

Continued on page 21
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distance from the target, as explained in section 4.15. Accuracy is reduced for
range based on the type of weapon used. The only exception to this is the
Crossbow. With this weapon the DC of the character does not count, and Rl is
equal to RAN itself. Thus, if a character had a DC of 10 and used a Longbow
with a RAN of 10, he would have a RI of 10, so that at a range of 240 Feet he
would have his missile SR reduced by 24. With a Crossbow the same character
would have a flat RI of 5, as would any other crossbow user, and would lose
48 Attack Skill Rating over that same distance. Note that in missile combat only
the skill Dodge and the various shields skills (which count at half their normal SL) plus
any modifiers for armor and shield are counted into defense SR.

4.35: Lucky Blows
Regardless of a character’s chance of hitting, if he rolls in the range of 96-100

without modifiers it is considered a ‘lucky blow’,. When a character gets a lucky blow
he re-rolls his attack on the same attack table, but the defender’s Defensive SR doesn’t
count and he has the same Attack SR he had on his original attack.

4.4: DOING DAMAGE

When a weapon strikes a target it does damage to the area of the body which
is struck. Damage has different effects by type of weapon used and area hit, as well as
power of the blow involved. In addition, damage breaks down into physical and stun-
type damage, though physical damage is of the greatest lasting importance.

In determining damage it is important to start by knowing the effective
Maximum Damage (MD) potential of the attack. This is found from the base MD of the
weapo? and the Damage Class (DC) of the character using it. Total Adjusted MD is (DC
x MD)/10.

Physical Damage is determined by rolling 2D10. The player takes the lower of
the two numbers produced (0 counts as a 10). Tl%is is mu]tipﬁed by MD and divided
by 10. In other words damage is (MD x Roll)/10. This can also be determined by
rounding up to the nearest multiple of 10 and dropping the last digit.
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The specific physical effects of this damage are discussed in a later section.
Essentially they are subtracted from his Hit Points (HP) in the area struck and nasty
things happen if too many HP are lost. Stun damage is based on physical damage and
is also covered in a later section.

4.41: Body Damage

Advanced Rule: Stun Damage

Stun damage is another added aspect
which you mawant 0 Flay with if you are in an
important combat or duel situation. ftcan become
tooinvolved for quickand mass com-
bat. However. itdoes allow people to
be taken out of combat without being
killed. As shown on the Damage
Effects Chart each area of the bo:
has a Stun Damage Modifier (SD
broken down by Club. Edge and
Point. if a person is hit in that area
with that particular type of weapon.
the Physical Damage ébefore armor
reduction) is multiplied by the SDM
to find the number of AP which the
character loses from his total AP
Depending on your preference this
loss can come immediately or atthe
end of the round. The first option is
more realistic. the second is more fair. You should

lay withthe same version in all cases Rules are

lexible. but must be consistent Afier the AP
damage for a given attack is determined it is
reduced by the defender's Stun Absorbtion Modi-
fier. SAM is equal to Size x 3 for all attacks Thus
a blow for 20 points with a club to the abdomen of
someone of Size 12 would do 54 rather than 100
points of AP damage. Stun damage never effects
the mental portion of a character's AP. so even
when stunned a character will have the total of his
INT and JUD as AP even when stunned

An excellent variant method of determin-
ing AP loss is to take the total AP deficit of the
character and apply half of i to each successive
round. adding moretothetotalasitisacquired As
itis applied the total is reduced by the half that 1s
charged to the character. Thus. a character with
80 AP who took 60 AP damage would lose 30the
first round. 15 the second. 8 the next. and so on
until it was all gone. If he got hit for another 60 in
the second round. then he would have a total
deficit of 68 going into the third round. so he would
lose 34 and'then 17. etc

Continued from page 20

Some attacks, particularly poisons, spells and impacts with the ground
or large objects, will dooverall orbody damage. Thisdamage isdonenottoany
Barticular area of the body, but to the character s total Hit Point value. All Body

amage is cumulative, and the damage effects table has a listing of what
happens when various levels of body damage are done. This type of damage
represents c%ross physical abuse. Some types of attacks may even produce both
located and body damage.

4.42: Alternative Dama%e Rolling

Certain types of attack roll damage slightly differently from normal attacks.
Specifically, highly technological weapons and most magical or energy based attacks
(all attacks not dependent on human physical strength for damage) roll damage using
the high die of the two 10 sided dice instead of the lower die. In addition, these attacks
do’ not do critical damage so that their maximum effect is always 100% of their MD
value.

4.5: CRITICAL HITS & MISSES

Sometimesa Eerson may strike a particularly good orbad blow. If, when rolling
his attack on 1D100, the character gets a natural roll o? 5 or less, not counting modifiers,
it is considered a fumble, or critical miss If, when rolling damage with 2D10, the two
numbers rolled match, it is considered a critical hit.

4.51: Critical Misses

A fumble is a particularly badly executed blow, and when a character fumbles
you should consult the appropriate fumble table to see what the result is. Using these
tables you roll 1D100 plus the character’s SR with the weapon he is using, unmodified
for AP to determine the result of the fumble. There are separate tables for hand to hand
and missile weapons..

better is needed when aiming for the
head Gordisagrollsa51for47which
misses because 61 0or better (50+4 for
his minus to hit} is needed to him hit
when aiming for the abdomen
Gordisag Round 3 same as 2
Stanisar Round 3 same as 2
Results Round 3 Stanisar rolls a
94414 for a total of 105. This gives
him a successful hit in the Head. be-
cause heisoverwellover91 Herolls
a5and a6 fordamage doing 12 points regucec to
8forarmor Thisis 1x damage. so Stanisar rolls for
sub-location. getting a 35+14 for a total of 49
indicating a mouth hit with an S result which would
basically be the loss of teeth and perhaps some lip
There are no additional results at 1x damage
except Gordisa probablﬁecan‘: speak anymore
Gordisag rolis a 68 which beatsthe 64 he needs to
hit and Stanisar chooses to take the hit in the Left
Arm He rolls a 2 and a 8 for damage and does 4
points of damage which is absorbed by Stanisar’'s
armor.
Gordisag Round 4  same as round 2
Stanisar Round 4: same as round 2.
Results Round 4: Stanisar rolis a 84~ 14 for
atotal of 98. hitting inthe Head Herollsa3anda
6fordamage. doing 4 points after armor. shortof 1x
damage (adding in the previous blow) by € points
Gordisag rolls a 82 to make a successful hitin the
Abdomen. For damage herollsad4 andad. a
critical hit where the dice add together for atotal of
12 points of damage after armor. That's a serious
blow. but just under 1x damage.
Gordisag Round 5: same as round 2
Stanisar Round 5 same as round 2.
Results Round 5 Stanisar rolls a 65+ 14 for
atotalof 79 hitting inthe Right Amm. He rolisa7 and
a 9 for damage. doing 13 points after armor. just
over the 12 points Gordisag has inthat area. This
yields an | result. Gordisag must roll against his

Continued on page 23
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Advanced Rule: Biood Loss

Blood loss can be handled fairly simply. I
awound is taken and not adequatly treated. it will
bieed. Tt;\e rmedc;;’e blood Iosmlsdbased on the
weapon type an amount of damage taken.
Blood loss is represented as overall bgdy dam-
age, with HP subtracted from the character's
overa! E:s blood loss per CR ;Dama

ic perCRis etaken

in ma/X;( ;o;;rlté%gv;eapons ;7-3 h?r P%i‘nt
weapons X=5. weapons X=3. Note that
if the chart indicates an A result. that
takes precedence. Wounds of less than 1/10th of
area HP will not bleed enough to worry about.
With appropriate equipment (tourniquets. ban-
dages, sutures) and skills (Arrest Bleeding) biood
loss can be stopped and wounds patched up.

Advanced Rule: Effects of Pain

Wounds alsocause pain. Whenacharac-
tertakes damage he must roll within his Resistence
skill or Aptitude or he will lose AP off of his total
each round equal to the number of points of
damage taken times 3 as a result of pain. falimb
is wounded and is in use the AP lost because of
that wound is doubled. Thus. if a character was
shatinthe leg for 8 points of damage he would lose
24 AP each round. or 48 if he attempted to stand
or walk. Overall damage is treated as a single
wound. Naturally. this may involve a bit more
bookee prér(\{g than you like. so the rule may be
considered optional.

Advanced Rule: Long Term Damage
 Evenmagicallyhealedwoundsleavescars
and littie reminders. Old wounds. especially seri-
ous ones. should be kept track of. and might yield
a little stiffness. or even a few points off of an
ropriate characteristic. as the GM determines
<] ap;é?nata. Ingeneral. the effect should be
loss of of an appropriate characteristic for a
healed wound which reached 1x damage. 4 if it
reached 2x damage. 8 ifitreached 3x damage and
16 if it reached 4x damage and the character still
somehow managed to live. If the wound was
healed magically rather than through surgery or
the natural healing process those effects are
halved. For example. a severed leg reattached
with the spell Reattach Limb should still cost 4 off
of AGI for that character.

Advanced Rule: Single Biow Damage

. A recommended variant which requires a
litle more adjustment concerns the difference
between cumulative blows and single-instance
effects of damage. A simple application of this
conceptis that exceam when dealing with immobi-
lized targets. the B. S. P and

resutts should not take effect unless
they are reached with a single blow.
Cumulative damage in an areawhich
does notachieve one of those results
ina single blow should be subtracted
from the area for purposes of healing
and for overall hit points to represent
blood loss and trauma. and it can
result in incapacitation él)‘ uncon-
sciousness (U) or delayed death (¥).
This represents the fact that in the
midst of combat not all biows are
likelyto land inthe same spot. even if
they land in the same area. If a
character hits the area he is aiming at he may
make an additonal roli within his Attack Skill Rat-
ing on 1D100 to see if he can hit the exact same
spot. in which case the damage in that area is
cumulative for all effects. This makes combat a
little less lnstal?ﬂy deadly. but preserves the ad-

vartage of ski

o Effect . NoE _
Trip, lose 5x Size AP - Break Weapon
‘Break Weapon i Strike Comrade St :
Drop Weapon, 90 Trip,Jose 5 x Size APl : Trip, fose Sx Size AP .+
trike Comrade . Drop Weapon, 80 AP Strike Sel, 1/2MD .~ <
" Strike Seff, 1/2MD . Strike Se¥f, 1/2MD " Limb Stunned, AP to use x 2

4.52: Critical Hits

A critical hit is somewhat simpler, indicating a superior, exceptionally good
blow. When doubles are rolled, instead of taking the lower roll to find damage (there
isn’tone), you add the two rolls together and use that number as if it were yourroll. This
can potentially yield double normal maximum damage. This increased damage also
counts in determining stun damage if you are using it.

4.6: EFFECTS OF DAMAGE
Weapons do nasty things to people they hit. This is why they exist. Just what
a weapon does depends on several factors, including where it hits the target, the force

of the blow and the type of weapon.

4.61: Hit Point Distribution

Each part of the body has a certain percentage of the total body HE. When a
character is being set-up these percentages can be calculated, but they need not be until
the character is actually hit. There are 19 basic body areas, though some of these come
in pairs. The HP in the area, as determined from a percentage of the character’s total HP
are very important in determining the effects of damage.

On the Damage Effects Chart there are five columns marked for 1 through 5
times damage (1xD - 5xD). These indicate multiples of the hit points for the body areas.
Effects are listed in columns by single letter designations. The effects are broken down
by Club, Edge and Point damage distinctions, indicating the type of damage which does
that effect at that particular damage multiple in that area. Thus, there are three letters
at each multiple for each area. The order is always C/E/P. So, if a character had 5 HP
in the Right Upper Arm and took 5 HP damage zrom a club weapon, he would be at 1
times damage and have a I result. At2 times damage it would be a Bresult. At4 times
damage it would be a S result.

The table provided below gives the various body areas for humans, their HP
distribution and all the various effects possible with different levels of damage.

DAMAGE EFFECTS : L o el
LOC - SDM %HP 1xD 2xD 3xD 4xD  5xD
Mead 642 15% UUU UD3 DDD DDD DDD
Neck - 532 15% UU- P51t DDs DDD DDD
Hands . 321 10% W - BAl ASI SSS S8SS
Arms - 321 20% I~ BAI AS| 'SSS SSS
Chest . 531 40% UWU1 P35 3DD 60D  DDD
Abdomen - 542 30% U1 P42 573 DD8 DDD
“legs 421 .30% W BAl AS| . 888 8SS
Feet i . 321 15% f BAI AS| SSS SSS
TJall i 324 20% W BAl ASI SSS 88§
Overai 632 100% UU1 P35 30D DDD DDD

4.62: Results of Damage

The different letter designations found on the chart above should be explained
briefly here. -: No effect. U: Wound causes unconsciousness, unless character can roll
within (3CON - HP of Damage in Area)% to remain conscious. I: Area incapacitated,
roll within (3WIL - HP of Damage in Area)% to use. D: Character dies, on the spot. S:
Limb is severed, totally useless, partially attached but unretrievable, no special bleed-
ing result. B: Limb is broken, may not be used until healed. P: Character is paralyzed
in that area of the body and all areas below it. A: Severed artery, rapid blood loss, loss




of (1 x Area HP) per CR from overall HR #s 1-9: Serious internal damage,
character dies in CON/# minutes if not given serious immediate medical
attention. Note that if damage in an area proceeds past one times damage or two
times damage, the effects of the lower damage multiples still count, so if a
person takes 5 times club damage in the Chest he gets U from 1x, P from 2x and
a #3 from 3x damage. Multiple woundsin a given area are additive, even when
they are of different types of damage. In mixed damage the gamemaster should
decide which would predominate, or he can mix results.

Such things.as incapacitation and some of the other results should be inter-
preted by the gamemaster in a way appropriate to the area in question, with added
effects like hindered mobility or vision as seems called for. As a general rule an
Incapacitation result should double the AP cost of any use of that part of the body. If
that extra cost is not paid a DEX x 3 or AGI x 3 roll should be made to be able to use the
limb at all, even to remain standing or hold an object.

4.63: The Healing Process

Damage regenerates at a rate of 1/10 of HP (rounded up) restored to a
character’s overall HP per day. If the character has taken overall damage this is applied
to that directly. Inaddition, the same amount is divided between wounds on other areas
of the bod‘y.'l proportionally to the percentage of HP that area would normally have.
Thus, if a character had 37 HP he would regenerate 4 per day, which would be 4 overall
per day, 2 in the Chest, 1 in the Abdomen, etc.

4.7: ARMOR & SHIELDS

Armor is invaluable in certain styles of combat, as is the inevitable shield.
Armor is used to cover various parts of tg:e body and provides protection against a
variety of forms of damage. Shields perform a similar function, but are a bit more
mobile. Both are somewhat encumbering.

4.71: Armor

Several types of armor are available, from the thinnest leather to the sturdiest
plate. Most real armor will be a mixture of these forms to fit the function desired by the
character. Armor has three characteristics. These are Deflection Value (DV), Absorp-
tion Value (AV) and Encumbrance (AP cost). DV is an amount which a person wearing
that armor adds to his defense SR against Club, Edge and Point attacks. There is a
separate DV listed for each armor type for C, E & P type weapons. If a character had a
defense SR of 32 including his defensive skills and Chainmail (DV7/8/6), his defense
SR would become 37/38/36 with the DV. AV is an amount by which armor reduces the
damage of every blow striking the areas it covers. The reduction is broken down by
weapon type. In addition to the CEP values AV also has an A value indicating the
amount it absorbs from the Stun/ AP damage of a blow striking the area it covers. Ifa
sword blow struck a person wearing Chainmail, it would have its damage (after rolling)
reduced by 5 and its AP damage reduced by 10. The AP cost of armor is as given, and
is a reduction of the character’s total AP each round that he is wearing that armor. The
areas which armor covers are indicated by type on the Damage Effects Chart. Other
characteristics are on the Armor Characteristics chart. If a character has an armor type
and itdoes not covera given area, that area will be covered by the nextbest type of armor
in a full suit of that type, so a character with Light Plate would have Scale in the hands
and thighs. Special armor combinations can be made, but these are the standard
designs. Armor may be bought to wear under other armor. In such a case, the AP cost
istotalled, the DV is that of the outer suit, and the AV is totalled. However,armor cannot
be combined if the total AV against Club totals more than 5. If this limitation is violated,
the armor is too restricting and the character will have trouble moving.

 AV(CEPA) AP
2BH0 4

Light Plate
_Heavy Piate
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Continued from page 21

DEXx3 minus the 1 points over 1xin
theareatoavoiddropping hisweapon
from his numbed hand He needs a
38androlisan82.dropping hissword.
At the same time. Gordisag rolled a
24 on his attack and missed com-
pletely. .
GordisagRound5:Havingdropped

his sword. Gordisag has to defend
himself madly with his shield. Since he's right
handedand his righthandis now only 33% effective
he'sin serious trouble. basically just fighting for his
lfe. This round he will spend al! of his AP on
increasing his Defensive SR 10 1.64 times his basic
SR of 29."a total of 48 plus 4 for armor to 52

Stanisar Round 5 Stanisar realizes the
situation Gordisag is in. so he moves in for the kili
He doesn't spend any AP on self-defense. drop-
ping his DR1o his APT of 15 plus 4 for DV'to a total
of 19. He spends 60 AP on his attack. 20 plus 20
extra on Attack SR and 20 extra on damage for an
Attack SR of 70 and a damage of 24. aiming for the
Head where Gordisag is already wounde

Results Round 5. Stanisar is now plus 18
and rolls a 89+ 18 for a total of 107. allowing himto
hit the Head with ease. Herollsa5anda 10for 8
goints ofdamage after armor. Added tothe 8 points

e already did in that area Gordisag has taken a

total of 16 inthe face. Thisis 2xdamage. giving him
aSresutt Inaddition. Stanisar sub-locates. rolling
a77+18toblindGordisaginthe righteye Gordnsaﬁ
takes no attack this round. but must make a ro
against CONtoremain conscious Thisisat-11 for
the points over 1x in the Head. He needs torolla
49 or less and rolis a 87 He falls unconscious In
addition because of his Head wound he is going to
die in CON/5=4 minutes o

Conclusion. Stanisar. being merciful. binds
Gordisag's face wound. He is quite skiied at this
and effectively reduces the damage to 8 points
which is omr 1x damage so Gordisag will live
Stanisar hauls the unconscious thug outto a healer
and makes a quick ext after getting his own wound
tended to. Chances are that Gordisag has only
limited monetary resources. so he'll probably re-
main blind in one eye with a hideously scarred lip
Stanisar will probably have to kill himthe nexttime
they meet.

Advamced Rule: Damage to Armor

Normally. when armor stops damage it
also takes damage When the armor in a given
areais hitand that blow penetrates the armor and
does damage to the target the AV of that armor in
that area of the body is reduced by 1 against all
future attacks. It it is penetrated again it ioses a
point again. With edge and point weapons blows
which do not penetrate the armor do
no appreciabledamagetoit Blows
from club weapons damage armor
at one point per blow regardiess of
whether they penetrateor not Dam-
age of less than half the AV value of
a piece of armor can generally be
repaired fairly easig' by a good ar-
morer. For minor damage of 2 or
fewer points in an arearepair can be
carried out by a character who is
familiar with his armor and has the
time to work on it. Repairs of this
sort usually take about 3000 AP per
point repaired
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Player Note: Armor

Players may notrealize
it right away, but the way armor is
handled in Ysgarth makes it a lit-

eral godsend for the character who
can't afford to be omnicompetent
in every refinement of combat skill.
Just a little bit of armor can make
the difference between a blow that
hits and a blow that misses and a
blow that is fatal and a blow.that is

merely anngj'n&

. For the more experienced charac-
fer armor is still valuable, but eventually skills
and training can make less essential. The
beginning character should buy the best ar-
mor he can afford (in price and AP cost), and
let the armor be his protection until he can do
&s well or better with skills.

There does come a break point for
many characters where the AP cost of armor
is more penalty than it is worth. To a large
extent this depends on the character in ques-
tion. For a character who does a lot of
damage and isn't strong on defense excellent
armor may be worth the loss of one action a
round. For the character who relies on speed
and finess even a few points of AP lost may
not prove worthwhile.

Don't overlook armor. Beg, bor-
row or steal to get the bet and most appropri-
ate armor you can.

Player Note: Shields

) Many players overlook the value
of shields in searching for skills which may be
¢l r in AP or easier to learn because of
contribution. What you have to remember
about shields is that they are both a method of
deflecting attacks and a method of absorbing
damage. And unlike armor they can be posi-
gon over particularly vulnerable parts of the

0dy.

The time when a shield really
comes through for you is when your opponent
gets a marginal hit. When that happens, you
can redirect his blow into your shield, e!?;c
tively blocking it. The additional AV of the
shield can take a crushin? blow and make it
into something you can at least live with. And
that much is possible without even having
much skill with your shield. Once you startto
learn some skill with your shield you can block
blows actively and use it for general defense.
Don't miss out. There's a reason why virtually
every society invented the shield almost as
soon as they became warlike.

Note that against flame or similar types of damage armor absorbs
damage at half of the value against club damage, rounded down, and of
course, armor has no DV at all against energy or flame attacks.

4.72: Armor Coverage
Because of physical limitations armor can not be of uniform stren§1h

and thickness or even materials over all parts of the body. Most forms of full
body armor are actually combinations of different types of armor or armor
which is adapted and modified fo provide joints and flexible areas for movement.

An easy way to determine how heavily armored a given part of the body can
be is by the Hif Point percentage in that area. Basically divide the HP percentage for
eachareaby 5and adcﬁ to determine the maximum AV that area can have covering it.
Thus, the Right Chest could have up to7 AV, while the Face could never have more than
3 AV. The AV value used is always the middle of the three values (not counting the
value for AP absorption) when determining this coverage. This system works because
of a natural correspondence between need for movement or access and the ability ofan
area to absorb damage.

How this limitation functions for the individual character is up to the player.
It can represent thinner armor or segmented armor, or a combination of types of armor,
such as some plate chain over armor which is mostly leather. In all circumstances the
AV stats are always those of the armor covering the area and the DV stats are those of
the armor covering the largest total percentage of the body by HP distribution (if you
want to bother to worry about this). The AP cost of the armor is always that of the most

encumbering type used.

4.73: Shields . ‘
Shields provide a defensive function similar to armor, but also can be trained

with as a defensive skill. Shields provide additional AV for those areas of the body
specifically covered by the shield. Defensive value is based on skill with the shield. If
the shield is in normal position, the AV of the shield is added to that of any armor in
the areas covered. The areas where a shield automatically adds to the AV areindicated
under the Area heading on the table below, as is the AV value of the shield.

The tricky thing about shields is that they can be moved to cover different areas
of the body. On the table below each shield has a percentage value listed for Cover. This
indicates how large an area of the body can be protected with the AV of that shield in
addition to the standard areas. This percentage indicates area in HP percentage. Any
number of adjacent areas may be covered as longas their total HP percentage is less than
the value for that shield. For example, a round shield can cover anything up to 50%.
Since the chest is 40% it could cover the chest in addition to the left hand and arm, but
with only 10% left over no other areas would fit under the shield. The Legion shield,
however can cover 150% which might include chest, abdomen, both legs and one foot,
for a total of 145 percentage points.

If a character wants his shield to cover more of his body than what is listed
under Area, he must use his skill with the shield. To assume a defensive coverage he
must pay the AP Cost of the shield when a position is assumed or changed, and he must
make a successful skill roll with the shield at FAC 3.

The value of a shield for defense is dependent on a character’s skill with the
shield, which adds to defense SR as indicated in the combat skill section. Note that only
half of a character’s SL count when using a shield against missile weapons. The AP cost
of shields varies based on the particular shield in question and can be found in the skill
section. Also provided there are the SP cost and other relevant stats of particular

shields.

Novice Rule: Shields

The shield rules can be com-
plicatedand offer many different meth-
ods of usage. For novices you should
probably treat shields as a defensive
skill and allow them AV for the areas
automatically covered. but ignore spe-
cial placement and other characteris-
tics of shields.

' SHIELD CHARACTERISTICS
- Buckler = LH A
E LHLA G B0%
i LHLA 100%
“ileglon o LHLA 1 150%




4.8: SPECIAL ACTIONS AND COSTS

Combat isa time for fast thinking and improvisation. Characters may also want
to setup and make special and unusual actions. Some of these are gone over here so that
the gamemaster will have a basic idea of what to expect and how to deal with it.

4.81: Common Actions

It is important to know how many AP certain actions cost. Getting up when
prone costs Size x 2 AP Crawling moves the character at Movement/2 for the same 10
AP Cost as walking movement. Drawing a weapon for the first time costs AP Cost/2
AP Cocking a crossbow costs the full AP cost in addition to the normal AP cost. For
other missile weapons loading AP cost part of the basic cost.

4.82: Special Attack Options

There are many more tactics possible in combat than just hitting the opponent.
These include unbalancing, disarming, immobilizing and many other types of attacks.
Most of these are resolved using the ‘Special’ table on the combat chart.

4.821: Unbalancing Attacks

Unbalancing attacks are made like normal attacks, using the character’s SL of
the Attack skill with a weapon and his Attack Skill Rating against the foe’s defense SR.
The attack is rolled on the Special Attacks combat table. If the result on that table is a
multiplier, in the case of a standard weapon unbalancing attack, that is the amount by
which the target’s AGI is multiplied to determine the amount which he must roll within
to avoid being unbalanced. A character may spend AP at a rate of Size + 5 AP per
increment to increase that multiplier by a factor of up to 3. The WOU result indicates
a randomly located wound for half damage instead of a successful unbalance.

A charge or tackle costs 50 AP for the attacker. It is rolled as above, but if it is
successful the attacker does his DC + Size in real overall damage and 3 times thatin AP
divided by the number result on the table. If a WOU result is achieved the overall
damage is halved and the AP damage is negated. The attacker also takes 3 times the
target’s Size in AP damage himself.

A grapple does overall damage of up to the attacker’s DC, with 3 times that in
AF, modified by the same factors and rolled on the same table as noted above. Breaking
a grapple costs 30 AP and allows the breaker to make a comparative roll against his
opponent, bothrolling STR + 1D20, with abreak occurring if the defender has the higher
total. Once a grapple has been established, the attacker halves his AP cost for
subsequent continuation of that grappling.

A throw does overall MD to the victim of attacker’s DC plus 2 times the
defender’s Size. AP damage is 5 times this. The Special chart is used with modification
as noted above.

Ifa characterfalls from a height, he takes an overall MD based on heightin yards
and his Size. Overall real damage is ((Height x Size)/2) - 8. AP damage is 10 times that.

4.822: Disarming Attacks

Disarmingattacks are also possible. A character mayrollanattack totryto grab
orimmobilize an enemy with his hand or a weapon. To do this he uses the Special attack
table. If he hits, the multiplier is used to determine how many times the target’s STR he
must roll within to retain his weapon. If the weapon is dropped it takes 50 + 3Size AP
for the target to retrieve it.

4.823: Immobilizing Attacks

In an immobilizing attack, one of the normal attack tables is used and
the area hit may be immobi%ized. The degree to which it isimmobilized is found
by rolling on the Special attack table, adding 3 times the attacker’s STR and
subtracting 3 times the defender’s STR. The resulting multiplier indicates the
amount by which the AP Cost of any actions with that area of the body is
multiplied. For example, with a 3 times multiplier a blow with a sword which
would normally cost 20 AP would cost 60. After the initial immobilization, in
each subsequent round a roll is made to continue the effect on the Special
column of the combat table. If the result is a miss the hold is broken and if the
attacker wants to reestablish it he will have to roll another fresh attack.

Advanced Rule: Custom Weapons
It 1s generally assumed that a character
will be using a weapon which. of its type. is made
in proportion to his size and ability. But in some
cases custom designed larger weapons may be
desired
Most weapons break down into four clas-
sifications of size which can be identified by their
damage For example. among edged weapons
ou have Dagger (MD7). Short Sword (MD8)
road Sword @DQ) Bastard Sword (MD10) and
reat Sword LMD”) There is a
direct relationship between the size
of aweapon and the AP cost to use
it. The AP cost of a weapon is
generally (&xMD)+4. A character
may have a larger than normal
weapon made for him and treat itas
if it were a smaller weapon as long
as he pays the aﬁpropnaie AP cost
and as long as the weapon is pro-
portional to his bodg size. The
amount by whichtheMD ofaweapon
may be increased or decreased is
equalto (Size- 13)/3rounded down
Thus a character with a size of 16
could use a Broad Sword as if it
were a Short Sword and a character with a size of
10 would be forced to use a Short Sword as if it
were a Broad Sword. It is not possible for a
character to weild a weapon whose MD is greater
than his Damage Ciass.
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Gamemaster Note:
Running Combat
While you may only
have occasional combat situations
in your campaign, when the do
come up how you handie them is
of particular important because
more than any otnher situaﬁom
can mean the sudden life or
of the players' characters.
Because Ysgarth is afairly realis-
tic game system combat can be quite lethal if
characters are taken unaware or are poorly
prepared because their player is unfamiliar
with the system. However, the rules are very
flexible and once players are more familiar
with them there are ways to survive and avoid

combat Butto getto the wh
0 int where play-
ers willfeel confident going 532 some comb);t
situations the gamemaster has to help out a
littie bit. This does not mean it is a good idea
fo fudge combat results for inexperienced or
incompetent players to keep their characters
alive. Character death is part of roleplaying,
and if a character dies that may help teach a
w« something useful the next time around.
r let characters die randomly for little or
no reason, but going into combat ill-prepared
or bravely facing death against unbeatable
odds are vevu%good reasons to die.
at you can and should do is
make sure that players are informed about the
deadliness of combat and have a very good
idea what the situation they're going to face is
like while they still have a chance to avoid it.
You can give players advice on how best to
set ura their characters (presumably you're
more familiar with the rules than they areg, and
even suggest useful combat strategies. This
probably shouldn't be done with more experi-
enced players, but for beginners it's a good
idea. Ifyou're playing in the standard Ysgarth
campaign and a beginner comes to you armed
with a dagger and wearing leather armor, you
might point out that in Ysgarth people wear
armor, and no matter how high his AP and
Defensive SR are going to be, he's not going
to be able to damage someone with good
armor and one good blow from a large weapon
is going to split him in two.

Novice Rule: Special Actions
There's no hard and fast rule
on how to deal with these for novices.
but in general. the less you use of
anything in this section the simpler
things will be for the novice player.

2O

4.824: Distracting Attacks

A distracting attack is designed to negate the defensive ability of an
opponent by using a distracting weapon or other attack to force him to tie up
a defensive weapon or divert part of his defending ability from dealin% with
the primary attack. In making a distracting attack the attacker spends the AP
cost for the weapon and his SR with Disarming for that weapon is used on the
Special combat table, modified for the Defense SR of his target. The resulting multiplier
is used to multiply the attacker’s SL with Disarming to determine the number of AP
which the defender loses because of the distracting attack. The defender can choose not
to lose those AP, but then the attacker’s complete SR with disarming is subtracted from
the defensive SR of the target for that round.

4.825: Shield Bashing

Also worth considering is the shield bash, which is essentially an attack with
a defensive tool, as outlined in the combat skill section. The Shield Bash is part of a
group of attacks designed to make combat more difficult for an opponent. The shield
is particularly well suited to this. Eachshield has adamage and a cost listed for this type

of use.

4.83: Subduing Attacks

Two main attack options aside from crippling blows, are available for those
who wish only to subdue an opponent. These are the Stunning Attack and the
Unconsciousness Attack.

4.831: Stunning Attacks
A Stunning Attack is just like a normal attack, but the character declares that he

intends to stun beforehand and when he hits he does half normal damage and when AP
damage is calculated the Stun Damage Modifier is doubled, while AP damage is still
based on what the real damage would have been if the blow had not been pulled.

4.832: Unconsciousness Attacks

An Unconsciousness Attack requires a hit to an area where a U result is possible
with the type of weapon used. Again, the real damage is halved, but for determining
results the damage is treated as double, up to the point where it achieves a U result.
Thus, a character might do 16 points of damage, which would count as 8 real damage,
but as 32 for determining whether he knocked out the target. If the attack hits an area
where the U result is not possible with the type of weapon used then the real damage
is still halved. Multiple blows of this sort are never cumulative. A character must be
knocked out with a single blow.

4.84: Handedness and Multiple Weapon Use

Most characters will use a weapon in their favored hand. 85% of the time this
will be the right hand. 1f a weapon is in the unfavored /left hand, DC is reduced by 25%
and Aptitude for skills does not count when that weapon is used.

A charactér might wish to use two weapons at the same time. The same
modifications apply to the second weapon in such a case. In both cases AP cost stays
normal for the second weapon.

Another option is to use a one-handed weapon in two hands. Basic AP cost can
be paid once with each hand and it counts as if it were paid three times with one hand,
sothat DC, Attack Skill Rating or defense SR are increased 100%. Any increases beyond
that must be paid for at the normal rate. This is because each hand gets one free level
of each effect at base cost, and those first payments can be combined if both hands are
combined. Using a Broadsword in 1 hand would cost 72 AP for double
damage, but with two hands double damage would cost only 48 AP Remem-
ber that extra levels of skill can compensate for reductions suffered with the
second hand. A popular tactic is to learn one weapon for defense and another
for attack. )

The flip side of this is to use a two handed weapon with one
hand. When used in the right hand it is treated as the left hand. When used
in the left hand, the DC penalty is doubled.
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4.85: Default Combat Status
For general reference, characters who do not spend AP for attack have no
Attack Skill Rating. Characters who do not spend AP for some form of defense have no
defense SR, exceptarmor DV. Defense SR may be increased for terrain and cover by the
tg;memaster. If you wish to execute an immobile person, you can save up AP and devote
em all to damage and aiming and assure sufficient location and destruction. Remem-
ber that AP can be borrowed on limited terms from previous and upcoming rounds in
as is detailed in the AP section. On the whole, the gamemaster should use the basic
systems outlined here to adjust and deal with whatever situations arise. If the basic
ideas are preserved, any situation should be manageable.

4.9: Mass Combat & Maneuvering
. It may often happen that a character gets involved in a fight where he
is surrounded, outnumbered or out maneuvered. This may mean that
opponents can attack him from the side or the rear, or can attack him with a
5\eaneral advantage. Thebasic rule in these situations is that generally no more
n four people can get into a position to attack a single opponent simulta-
neously, though this number may be higher with particularly large characters.
A character’s Defensive SR against one opponent also counts against
others, but the more there are the thinner it is once spread around. His total
Defense SR is equal to the starting Defense SR times the number of opponents
minus 25% for two opponents, -50% for three opponents and -100% for four
opponents. The adjusted total can be divided between the opponents any way
the defending character likes, so long as no single foe faces more than his starting
Defense SR or less than 0. For example, facing 4 foes he would be working with 300%
of his Defense SR. He could choose to have 100% against 3 of them and no Defense SR
aﬁamst 1, or 100% against 2 and 50% against 2, or any variational distribution he
chooses

In addition attacks taken against opponents under such circumstances are
reduced. The total Attack SR of an attack against one opponent in a group is reduced
by the same amount that the character’s Defense SR is reduced against that opponent.

To a large extent this system represents facing and positioning. The larger the
percentage reduction the less well a character can see or reacfn that particular opponent.
A reduction of Defense SR by 50% or more probably means the opponent in question
is behind the character, for example.
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Payer Note:
Combat Strategies
When gou gointocom-

bat, keep in mind that there are
many things you can do besides
chop away at the foe with a sword.

To start with, there are
a wide variety of weapon skills
available. Some of those weap-
ons have distinct advantages and
disadvantages, or at least very
different characteristics fromt he standard
popular weapons. How they're deisgned in
the rules is pretty well balanced, so no one
weapon is going to be much better overall
than any other, but some may be particularly
well suited to a specific style of combat.

There are also many options for
defense. Don't forget that in addition to the
obvious weapon parry skills there are shields
which can be very effective for defense and
the Dodge skill which is helpful in both missile
and hand to hand combat. One of the most
likely ways to survive combat is to not get hit.
Theore and better your defensive skils the
less likely you are to get hit. Failingthat, don't
forget about armor.

Onceyou're in combat, think about
all the things you can do to give yourself an
advantage. Teaming up on opponents, at-
tempting disarming or unbalancing attacks,
strikingto stun or distract. All ofthese options
may not occur to you immediately, but they
can give Zou the edge you need to succeed
with a subsequent conventional attack.

And remember you don't even
have to try to kill every foe you meet uF with.
It can often be advantageous to merely sub-
due an enemy. Dead men tell notales, and in
manz situations having a live enemy prisoner
is a big help.

It's true that you will frequently fall
back on certain standard combat techniques,
but when you're thinking out your general
strategies for different possible combat situa-
tions, keep the unusual and unexpected op-
tions in mind.




Leuctar the Pyromancer
. Inthe examples for the follow-
ing sections of the rules we will need a
character who is rather different from
Stanisar. For this purpose we will be
using his young nephew Leuctar. an
apprentice in the Pyromancer's Guild
in the city of Tibrum.

iven here are Leuctar's basic
and secondary characteristics. Re-
memberthat Leuctar isastraight mage.

not a priest. but many of the aspects
ilustrated here would also hold true for
priestly characters.

Leuctar the mancer

APP:15  INT: 17 CON: 16
CHA:11  JUD:14 STR 16
ZEA2 WL12 DX
SOC:13  TAL:20  AGI 10
Size: 13 Height: 55' Weight 165
DC:15  AP:69 HP:

FP: 60 MP:200  WP:60
SSP:205 MSP:191 PSP. 108

If Leuctar were a priest instead of a mage
only a coupie of changes would need to be made.
You would probably switch his TAL and his ZEA
resulting in fewer Menta! SP and more Social SP
He would then have 60 MP based on Zeal. Note
thatwith TAL his MP regenerate at 10?erdagwme
with Zeal they would regenerate at /7 per hour of
praying. Otherwise he would be pretty much the
same uniessthe player wanted himto have a higher
CHA for preaching or something along those lines.

. Leuctar is/Aetruvian. so he will choose the
following skill benefits:

-1 Teaching

-1 Research

-1 History

} Short Sv/gdAnack

-tonany 1 uage

He has chosenr? ;hag standard Elemental
Ma%pad(age of professional skill benefits. select-
ing from those:

-1on Firetravel

-1 0n Firesight

-10n Wrting
. Forhis 5 points of personal skill benefits he
is going to take:

-1.0n Somatic (total -2)

-1.0n Resonance (total -2)

-20n Mana Gathering

-1on Mana Shield

_ This selection of skill benefits should set

him up pretty well for most of the things he needs to
beabletodo. He's even gota benefit ona combat
skill for those times when a spell won't do the job
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V: SPELLCRAFT

This section examines and provides mechanics for magic and paranormal
powers in fantasy worlds like Ysgarth. The system is very detailed with a number of
significant sub-systems, but the basic concepts are simple and follow logical patterns
found in the fantasy and legend.

In Ysgarth magic has the potential to be quite powerful, depending on the
situation, the skill of the caster and the limitations which the gamemaster chooses to set
in his campaign. The basic system mechanics, if allowed to run free, put only limited
checks on magical power. Rather than imposing arbitrary rules to solve the problems
endemic in a magical world, many of the restrictions in this system have been placed
in the social context of magic. The gamemaster should be aware that the circumstances
in which magic is used are extremely important and that the system will not function
ideally without the intended social structure and limitations or your own practical
alternative. More depth on the social aspects of magic in the specific world background
is provided later and in the third book.

The following sections give the bare mechanics for magic, accompanied by a
lengthy spell list, special sub-systems and the basics of the societal background
mentioned above. Note that when mages are referred to in this section most of the time
the same rules and restrictions also apply to priests. The methods of casting (sjpells are
pretty much the same for mages and priests. Only the sources of power are different.

The system is intended to be versatile and can be adjusted in its level of power

and complexity to suit the type of campaign you want.

5.1: THE SOURCES OF POWER
On the most basic level magic has its source in Mana. Mana can be

thought of as particles of energy which permeate the universe in varying
intensities of concentration. W%ile there is Mana everywhere, it has natural
patterns of flow and attraction, and under the right conditions it can be
manipulated and employed. Spirits, including the human spirit, naturally
accumulate Mana and persons with the proper skills can make use of that
Mana to circumvent the supposed rules of nature. Mana provides energy
which can be applied to any function if the user knows the proper mechanics to do so,
but while it operates under its own set of rules, the phenomena it makes possible often
transcend nature or normal human ability.

Under normal circumstances a person’s awareness of and innate ability to
work with Mana is based on his Talent (TAL). The higher a person’s TAL is, the more
he will attract Mana (resulting in a higher number of Mana Points) and the more he will
be able to do with that Mana (as is seen with many of the skills and spells). The average
person has a relatively low TAL, perhaps in the 3-5 range. Mage craft demands a high
TAL and mages are selected and trained with this in mind so they will tend to have
unusually high TAL. TAL also determines a person’s resistance to many forms of
magic, so common people are often at the mercy of mages because their TAL is
untrained and naturally lower. Every person who has a TAL of one or more has Mana
and can theoretically cast magic. How well and how long he can perform depends on
how much Mana he has and those with low TAL do not make really good mages, though
those who are mediocre in TAL can often do well with skillful use of low-power magic.
Asmagicis performed Mana is expended based on thespells or skills used and it returns
at a rate appropriate to the spell caster’s skills and TAL.

The nature of spells is to channel the energy of a certain amount of Mana to
achieve a specific result or effect. How powerful the spell is depends to a large extent
on the amount of mana which it consumes, though very subtle and useful effects can
be achieved at fairly low cost. Spells work like a mold, taking the raw energy of Mana
and fitting it into a specific form which is memorized by the mage and imposed on the
Mana through the force of his will. This leads to some risk if the mage is not properly
trained or prepared, or if he is just careless. Mana is energy, and as such it can be
dangerous and the results of even a moment’s carelessness can be death.

While the mage uses Mana drawn from an internal source, priests use Mana
which comes from an external source. The exact nature of deities may be open to

hilosophical debate, they function as powerful sources of mana which can be accessed
through faith and ritual. The characteristic ZEA determines their capacity to hold mana
(in the form of Mana Points) and their skills and special services performed for their god
determine the rate at which they regenerate their mana. In most other aspects priestly
spell casting is similar common forms of magic, though the type of spells which




available to a priest is defined by the nature of his god. It should alsobe noticed
thatshould a priest fall intodisfavorand earn the wrath of his deity he can easily
be stripped of most, if not all, of his power.

Mana and TAL also have some other specific functions. TAL deter-
mines tosome degree a person’s natural ability to sense concentrations of Mana
and there are a number of special skills which can refine this natural sense,
allowing a person to control and manipulate the flow of Mana in very special
ways. These skills are not spells, but they can augment a mage’s capabilities in
some very important ways, including magical protection and detection.

5.2: MAGICAL & SACRAL SKILLS

For both mages and priests skills are of paramount importance in working
magic. Skills determine how effective a spell is and how much mana a spell caster has
to work with. In fact, spells are skills themselves, though they are treated rather
differently in a later section.

The skills found in the N group on the skill list operate under the same general
system as other skills though they may have very special applications. They are used
to castspells and to aid the mage in providing power for his spells. In most cases a mage
must have both a Casting (N3) and an Empowering skill (N4) which work with the spell
l;(e)is casting when he castsa spell.. Allof these skills should be learned with Mental Skill

ints .

There are additional skills provided which may also help with magic, but it is

the Empowering and Casting skills which are of paramount importance.

5.21: SPECIAL TECHNICAL SKILLS

There are a number of highly specialized skills available to Priests and Mages.
Some of them can be found among the general skills in the 1000 range, but the most
useful are in the 2000 range, an area reserved mostly for skills learned only with Mental
Skill Points. In most societies opportunities to learn these very unusual skills will be
restricted. Information on the value and function of these skills can be found in their
descriptions. Some additional information on the use of general groups of these skills
is provided here.

5.22: SPELL CASTING SKILLS

These skills, numbered from 2131 to 2136 are required in order to cast a spell.
Any serious spell casting character should know at least one of these skills, though if a
character is casting a Charm he need not know any suchskill and is assumed tobe using
Ritual (2122). These skills are essentially techniques of formulating and expressing
spells so that they will have structure and produce the desired results. Each skill can
only be used with certain spells, depending on the three letter classification of the spell,
and additional SL with these skills will add to the character’s effective Activity Points
a set number of Spell Activity Points which function only in spell casting, essentially
speeding up his casting of particular spells when using one of these skills. The benefits
of Spell Casting Skills cannot be combined. Only one method may be employed at a
time. However, because some skills are restricted as to what spells they will work with,
it may be necessary to know and use more than one casting skill.

Each of these skills has an Aptitude given, based on characteristics of the spell
caster. The function of a Casting Skill is to add that APT value plus all SL of the skill as
the Skill Rating used when casting a spell with that skill. This Skill Rating can be further
modified by learning additional levels of a spell, and also for the difficulty of an
attempted casting.

5.23: EMPOWERING SKILLS

No character absolutely needs to have one of these skills, but they can be very
helpful. They are numbered from 2141 to 2147 They act to modify the Mana
Point Cost of spells with which they are used down to no lower than 50% of the
original cost, with the exact reduction based on the number of SL which the
character has. If a character knows no Empowering Skills he is assumed to be
using Resonance (2134) with no SL. Empowering Skills will only work with
particularspells, depending on the three letter classification of thespell. Unlike
Spell Casting Skills, the effects of Empowering Skills can often be combined, if
all the conditions of the skills involved are met and the spell caster has levels in
the skills he plans to use. For example, if a mage had hair from a person and
made an image of him, he could employ both the skills Relative (2133) and

Magical Skills

In addition to learning a variety
of other skills. Leuctar will wish t0
learn skills specifically relating to
magic. Aimost all of these are only
g\?nlable to be learned with Mental

As mentioned earlier he has al-
readytakencertainskill beneftswhich
will guide his choices in this area
There are certain other skills he may
alsoneed. Forexample.sinceheisa ﬁyromancer
he is likely to use some missile spells. This means
that a targetting skill will be very important.

Leuctar's selection of skills. including his
more mundane skills. might look like this:

Soclal Skills (205)
Skill ) SL CL FAC APT 3‘5

Cst

Teachin ¢t 14 5 100 2 1
Resear N4 3 110 4 16 8
Higtory C2 14 2 100 4 14 ¥
Writing c3 4 7 100 4 17§
LogScips €3 0 8 3 1 2 14 2
Mental Skills (191)
Skil Grp SB Cst SL CL FAC APT SR
Somaic N4 5 9 0 2 165
Resonance N4 1 6 5 0 4 16 -OW
MaraGatheringNs 2 5 4 1§ § -STA
ManaSheld N5 1 6 3 1 4 17 2
ManaSght NS O 7 2 1 2 20 %
(64 Menia! SP let)

ical Skills (108
;m %rp) SB Cst SL CL FAC APT SR
ShotSwordAtP2 4 4 7 0 1 17 X
Dodge P70 5 &8 0 1t 10 24
HandAmng Q4 0 5 8 0 2 17 3
As you can see. Leuctar is barely passable in

combat. has taken some difficult intellectual skills
and is moderately competent with them. and prob-
ably still needs to do some work on his magical
skils. He's at a base leve! of competence as a
mage. but not exactly accomplished. His 9 SL of
Somatic also give him 54 additional Spe!l AP Note
that he still has 64 Mental SP to spend on learning

spells.

Novice Rule: SQII Casting Skills
r novice players you may wish
to eliminate these skills and just
ive all novices a Skill Rating with
eir spells based ontheir SL of the
individualspeliswith DEX + (SLx10)
as their SR.

Novice Rule: Empowering Skills
To keep magic simple for novices

you can easily get awaY with just

not use empowering skills at all.
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l.nmuzs lis
n?tadeaﬂier,Lsuctarhassd
Mental SP ieft with which to learn some

spelis. Heisa r so he will
primarily be limited to Pyromancer
spells. As explained in section 13.2,
because Leuctar is a Joumeyman he is
limited to spells of Cost 12 or less un-
3ss his master has a special need for
him to know more difficult spelis. He
also has skill benefits on the spells
retrave! and Firesight, so those may
form the comerstones of his selection.
Note that because his skill with Somatic is so
mediocre he may have to work extra hard on being
skilled with the spells he knows. and limit his selec-
tion of spells as well. Leuctar's selection of spells is
given below:

o

?J CLSSB Cat SL CL NP AP SR
st QD1 7 2 0 R R B
Frizel GO 9 2 0 10 % X
BldFane QMGO 6 4 0 8 2 &
BassolFame GNCO & 1 0 12 1% %

This is a pretty limited selection of spells. but they
are allextremely useful. including four of five types
from the basic selection that every good mage
wants, one perception/information spell” one trave!/
movement spell. one attack spell. one immobilizing
spell and one defense Sfell (here Leuctar misses
out). Most of these spells are fast to cast. but his
total SRs (SR for skill plus 5 times SL of spell) are
pretty low so he may have to spend extra AP
especially if he wants to cast spells at higher Cast-
ing Lavels.

Spell Casting

_In most cases actually casting spells is
surprisingly simple. Itis very similar to the use of
skills in combat. Once you ve figured out your SR
with a spell (z?uring in skill SR and any bonus for
muttiple SL of the spell) and adjusted it for the
Casting Level (-5 per CL) all you do is roli on the
spell castxor:’g le and add the adjusted SR This
can be modified for time taken and other factors.

. Let'ssaythat Leuctar wants to castthe spell
Firesight o check on what Arsiela. his master's
enchanting teenage daughter is doing at a party to
which he was notinvited. The party is being held in
the garden of Lord Clodabar. the Civic Grain Factor
Since 1t is night there will be torches all around so
t!FWere. ought to be ideal conditions for casting

resight.

_Taking into account his Skill Rating with
Somatic and his 2 SL ofthe spell. Leuctar has atotal
SR of 35 with Firesight. Leuctar has 123 AP with
which to cast spells (69 + 54 Spell AP?. Firesight
03# costs 72. The range of the spell is alread
sufficient, but because he wants to watch for 1
minutes instead of the standard 1 minute. and
because he wants to be able to shift to more than
one torch. he needs to increase his Casting Level.
Increasing the duration to 10 minutes willadd 1 CL.
Making it possible to use 3 different fires will add 2
more CL. Thatwill be a total CL of 4 (base plus 3)
which will reduce his SRby 20. He now has a total
SRof 15. which %n;es him a high chance of failure
e would like to have at least a 80% chance of a
marginal success result. Since he is under notime
pressure he can afford to spend additional AP. So.
when casting the spell. Leuctar spends 206 AP
(maximum increase at 3 times AP) todouble his SR
1030. With his 123 AP per round the spell still takes
under two rounds to cast. He rolls a 27. adds 30to
tand barelyscrapesolgmm atotalof 57. aMarginal
Success result. A D6 is rolled to determine if he
loses anincrement off of duration. range or number
of targets. Leuctaris lucky and doesn't lose rangg
Herolisa 4 (1-2for . 3-4 for duration. 56 Tor
number of targets) and his duration drops by one
increment from 10 minutes to 1 minute. This will
require a quick check instead of the more leisurely
examination he had planned.

In addition. since casting the spell cost 206
AP he loses 5 Fatigue Points (round up). Since it
was a 4th CL spellthe Mana Point cost was 48 (4

Continued on page 31
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Sympathy (2132) with combined effectiveness, though still limited to a total
reduction of no more than 50% of the Mana Point Cost.

5.24: ANIMAL AFFINITIES
These skills are of somewhat limited usefulness, specifically designed
for the Beastmaster or Shaman type character who is intimately involved with
animals as part of his magic. The affinities operate in a number of spells to
increase effectiveness or to allow them to work at all. In addition, SL withan
affinity will add to SL of Relative, Contagion or Sympathy, assuming the
character has some levels of one of those skills and they are being used on an affinity
animal. The character can apply up to his total levels of an affinity in this way so long
as the SL added do not exceed his original SL of the skill he is applying them to. Thus,
toapply 5SL of an affinity to Contagion the character must have 5 SL of Contagion tostart

with.

5.25: ARCANE LANGUAGE SKILLS

There are a number of special languages used primarily by mages and priests.
These include secret languages developed for hidden conversation as well as ancient
and archaic languages and the languages of extra-planal beings involved in some forms
of magic. These languages are learned just like normal languages, have written forms
where indicated and can be found numbered in the 4000 range Some are of great value

in certain kinds of magic.

5.3: SPELLS & POWERS

The primary method of using Mana is through the casting of spells. S ells are
essentially formulae which take the raw Mana and apply its power to specific tasks.
What spells can do is not limited by the expected laws of nature, but by an entirely
different system of magical law.

In’Appendix E you will find a detailed listing of spells. They are givena variety
of attributes as well as a general description. The rest of this section of the text will give
basic detail of what some of those attributes mean and in the next section specific
mechanics will be provided for the casting of spells.

Remember that this is a combined list of both magical spells and priestly
powers, so the distinction of just who a given spell is available to can be very important.
There are ten basic characteristics of each spell. In the following section Activity Point
Cost (AP cost) and Fatigue Point Cost (FP Cost) have been combined because of their

close relationship.

5.31: SPELL COST (CST)

This is the Mental Skill Point cost of the spell. This cost must be paid for each
Skill Level with the spell. Cost can be reduced by Skill Benefits just as with any other
skill, but it cannot be lowered below half the original cost. Additional Skill Levels with
thespell increase his effective Skill Rating witha spell,, witheach SL adding 5to the spell
caster’s general SR with that specific spell. To some degree these additions are
counteracted when the mage casts a spell at a higher level of power or Casting Level to
make it more effective.

5.32: MANA POINT COST (MP)

The Mana Point Cost of a spell is theamount of Mana which that spell consumes
to produce a desired effect. When a character casts a spell he subtracts the Mana Point
Cost from his total Mana Points. If he does not have enough MP to pay the cost the spell
does not work and is considered to have been fumbled. Mana Point Cost can be
adjusted with Empowering Skills as mentioned in the previous section. The power of
most spells can be increased by increasing the Mana Point Cost. When a character
spends the Mana Point Cost of the spell a second time he is considered to be adding an
additional Casting Level to the spell. This CL can be reflected as an increase of any of
the characteristics of the spell, specifically RAN, DUR or DAM, or it can effect the
Resistance Roll (RES) of the target by loweringitby 5% per CL. The CL can also be used
to increase the number of targets the spell effects, with each CL adding 100% of the
original number of people effected. The rate at which these characteristics increase is
noted in the appropriate sections below. Increasing the CL reduces the SRby 5 per CL

including the first.
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5.33: ACTIVITY & FATIGUE POINT COSTS (AP & FP)

Casting spells takes time and is tiring, so in addition to the Mana Point
Costa character must pay a Fatigue Point Cost. The FP cost is determined from
the time it takes to cast the spell as represented in the Activity Point cost of that
spell. The AP cost indicates how many AP the character must expend in order
to complete that spell. He can spend them as slowly as he wants, but he must
expend all of the AP rec&:ired ny the spell for it to work. If he breaks off a spell
without completing it the spell will not work, but he must still pay the Mana
Point Cost and FP cost for it. Spell Activity Points (Skill AP) are added into his
base AP when determining how long it takes to cast a spell. So, if a spell had
an AP cost of 1000 and a character had 100 AP including Skill AP it would take
him 10 Combat Rounds to cast, since he can spend his full AP every CR. FP cost
isbased directly on AP cost. The FP cost is equal to the AP Cost/50. Every time
50 AP are spent one FP is also spent, even if the spending of those AP is
stretched outover an extended period. When the spell has been completed this
should total up to the full FP cost of the spell. Some spells can be suspended
over night and continued the next day. For this to be done the spell must have
aclassification withone of the letters EFGIKMNOPQRS as its middle letterand
one of the letters CDE as its final letter. Such spells can be discontinued and
then resumed later with the AP cost and FP cost being paid is expended and the Mana
Point Cost being paid at the end of the casting. The target of the spell must be available
for all phases of the casting. FP cost is not listed in t%ae spell descriptions because it
changes depending on how a spell is cast and how many AP are used in a particular
casting.

5.34: RESISTANCE ROLLS (RES)

This indicates a characteristic on which the target of the spell gets to make a
Resistance Roll. This is a percentile die roll (1D100) and it generally has to be within
three times the characteristic for that character to avoid the effects of the spell, though
this can be modified by spending AP as noted later. Spells which have MIS listed as their
RESaremissilespellswherea ro%l tohitusingatargetingskilland appropriate defensive
skills of the tar%et serves in place of a Saving Throw. Note that added CL with a spell
can reduce the Resistance Roll by 5 per CL. Not all spells have a Resistance Roll, and
if they do not then their effects are automatic if the conditions of the spell are met.

5.35: RANGE (RAN)

The range is the distance within which the spell is effective. In most cases this
is linear distance within which the spell will effect a chosen target. In some cases it
indicates a radius within which appropriate targets or all targets are effective. For some
spells the letter ‘R’ after the RAN indicates that the spell has aradius effect. Asa general
rule, if the last letter of the Classification of the spell is ‘A" then the RAN is a radius. All
RAN values are in meters, except for ‘S’, which indicates that the spell effects only the
caster, ‘T" which means that the caster must touch his target and ‘X’ which shows that
the range of the spell is unlimited. If the CL of a spell is increased each CL can increase
the range by one increment. The increments of range are T/S, 1, 5, 10, 50, 100, 500, 1K
(1000), 5K, 10K, 50K, 100K, X. Thus, a spell witha RAN of 5 at CL 1 could be thrown at
CL 5 with a RAN of 500.

5.36: DURATION (DUR) AND DELAY (DEL)

Duration and Delay are characteristics indicating how long the effects of a spell
last and how long a delay there is before the spell takes effect after the casting is
completed. These figures are expressed in standard time units of Combat Rounds (CR),
Minutes (Mi), Hours (Ho), Days (Da), Weeks (We), Months (Mo) [Note that this is a 28
day lunar month], Seasons (Se), Years (Ye), Decades (De) and Centuries (Ce). In
addition, some spells may have durations of ‘I’ when they take effect instantaneously
on completion of the spell or "X’ when their effects are permanent or a change in the
nature of the target. DEL works simply. Once a spell is completed the DEL period must
Fass before any effects of the spell begins. Some spells will have botha DEL and aDUR

isted. All of the effects of a spell will last for the full DUR after which time the spell will
cease to exist. When the CL of a spell is increased it can be used to extend the DUR of
a spell. When this is done increase is incremental as with RAN. The sequence of
increments is: I, 1CR, 1Mi, 10Mi, 1Ho, 12Ho, 1Da, 1We, 2We, 1Mo, 1Se, 1Ye, 1De, 1Ce,
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Novice Rule: AP & FP Costs

For novices treat all spells
as having an AP cost of 60 and
aFP costof 5. This considerably
simplifies spell casting when
used in combination with the AP
limits for novices already men-
tioned. You may wish to gradu-
ally phase in flexible AP spend-
ing as you do the same with
combat.

Continued from page 30
times the standard MP cost of 12).
Leuctar gazes into the fire he it
before casting his spell. and looking
out through the first torch he finds at
the house of Lord Clodabar and gets
lucky. 1t gives a lovely view of the
arbor at the base of the garden. and
there is Arsiela. woman of his dreams
apparently struggling with the hand-
some but loutish Kais Bulenos who
seems to be trying to force his atten-
tionson her. No sounds comes through
with Firesight. but Arsiela seems to
attempting to scream around the muffling presence
of Kais hand. ]
Leuctar needs toactfastandhe s magically
equipped to do it. To get to the scene of the crime
he will cast Firetrave!. using the same torch he was
seeingthrough. His SRis the same inthis case. but
he doesn't need to use a higher CL of the spell for
any reason so the costs will be low. The AP cost of
Firetravel 1s only 30. He spends 80 51sml only a
matter of seconds) to increase his SR tis 35 less
Sfor the 1 basic CL he must always use for atotal
adjusted base SR of 30 before modification for AP
spending He is spending to double his effectve
SRto 60 This gives him a guarantee of at least
marginal Success. Fonunatel¥] he rolls a 72 and
thatgives him atotal of 132 so he stepsinto his fire
and bursts out into the garden from the convenient
}arpcn inashower of sparks. This cost him 10 more

Needless to say. Kais Bulenos is quite
surprised.  He rises from where he has thrown
Arsiela to the ground and whirls to tower over
Leuctar. drawing his daggar

A combat is about to ensue. Leuctar
doesn'twant to kil Bulenos. but his spelis cando a
lot of damage if used indiscriminatly. He considers
Bonds of Flame. but realizes that if it works too weli
it could kill Bulenos and there wouldn't be much
Leuctar could do about it. He figures that the
intimidation value of Ball of Flame and the more
easily controlleddamage isamoreattractive choice

Kais Bulenos has 60 AP Dagger Attack
costshim 18withaSRof40 Dodge Defense costs
24 witha SRof 32 Leuctar has 123 AP including
SAP Casting Ballof Flame costs 24 AP and Hand
Aiming costs 20 AP for his SR of 31 Dodge
Deftense costs Leuctar 24 for a SR of 24

As Kais approaches. Leuctar has a full
round to prepare. He uses this time to fire off a
couple of quick spells His standard Ball of Flame
is going to be at CL 3 for three times normal
damage. This will give him an effective Maximum
Damage of 30 He will spend 24 AP on casting the
spelland 20 on aiming iteach time hecasts it That
meansthat at 44 AP for the combination he can fire
off two per round and have 35 AP left over. Inthe
first round he will spend these on an attack to be
completed in the second round.

Round 1: Kais spends 30 AP moving for-
ward and 3C AP foraDRof36 Leuctar spends no
AP on defense and fires two balls of flame. He rolls
a 62+30 for a Marginal Success with the first one
It ends up with damage reduced by 1 increment so
thattisonly 20 He aimsfor the chestand rolis 78.
hitting in the Left Forearm. He rolls for damaghe.
getsa4anda7. Because itis amagical attack he
takes the high die and so does 14 pointsof damage
Kais isn't wearing armor and has 55 HP. which
means he must roll within DEXx3% or lose the use
of the arm. Kais makes this roll successfully.

Continued on page 32
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Continved from page 31
Leuctarrolisa 73 for anormal success
with the second attack. He then rolls
@66 to hit, again aiming for the chest
mgfrglrnng thegrou&l He 1rcsalls ald ang'
a damage. doi ints
daw: justen hr;gat Kapighasto
roll within CONx3% to remain con-
scious. Me succeeds and reaches
Leuctar at the end of the round. Re-
memberthat Leuctar has spent 35 AP
onaspell to be completed next round. ¥

So far he has spent 48 MP (2/spell) and 2 FP (1/

spell).

Round 2: Kais chooses to make two at-
tacks this round and spend one times on dodging
This gives him two attacks with normal damage and
8 SRof 40 and a defensive SR of 32 from dodging.
His maximum damaoge with Dagger is 12. Leuctar

36 APondodging withan effective SR of 30.

e only has to spend S1otal AP tofinish casting and
aiming his first spell. He will have to spend 44 AP
for each additional casting and aiming. He has just
enough to do two more speils that round. Leuctar's
first spell which was started in the previous round
goes off before Kais has a chance to do much of
anything. but Leuctar rolis a 23+30 for a marginal
resuttin casting the spell and it ends up fizzling out
& meter from his hand as Kais closes. His second
spell is successful with a 92+ 30. buthe rolls a31to
hitand misses Kais. His third spell. at the very end
of the round. is a success with a 75+30 and hits in
the Left Thighwith a61. Leuctar rollsa4 and an 8
for24 gmts of damage. Kais will have to roll within
AGIx3% to keep from falling at 1x damage in the
thigh. Meanwhile. Kais has stabbed at Leuctar.
aiming for the chest. rolling a 73+10 to hit in the
Right Arm. He rolls a3 and a 5 for damage. doing
4 points, wounding Leuctar. but not incapacitating
him. Kais rolls a 56. missing his AGIx3% roll and
falls down, at which point. with Leuctar standing
over him and preparing ancther spell. he begins to
make excuses and whine for mercy. This is a good
thing. since Leuctar just spent another 72 Mana
Points. bringing his total down to only 46.

. Leuctar spits on Kais. Arsiela rushes into
his arms. and with a couple of quick gestures he
carries her into one of the small brush fires caused
by his previous spells andthey reappear athis room
in her father's workshop. This cost him 20 MP fora
double CL Firetravel. and rolling a 88+30 he makes
afullsuccess. We leave what happens nextto your
imagination.

X. Thus, if a spell had a DUR of 1Mi at CL 1 and were cast at CL 5 it could have
aDUR of 1Da. ,

5.37: DAMAGE (DAM)

Many spells do damage of one sort or another. The number given
under DAM is the maximum damage of that spell if it hits a target. Damage is
broken down in several ways and most damage values will be followed by two
letters. The first letter indicates the type of damage and the second indicates the
locus of that damage. Types of damage are: Burn (B), Club (C), Edge (E), Point
(P), Resistance (R) [Hit-Point like damage which must be overcome to break a barrier],
Im‘fact (I) [Damage which works primarily against structures], Defensive (D) [A
reduction of damage done to the subject of the spell] and Healing (H). The second letter
will be either ‘O’ for Overall damage or ‘L for Located damage, determining whether
the damage effects the target in a specific area or is subtracted from his overall fund of
Hit Points. When any of t%ese is done to a target a roll is made to see the exact amount
of damage. Two dice are rolled and unlike in normal combat, with magical damage the
higher of the two dice is multiplied by ten and used as a percentage of the maximum
damage to determine the actual damage done. There are no criticals with magical
damaﬁe. The only exception to this is Defensive damage, which is not rolled, but is a
straight reduction off of any damage of the type in question which is done to the target
of the spell. Note that in some cases more specific specialized types of damageare noted
under DAM. These are treated exactly as suggested in the spell description. If the CL
of aspell is increased one effect of that can be to increase the damage. Damage increases
at a constant rate, with each CL worth the original basic damage for the spell. Thus, if
a spell did 6 damage at CL 1 it would do 30 at CL 5.

5.38: CLASSIFICATION (CLS)

Each spell has a three letter classification. This amounts to a very general
description of the nature and function of the spell if you know what each of the letters
means. It isn’t necessary to know the exact significance of each of the letters, but they
are useful in determining how spells relate to each other and spell contribution (similar
to skill contribution) which is explained in a later section. The first letter of the
classification is the Medium, the materials with which the spell works. They are Spirit
(A), Mental (B), Flesh (C), Matter (D), Liquid (E), Gas (F), Radiant Energy (G) and Non-
Radiant Energy (H). The second letter of the classification is the effect, essentially
defining what the spell does. They are Communication (A), Detection (B), Analysis (C),
Location (D), Intensification (E), Protection (F), Repulsion (G), Attraction (H), Subdual
(1), Command (J), Transport (K), Summon (L), Creation (M), Binding (N), Assimilation
(0), Alteration (P), Healing (Q), Restoration (R) and Destruction (S). The thrid letter of
the classification represents the targeting of the spell, indicating who or what area is
effected. These are Entire Area (A), Specific Target (B), Target in Area (C), Substance
(D), Self (E), Formation (F) and Missile (G). These single word definitions are not a
comprehensive explanation of the meaning of each letter but they can serve as a
guideline. For an example of how this works, look at a spell like Death Ray which is
classified ASG, which would be Spirit-Destruction-Missile. In this example the connec-
tion is fairly clear, though in others broader interpretation may need to be applied.

5.39: GROUP (GRP)

The Grouping of a spell is to some degree a characteristic defined by the society.
Listed under this heading are those magic using groups or specializations. The
meanings of these groups is pretty clear from the types of spells which they have, but
the importance of these specializations becomes clear later on in the restrictions on spell
availagility. Essentially spell casting characters are limited to those spells available
from their teacher, a guild or a temple and these groupings are used to define what they
would have access to. Some spells are available to more than one group and some are
more restrictive. There are also a fair number of spells which might Ee available to
groups other than those listed. The groupings are: AEromancer, ALchemist, ASsassin,
BArd, BEastmaster, COnjuror, DArkmage, Dlvine, ENchanter, GEomancer, HErbalist,
HYdromancer, Lightmage, MYstic, NEcromancer, PHysician, PRiest, PYromancer,
RUnist, SHaman, SOrcerer, WArrior, Wizard and STandard (spells available to every-
one). Other specializations are also possible and it is easy to derive your own spell
groupings along these same lines.



5.4: MECHANICS OF MAGIC

The actual casting of spells differs little between the various magical and
priestly disciplines. It is based around the use of Casting and Empowering Skills and
the ability of the character with specific spells which are learned pretty much like skills.
But, as might be exrected, these magical skills are handled somewhat differently from
more mundane skills, as explained in the following sections.

5.41: LEARNING SPELLS

Spells are learned much like any other skill, with time and Mental Skill Points
spent to learn them. For information on some basic restrictions on the availability of
high-power spells see the skill Magical Research (1311). The time to learn a spell can be
found under the skill Memorization (2114) which skill will also speed up spell learning.

Multiple Skill Levels of spells can be learned. The effect of multiple SL is that
they make the character more effective with those spells which he casts. Each SL adds
5 to the Skill Rating of the character with that spell., over and above his Aptitude and
any benefits for his levels of the spell casting skill he is using. Remember that if a
chdz:ractlfllil]'las free skill benefits they can be applied to spells just as they would be to any
other skill.

5.42: SPELL CONTRIBUTION
Spells have contribution just like other skills, but since they are not grouped like
other skills it works somewhat differently. Spells contribute toeach other if the first two
letters of their three letter classification match. To be able to use contributive points to
a spell you must have at least one Skill Level of that spell bought with real Mental Skill
Points.” Thus, if a character had 5 SL of Earthquake (DJA) he would have 5 contributive
ints which he could use on Dust Storm (DJA) and any other spells beginning with the
etters DJ, but he would have to buy at least one real Skill Level of each spell he wanted

to apply those points to.

5.43: PREPARING TO CAST THE SPELL

When you've learned a spell you can do most of the technical work of casting
the spell in advance. Your chance of success with a spell is based on your Skill Rating
with your casting skill, your number of Skill Levels of the spell and the Casting Level
— oradjusted power —of thespell. Of these only the Casting Level varies from instance
to instance so the rest can be calculated in advance and written down as the modified
Skill Rating with that spell. This modified SR is equal to SR + (5x SL). If you determine

the modified SR for all your spells in advance spell casting goes very quickly. \7‘-“‘“‘ R
piSn Y i
5.44: CASTING THE SPELL P E

A spell is cast when all costs (Mana Points, Fatigue Points and Activity Points)
have been paid and a successful role is made on the Spell Casting Table using the SR of
the character with that spell, modified for any special factors, witha roll of 1D100 added
toit. The player starts with the modified SR mentioned above and when he determines
the Casting Level of the spell he lowers his SR by 5 x CL. This adjusted SR is added to
1D100 on the spell casting table. Special information on variable spell casting can be
found in section 8.5.

The Spell Casting Table is found below. It is very similar in function to the
Combat Table.

- Spell Casting Table
Adjusted D100 Resut
s + Critical Success

In acase of Critical Success the RAN, DUR or DAM of the spell may be increased
by up to 1 increment at the choice of the caster. A Success result means that the spell has
the stated effects. A Marginal Success result means that RAN, DUR or DAM, rolled at
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Advanced Rule: Spell Design
i m was used

is

to n the standard spells pro-
vim eh appendix. Tg: poten-
tial power of this spell design sys-
tem is great, so some gamemas-
fors may not wish to make it avail-
able to all of their players. Some-
times too much information can
be a dangerous thing and we rec-
ommend that access to this sys-
tem be Ilmitorgllax iug,iciouslgm:s
seems appropriate to your‘campaign.
- Each letter 'gn the sipell fc:gssiﬁc?'-

represents ic quality of the spell.
The first letter signities the Medium, the m':e-
rial or substance with which the spell works.
The second letter represents the Effect, what
the spell does and how it operates. The third
letter is the Target or Object, where and how
the spell’s operation is directed. Each of
these adds certain costs to the spell and
contributes to determining its characteristics,
in combination with a Magnitude system which
determines the level of magical power of the

spell.

. Given here are tables for the three
classifications with their classification letter
{'?LS ,what it agplies to, a Rating (RAT) used

rmining Spell Cost (CST) and an AP
Value used in detennininéPAPC Cost (APC)
and Fatigue Point Cost (FPC).
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In addition to values based on
what the spell does, the Magnitude (MAG)
of the spell represents the raw power of the
spell. MAG is based entirely on the specific
characteristics you want a spell to have,
and in combination with the values of RAT
and APV for the CLS of the spell it is used
to determine the various costs for using a
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Magnitude is determined from
three factors, ﬂe (RAN), Duration (DUR)
and Damage (DAM). Also factored in under
Duration is Delay (DEL) and Damage in-
cludes various forms of damage and also
Resistence (RES) factors. The three part

Continued on page 35

random, is reduced by 1 increment. A Failure result indicates that the spell
produces no results, though all costs in AR FP and MP are still paid by the
caster. A Critical Failure indicates a spell gone badly awry. For information
on the possibilities with fumbles, please see Appendix G. Note that a natural
die roll of 01-05 always results in a fumble result.

A character using Somatic with a SR of 35 and casting the spell
Woodweave which he has purchased 5 SL of to add 25 to his SR, would roll 1D100
and add 60 to it. This means that under ideal circumstances he would be safe
from a failure or fumble and have a small chance of a critical success. But glease
note that this chance of success can be modified both up and down by AP
spending and by attempting more difficult or more powerful versions of the spell as
noted in the following sections.

5.45: COSTS FOR CASTING SPELLS

When a spell is cast it has certain costs in time, exhaustion and magical energy.

The time a spell takes is its Activity Point Cost (AP cost). A character must
spend the required AP to cast a spell before it will actually take effect. The more AP he
spends the lower his chance of failure. If AP used are increased by 100% the SR is
increased by 50%, just as with AP alteration for other skills. If increased this amount
twice (three times base cost), SR is doubled, etc. Each additional increase of 100% of the
cost adds 50% of the original SR. This follows the standard skill AP cost pattern, with
aspendinglimit of 3times the basic AP cost. A spellcanbecastslowly by theuse of small
amounts of AP in sequence over an extended time period. This will only work with
spells which have one of the letters EFGIKMNOPQRS as the middle letter of their
classification and CDE as the last letter of their classification, assuming the target of the
spell is available throughout the casting period. The casting can be done in segments,
with the FP cost paid in parts and the MP cost paid on completion. For example, the
character might sFend 100 AP one day, 200 the next and then 60 the next to complete
a 360 AP cost spell.

The cost for a spell in Mana Points should be listed with the spell. When the
spell casting is completed the Mana Point Cost is subtracted from the character’s total
ME The actual Mana Point Cost may be adjusted depending on the character’s SL of
his empowering skill. Note that Empowering Skills can have the effect of lowering the
MP cost of a spell for that user.

No mage may spend more than half his total MP or 5 times his TAL on a single
casting of a single spell. If matrices are being used, he may use that many MP on any
of thespells involved, so while that limit may apply to each of the elements of the matrix,
it does not necessarily apply to the combination when taken together.

Although under normal circumstances a character can never cumulatively
spend more than his total MD, if a character somehow has negative MP he loses a
number of Hit Points and Will Points each day equal to the number of MP he is below
0 until he regenerates up to his full MP Rates of MP regeneration can be found in the
section on character creation. Generally Mana regenerates at a rate of TAL/2 MP per
day, though this can be adjusted with the skill Mana Gathering.

The cost for a spell in Fatigue Points (FP cost) is equal to the total AP spent on
the spell divided by 50 (AP Cost/50). The FP cost given with each spell is for the basic
AP cost. If more AP are used in casting the spell then more FP are spent proportionally.
This is paid as the AP are expended, so each time 50 AP are used 1 FP is spent.

5.46: VARIABLE SPELL CASTING

Spells all have set effects, but the power and intensity of the effects can be
increased. This is fairly simple. Any effect can be increased, including Range (RAN),
Duration (DUR), Damage (DAM), the Resistance Roll (RES) and the number of targets
effected. These increases make the spell more expensive in Mana Points and more
difficult to cast.

To increase effects the character casts the spell at a higher Casting Level. This
has the effect of reducing his chance of success witgethe spell and increasing the Mana
Point Cost. Atincreased CL the Mana Point Cost of a spell is equal to the original Mana
Point Cost multiplied by the Casting Level. Casting Level reduces chance of success
withaspellby 5 per CLas noted in section 8.3. Eachadditional CL allows youtoincrease
one of the characteristics of the spell by one increment or allows you to lower the
Resistance Roll of the target can be reduced by 5 (Resistance Rolls are generally rolled
within 3x the appropriate characteristic).

The added g’ifﬁculty of high Casting Level spell casting can be neatly counter-




acted by learning additional Skill Levels of the spell, which add 5 per SL to the success
roll. Note that if a character casts a spell with which he has 1 SL at CL 1 (no
modifications) the modifiers counteract each other exactly.

For example, a character casting Bladesharp at CL 2 would double the MP Cost
from 5 to 10 and would have to subtract 5 from his Skill Rating when casting the spell,
but he could increase, the damage which is normally 3 to 6 instead. If he had only 2 SL
of Bladesharp he would have no minus on his Skill Rating or success roll.

There is a limit to how hjﬁh this increasing can go, in addition to the ability of
the character to pay and how low he is willing to let his SR go. Specifically, nospell can
have Range increased more than the number of increments which there are below its
standard valuein thatarea. Thus, ifa spell had a range of 3M (greater than S/ T, and 1M)
it could be increased no more than two increments, to 30M of range. Duration cannot
be increased more than 1 increment above its starting value. If a spell had a duration
of 10Mi, it could be increased toa DUR of 1Ho, but no higher. Range of S and Duration
of I/1CR cannot be increased.

_ Each Casting Level can increase one attribute of a spell by one increment.
Casting Levels are additive, not multiplicative. This means that to increase RAN and
DUR by 3 each would take 6 additional CL, not 9.

In some cases it may be desirable to increase CL without actually altering any
spell attributes. These CL canbe added directly to the potency of the spell and perform
the very important function of giving the spell a buffer of extra power and resistance
against counterspells and protections which it may encounter.

It is not normally possible to reduce the effectiveness of a spell intentionally,
though it is possible to design a less powerful version of the spell. If the gamemaster
wishes to alter this rule it is suggested that spell effectiveness in all areas should be
reduced in a proportion to the reduction of the number of Mana Points spent with a limit
of half the original Mana Point Cost. Thus, if half the MP were spent, all effects of a spell
would be halved.

) For reference, provided here are a list of spell statistics and what steps they
increase by or how to modify them. Note that on several of these stats the rate of increase
is incremental rather than multiplicative.

mgg (RAN):S, T, 1, 5, 10, 50, 100, 500, 1K, 5K, 10K, 50K, 100K, X

Duration (DUR):1, 1CR, 1Mi, 5Mi, 10Mi, 1Ho, 6Ho, 12Ho, 1Da, 1We, 2We, 1Mo,
1Se, 1Ye, 5Ye, 1De, 5De, 1Ce, X

(DAM): DAM x CL

Resistence Roll (RES): Each CL reduces by 5%

- Number of Targets: Each CL can increase the original number of targets by

0.

5.461: Activity Points in Spell Casting

Activity Point spending can also have a very significant effect on spell casting.
Each spell has a set cost in A but like other skills, if you spend more AP you can
increase your chance of success. AP spending in magic works just as it does in combat.
The first time you spend the AP Cost it allows you to use your full SR with that spell.
The second time increases SR by 50%, the third time increases it by another 50% and you
cannot spend more than 3 times AP on a spell casting. Thus, a character casting a spell
withan AP cost of 40 and witha SR of 28 might want to spend 120 AP to have an effective
SRof 56. The lower your Skill Rating with a spell, either because you're not very good
with it or are increasing Casting Level, the more necessary it may be to increase the AP
which you spend on it.

When AP are used to increase the Skill Rating with a spell, the AP spentincrease
both base SR for the casting skill AND any difference between modifiers for Skill Level
of the s;)ell and Casting Level. Thus, if the starting SR was 45 and (SL - CL) x 5 was -10,
the SR for purposes of increase would be 35.

Itis not possible to spend less than the stated number of AP Cost of a
spell.. It is a minimum amount which can be adjusted upwards, but not

ownwards.
) Remember that whenever AP cost is increased FP cost changes appro-
priately ata rate of 1 FP per 50 AP spent, and whenever CL are increased Mana
Point Cost is increased proportionally as well.

5.462: Effects of Distractions and Interruptions

If a character is effectively distracted while casting a spell it may have
an effect on the results of that spell casting. Loud noises or visual distractions
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breakdown of damage is for damage to living
things, non-living objects and AP damage,
respectively.
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Al it takes to create a spell is to
know what it does and how it does it and then
find its appr%priate stats as given for its Clas-
sification and Magnitude and then plug them
into a couple of simple formulae.

To a certain degree how you clas-
sify srells and interpret some aspects of
magnitude is up to you, but a look at the spells
in SpellCraft and some common sense should
?ive ou an idea of where things fit. In these
‘omulae Total MAG means the magnitudes
for RAN, DUR, DAM, Resistence and any-
thing else factored in all added to%ether.

To find the SP_Cost (CST) of a
spell use the formula CST=(Medium RAT x

ffect RAT x Target RAT x Total MAG)/100.
Always round up.

To find the APC of a spell use the
formula APC=(Medium APV x Effect APV x
Target APV x Total MAG<)/100 Round off to
lower increment of 5 if APC is above 50 and
below 100, 10 if over 100. 50 or 100 if APC is
over 500 or to lower 100 if APC is over 1000.
For FPC divide APC by 50. Mana Point Cost
(MPC)rfor a spell is equal to its MAG.

here are also some strange factors to
be taken into consideration in some spelis. If
a spell does multiple kinds of damage count
the MAG for each kind. When resistence is
reiuired, ou must take into account the RES
MAG of the normal target of the spell. If the
ﬂell has a naturally reduced save the RES
AG is doubled if the save is reduced by a
third. Most saves are assumed to
start atthree times a specific char-
acteristic. Ifaspellis passive and
only does damage if encountered,
rather than sending its damage to
the target the MAG is halved. If
damage can be altered by Dam-
age Class the MAG is doubled
and the MD of the effect, which is
then altered for DC is equal to the
DAM value.
If a spell does damage for

Continued fon page 36



muttiple rounds or over a broad
area regardless of the number of
meys n that area the magni-

is determined slightly differ-
»vé. Instead of figuring in the
MAG for the DAM of such spells
use the formula mE MAG x
DAMMAG x DUR MAG) and this
is added into the formula in place
of the MAG of the DAM. The

MAG of the DUR and ARE are
still figured in separately in the

places. In this formula if any of the
elements have 8 MAG of O that is tr asa

1. Note that ARE is equivalent to RAN with
those spells which have A as the last letter in
their ification or work within & radius
rather than at a specific location.

Note that some spells may also
have delays factored in before they take ef-
fect. These count as essentially negative
DUR, with the negative MAG equal to half the
oMtAD% tfthatnme period if it were DUR instead

With this system you can create
virtually any spell you want if you use sound
nt. For example, Rain of Slime would
classified as EMA, because slime is a
liquid which is created and falls in a specified
area, effecting everyone there. its MAG would
be 17, because it effects a 3M Radius (MAG
3), Lasts foran 1 Minute (MAG 2) and does 20
AP Damage to everyone in the area (MAG 2
X2 x3=12). This would make the CST 11,
because you round up. The APC would be
420 (rounded up to nearest 10) and the FPC
would be 9 (rounded up). For more examples,
just look at the spells in the appendix.
. This Is a versatile, fiexible, and
lly powerful system. Gamemasters
should take some care in how available it is to
players and should reserve approval for spells
which are created. The system is designed to
be balanced so that nothin% outrageous or
maprrop[late is created, butthe mechanics of
spell design involve a lot of interpretation and
analysis and gamemasters should make sure
players are not cutting corners and that the
spells they create fit in with the campaign.

may distract a spell caster. When a noise or display sufficient to distract (at the
assessment of the gamemaster) occurs the spell caster may have to roll a
resistance roll on WIL to avoid being interrupted. If the spell caster is attacked
or takes damage or has to move to avoid damage he must make a WIL roll to
avoid being distracted and if avoiding that distraction costs him AP or he takes
AP damage and those AP total up to more than 1/10 of the AP cost of the spell
he is casting, that spell is interrupted.

When a spell is interrupted it can be either aborted or completed. If a spell has
EFGIKMNOPQRS as the middle letter of its classification it can be completed
once the distraction is over with a reduction of effective Skill Rating with the
sEell adjusted to be equal to ((AP Spent / AP Cost) x Total SR). If the caster doesn’t like
the possibilities under this formula he may choose to abort the spell before rolling for
success. If aspell does not have one of those letters as its middle letter it is aborted. With
an aborted spell the caster must make a normal skill roll using his casting skill with the
total MPC of the spell as a difficulty adjustment. If he makes the roll the spell is aborted
?‘x:dl:ule g‘lust pays the MPC for it and nothing happens. If he fails the roll the spell is

mbled.

5.47: CHARMS AND SPELL BOOKS

In many cases spells may also be cast as Charms or from spell books. A Charm
is a spell cast without knowledge of any magic casting skill, but memorized to at least
one SL by the caster. It is the method used by lots of common people who use a spell
or two in their work or other daily activities. Casting Charms is exactly the same as
casting a normal spell, but the caster gets none of the benefits of magical skills and his
effective Skill Rating after all modifications for the SL he has of the Charm is half what
it would normally be. All the other costs must be paid at the normal rate. Charms still
face the difficult social restrictions which limit their availability, so not just anyone can
go out and learn any spell they want as a Charm.

Spells are often written down for recollection by those who have exposure to
more spells than they can memorize. Spells can be cast from a written text with some
restrictions. Spells cast from spell books can be cast as Charms or as normal spells if the
caster has the appropriate skills. However, regardless of skills, if a spell is cast from a
book the AP cost of the spell is doubled. If it is cast from a book as a charm, that is with
neither prior knowledge of the skill or of spell casting, the AP cost is still doubled and
the caster’s effective SR is also halved. All the other costs must be paid in full and FP
cost varies with AP cost.

5.48: RESISTANCE ROLLS

There are two basic types of Resistance Rolls, those for Active Characteristics
and those for Passive Characteristics. Both types can be increased by spending AP, but
this works differently in both cases. Both are treated like a standard skill roll to avoid
the effects of the spell cast at him. More information on the general methods of rolling
resistance can be found in section 3.7.

For Passive Characteristics you get an automatic 3 x Characteristic Resistance
roll at no cost. For the first 25 AP spent this is increased by one multiplier and each
additional 25 AP would increase the multiplie\by half an increment, so that spending
75 AP would give a 5 x Characteristic roll. It can not be increased beyond a multiplier
of 5. Passive characteristics are TAL, ZEA, SOC, CHA, APP and CON.

For Active Characteristics AP must be spent to have a save and there is no
Resistance Roll if no AP are spent. Each multiplier for the characteristic costs 15 AP with
a maximum limit of a 5 multiplier, so for 75 AP one could have a 5 x Characteristic roll.
Active characteristics are STR, DEX, AGI, INT, WIL and JUD.

5.49: SPELL INTERACTION

When spells are cast in the same locus, at the same target, or on each other, or
when their paths cross in specific ways, they may interact, causing alteration to the
effects of either or both spells involved.

In such interaction, the spell which is present first, or the spell with the longer
duration is considered to be the Passive spell and the spell which arrived second or has
the shorter duration is considered to be the Active spell. Using the middle letter of the
classification of the two spells the Spell Interaction Table is consulted to determine what
results when the two spells come into contact.

Whether two spells actually coexist and are therefore capable of interracting is




determined mostly by the area of effect of the spells, as indicated by the third
letter of the classification. Spells cast on the same specific target always
interact. Area effect spells cast with intersecting areas interact within the area
of intersection. Spells cast on specific targets within the area of effect of an area A
effect spell interact as Active spells against the area effect spell as the Passive )
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interactant. Non-missile spells cast by two mages directly at each other also i

Lo
Al

The Mage Guilds of Tolemeias

In Ysgarth the greatest cen-
ter of the magical arts is the great
city of Tolemeias, so itis used as

interact. Spells effecting different targets within an area do not interact. The
physical effects created by spells, if those effects are non magical (such asa wall of flame)
donotinteract withspells. Inaddition to the interactions given on the table, if twospells
with exactly the same:three letter classification are cast on the same target they negate
each other completely. This means that the effects of prolonged damage causing spells
are not additive, but negative.

When spells which interact are of different levels of power, or different Casting
Levels, the total CL of the weaker spell are subtracted from the CL of the stronger spell.
That portion of both spells interacts, and whatever is left over of the stronger spell
carries through to the target as much as possible and appropriate.

Spellinteraction requires a certain amount of gamemaster arbitration and some
use of judgement, but it can have a very interesting effect if you play in a magic-rich
environment.

5.5: MAGIC IN THE SOCIETY

Where magic exists it will have a profound effect on the society around it, much
in the way that technology effects modern society. Even if the effect of magic isonly a
negative reaction from superstition it will profoundly alter the environment.

In a magic using society there will be institutions, traditions and even laws
which govern magic and these can be one of the most important limiting and controlling
factors on the power and scope of magic.

5.51: MAGE GUILDS AND COLLEGES

Magecraft is essentially an academic and commercial pursuit. Mages are
organized into specializations. In the major population centers these are focused
around professional guilds and colleges, essentially organizations to promote particu-
lar types of magic, to provide a forum for information exchange and to protect the
practitioners of that particular craft. The function of these guilds and organizations in
game terms is to place some structure and practical limitations on who can have what
spells and on the general availability of magic. The normal guild structure includes a
process of training, regulation and advanvement, from humble apprentice to master
over a number of years and often at considerable expense and labor. In this system the
would-be mage enters into service with a master for at least seven years and works for
his training until eventually that master certifies him for membership in the guild. This
type of system may not be appropriate for all settings, but a good example is givn in the
accompanying notes on the guilds of the city of Tolemeias.

5.52: SPELL AVAILABILITY

In all of the variants of the learning system outlined above one factor remains
constant. A training mage can only learn those spells which are available to him from
his Master or through a guild system. Even the most accomplished Master will keep
only a limited number of spells on hand or in his mind and sﬁould the trainee want to
learn others he will have to learn them from a guild library. Unfortunately, this costs
r;\‘one ; 1e(;len for members of the guild and even guild libraries may not be complete in
their field.

The chance of a character finding a given spell in a guild library is based on his
SL of magical research and the size of the area that guild serves. The formula is (((Area
Urban Population/10000) + SL)/(Cost of Spell)) x 10%, rolled on 1D100. If he does find
it he will have to pay a fee to the guild of SCM x Cost x 500 Marks to make a copy of it
and tobe licensed to use it. There is no cost for learning a spell from your Master except
for the original fee paid to enter his service. Naturally, giving copies of spells or teaching
them to anyone other than your own apprentices is strictly prohibited. The chance of
one’s own master having a given spell in his library is based on his Rank, the SCM and
the Cost of the spell. The formula to find if a Master has a given spell is ((Total
Experience Skill Points of Master/50)/(Cost + SCM)) x 50%. The typical Master will
have a Rank of between 12 and 18.

It is also possible to learn spells from other guilds which have amiable
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the guideline for defining the

20 magic using professions in

Tolemeias. They are described

briefly in the following section.
Note that these correspond exactly to the
groupings listed by spell inthe section ofspell
below is the Spell Cost Modifier (SCM), which
determines the availability and cost of spells
learnt in that guild.

Aeromancers Guild (AE):
This is one of the guilds of elemen-
inair and weather type magic. They
work closely with merchant ship-
pers. SCM:5.

Artificers Guild (AR): This
is reaIIK a sub-group of the College

( : of Enchanters. Artificers special-
items and are closely involved with
the weapon and device making
trades. SCM: 6.

College of Alchemists (AL):
Alchemists are Low Mages who
other substances and compounds
to perform rather specialized mag-
ics. Their services are in great
demand commercially and they are
allied with the Artificers and En-
chanters. SCM: 5.
are a number of Bardic Colleges in
Tolemeias and in other major cit-
ies. Some of the major ones in-
clude the College of Hergest, the
College of Aneirin, the College of
Rhytherc and the College or
cal training and in musically gener-
ated magic of all sorts. Each col-
lege also has its own sub-special-
ization. SCM: 4.

Beastmasters Guild (BE):
a fairly small guild. They work
mostly in rural areas in animal train-
ing, domesticating and controlling.
SCM: 4.

Conjurors League (CO):
ception magic. They are one of the
east reputable of the Low Mage

% guilds and find their market among
the criminal and the ignorant,
though some members view them-
selves as artists. SCM: 4.
Darkmages are a very small low-
mage group, a splinter branch of
the Pyromancers Guild. They deal
in magic involving darkness and
nightand have lots of clients among

Diviners Guild (DI): The Di-
viners are the largest and most

werful of the Low Mage guilds.

hey deal in all sorts of information

Continued on page 38

magical environment. There are
descriptions. Included in the descriptions
tal mages. lts members specialize
ize in making magical tools and
work with chemicals, minerals and
Bardic Colleges (BA): There
Merdion. They specialize in musi-
3‘ Beastmasters are Low Mages and
Conjurors deal in illusion and de-
Darkmages Cabal (DA):

thieves. SCM: 4. :
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Continued from page 37

magic and have reciprocal ar-
nts with the Colleges of

Sorcerers and Necromancers.

SCM:S.

College of Enchanters
(EN): Enchanters work with magic
of a lasting sort, creating magical
artifacts, manipulating magical

and working directly with

. They work closely with the
College of Wizards. They are one
of the most efite of the High Mage
colleges and have an exclusive,
aimost hereditary membership,
though some apprentices are re-
cruited fro their outstanding natu-
ral talent. SCM: 7.

Geomancers Guild (GE):
This elemental mage guild works
closely with the building trades
and specializes in manipulating
earth and stone. SCM: 5.

Merbalists Guild (HE):
Herbalists specialize in plant and
nature magic and they have lots of
clients among farmers and gar-
deners of all sorts. Their work is
notenormously profitable but there
is much demand for it. SCM: 4.

romancers Guild (HY):
These elemental mages work with
water and liquids. They work
closely with farmers and seagoing
merchants, providing irrigationand
nautical protection. SCM: 5.

College of Mystics (MY):
Mystics might technically be de-
fined as priests rather than mages,
but they are organized commer-
cially. work with magic of the
min: ,includiniienformational, Sy-
chicand some healing magic. They
are one of the most elite and re-
strictive of the Low Mage guilds.
SCM:6.

Alliance of Lightmages

Li): This group, like the

es, splintered off fromthe
Pyromancers. They are a small
group and specialize in light-ori-
ented magic for which there is a
small market. SCM: 4.

College of Necromancers
(NE): The Necromancers are one
of the High Mage groups, dealing
with the summonin? of the spirits
of the dead for information and
other services. They also deal in
all sorts of death spells, and be-
cause of this they are very secre-
tive and have a rather grim reputa-
tion. They have a close relation-
ship with the Sorcerers. SCM: 7.

Physicians and Chiro-
mancers Guild (PH): These
:\:‘gh_es specialize in all sorts of

ing magic. They are extremely
wealthy. y limit membership
to their guild and access to their
spells rigidly. Membership is al-
most entirely hereditary and they
make sure that healing prices stay

Continued on page 39
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relationships with the guild to which you belong. Such exchange service is
expensive and generally only available to Masters. The chance of finding a
given spell is found the same way, but the cost is equal to SCM x Cost x 2000

D Marks. Trade arrangements can be made with Masters in other guilds at about

20% less cost, but these must be registered with his guild. The most common
method of getting spells from another guild is to hire a Journeyman from that

ild to work in your shop part or full time.
Charms have already been mentioned, but the limits on their availability and
the cost involved should be detailed. Charms can really only be acquired by purchase.
If you are not a member of a guild the cost will be considerably higher than the cost is
for acquiring a normal spell. %: general, learning a spell witha low Costas a Charm is
not too difficult, but as the Cost rises the expense becomes much more severe. In
addition, Charms can only be acquired on a sort of grey market and they will notbe sold
by guilds, which have a firm resolve not to expand the body of spells in lay hands. The
chance of finding a particular spell as a charm is equal to (Urban Population/200)/
(Cost?)% rolled on 1D100. Thus, in a city of 100,000 population a spell with a Cost of 5
would have a 20% chance of being available as a charm, while a spell with Cost 15 would
have only a 3% chance of being available. The cost of a charm is generally Cost*x 3000

Marks.

Naturally, there is also a black market in spells stolen from mages of all sorts.
Black market spells should be available primarily only to actual spell casters through
connections and they should be about half as easy to obtain as regular spells at two to
three times the cost, at the gamemaster’s discretion.

5.6: SPECIAL ASPECTS OF MAGIC
There are a number of magical specialties which need to be gone over briefly

and clarified or expanded upon. These involve magical subsystems which may have
important ramifications or additional details or aspects which should be taken into

consideration by the gamemaster.

5.61: ENCHANTMENT
Enchanters and several associated mage professions are at least tosome degree

involved in the manufacture of magical items and other short-term functional enchant-
ments. Most of the work of the enchanter is done with the spell Create Matrixand several
associated spells. In creating a magic item or a locus of fixed magic.

In creating a magic item you first cast Create Matrix. 1t mustbe cast ata Casting
Level sufficient to contain the Mana Point cost of all spells which you wish to have
function in that magic item plus whatever reservoir amount of mana you wish to
provide to power those spells. You then select the spells you wish to have in the item
and cast them into the matrix, paying the full costs for the spells as if casting them
normally. In addition you almost always have to cast Triggering into the matrix as well
so that it is linked to the spell to be triggered so that the item will function. The cost of
Triggering should be paid and the conditions on which the item will be triggered should
be set. Whatever space is left over can be filled with MP through the spell Charge Matrix.
For example, if you wished to create a Ring of Flamebolts, you might cast Create Matrix
at CL 7 to give the item a 70 MP capacity. To this you would add Triggering, which
would take up 9 MP and a CL 3 Flamebolt ' which would take up 24 MP This leaves 53
MP as a reservoir, enough to fire 2 Flamebolts each with an 18 Maximum Damage.
Charge Matrix would be used to fill this reservoir. Such an item would last for a week
and could be recharged repeatedly within that time. The initial creation of the item
would cost 12+9+24+21 MP plus the 48 MP in the reservoir, for a total of 114 ME a
sizeable amount for any mage.

The duration of Create Matrix is limited. It and other static spells can have their
duration increased with the spell Preserve Magic, but the net result is still limited. The
only real way to create a permanent magic item is to use a natural matrix, which would
be the soul of a living being. This requires access to the spells Sever Spirit and Bind Spirit
and some way to actually summon the beng whose soul you are going to use. Using
these spells also requires a Will Battle. Binding someone’s soul into eternal servitude
is an evil act, even when done to a demon or spirit, and it can also be risky. As noted
under the spell Bind Spirit the binding tends to degenerate over time and eventually the
bound sFirit can begin to reassert control withinthe magic item. The most desirable
aspect of this method of enchantment is that the spirit regenerates mana points and has
a natural reservoir based on its TAL.




Thespells of the true Enchanter are much broader than just the creation
of magic items. Artificers are Enchanters who specialize entirely in creating
magic items. In general magically produced items should sell for around 300
Marks per point of Mana used in their manufacture, so that Ring of Flamebolt
would cost about 34,000 Marks and 14,000 Marks per 48 MP recharge. For
comparison a listing of magic items can be found in the Ysgarth Worldbook.

5.62: Alchemy

Alchemy functions in a manner similar to Enchantment, but the powers
involved are placed intd Catalysts, Devices and Unguents and must be triggered by
appropriate use of these items. No trigger is needed with an alchemical creation as it
is triggered when used appropriately (consumed, sprinkled, drunken, rubbed on,
turned on, etc.). In addition, the types of spells which may be put into Alchemical
creations are strictly limited and each Alchemical creation works only once, though
these creations will stick around for a full month before losing power. For example, a
Salve of Healing might be created with the spells Heal Wounds and Create Unguent for
atotal Mana Point Cost of 21 and the capacity to heal up to 6 points of damage. Alchemy
is a limited, inexpensive alternative to real Enchantment.

5.63: SPIRIT MAGIC

Spirit magic is one of the most potentially powerful types of magic. Most spirit
summoners are classed as Necromancers or Sorcerers and their numbers are small and
they are feared by the ignorant and superstitious. Necromancers deal with the sum-
moning of the spirits of the dead and with all manner of death spells. Sorcerers summon
demonic type spirits and gain power through bargains made with them, which
potentiallK opens up a wide variety of powers to them.

The heart of both t of magic is the Will Battle, which can be initiated with
anumbser of spells. Will Battle allows one to dominate or at least immobilize a powerful
spirit while bargaining with it or using other specialized spells to coerce information
from it. To make this more feasible, there are a number of protective spells like Pentacle
of Binding and Circle of Protection which enhance the ability of the caster to control
summoned spirits.

When carrying out a Will Attack or initiating a Will Battle the combatants must
spend 30 AP per CR to make an attack. Only one attack can be made each CR, but
additional AP can be spent on that attack to increase damage using the standard
progression of 30 AP more toadd 50% and asecond 30 AP toadd another 50%, stopping
at that point. Base Will Damage Maximum is the WIL of a combatant. When rolling
damage the lower die is taken just like in hand to hand combat, multiplied by the WIL
of the combatant and divided by 10.

WIL points regenerate at a rate of WIL per day. If a character is defeated in a
Will battle, his WP continue to regenerate and he can resume Will Battle at any time
while heis in mental or magical contact with the person who defeated him (for example,
if dominated or such). Remember that being beaten in a Will Battle will not necessarily
force a spirit to stick around longer than the duration of the spell that summoned him,
and merely defeating the WIL of a spirit does not enslave or bind it. There are other
spells for those purposes.

The main advantages of summoning the spirits of the dead is in obtaining
information. While many minor Necromancers act as mediums to bring people
together with deceased relatives, there is great power in finding out the secrets of the
past from the dead and in making the dead serve you in body and spirit. Spirits can be
used in enchantment in place of spells like Create Matrix and they can also be employed
as servitors. Of course, the Necromancer must either have a way to force the spirit to
serve (and there are several spells for this purpose) or he must be able to offer something
the spirit might want. This is difficult witl‘m) ood spirits who have tobe summoned from
some appropriate paradise, but for the evi% and discontented spirits who are doomed
to something less desirable the promise of recorporealization, which can be achieved
with the right spells, is usually enough to work out some sort of pact. Of course, some
spirits are more powerful than others, and there are undead of great power who can be
treated much like demons and can even grant powers or perform unique services and
may have special interests, including feeding on human flesh or souls. In Ysgarth the
Wraithlords are the greatest of the undead spirits and the Vurdalac are probably the
most powerful of the corporeal undead, but lesser spirits like the Draugr, Fylgia and
Lamiae also have power to offer to the ambitious Necromancer The names and powers
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high. SCM: 8.

Pyromancers Guild (PY):
This is the most prominent of the
elemental mage guilds.
Pyromancers specialize in fire
magic and are well employed by

armies and in manufacturing
trades. SCM: 5.

College of Runists and
Graphomancers (RU). These
mages work with written and in-
scribed magic. The main body of

their commercial work is in runic
enchantment and wards for en-
chanting items and areas respec-
tively. SCM: 4.
College of Sorcery (SO):
Sorcerers deal in summoning de-
mons and other spirits and they

are closely allied with Necroman-
cers. They also have a somewhat

dubious reputation. SCM: 7.

College of Wizards (Wi):

The Wizards are the last of the

High Mage guilds, specializing in

the most powerful magics which

bend the very nature of reality.

Their membership is small and selective and

it takes years to achieve mastery. SCM: 7.
Ali of these are unified under the au-
thority of the Archimage’s Collegre which is
headed by the High Archimage Thazaydon.
They all provide educational, support and
quality control functions and make sure that
the price of magic remains high so that mages
can profit well with reasonable effort. They
are similar in purpose and function to other
commercial guilds, but some of them take
care to maintain an especially low profile
because of the distasteful nature of some of
their work. The Archimage's College is domi-
nated by the four High Mage professions,
Sorcerers, Enchanters, Necromancers and
Wizards, and they are the most exclusive of
the magic using professions and keep the
tightest reign on the availability of their spells.
Another major grouping among mages is
between the Elemental Mage Guilds, consist-
ing of the Aeromancers, Geomancers, Hy-
dromancers and Pyromancers whose spells
are generally in high demand in trade and
industry. The remaining mage professions
make up what are called the Low Mage Guilds.




ical Training In Ysgarth
Mform mnd":g traiEugng sys-
tem for mages is that of appren-
ticeship, though there are local
and individual variations. Gener-
ally & person embarks upon a
magic using career at an early

of some of the major Wraithlords are included on the accompanying list of
demons and spirits.

Sorcery deals almost exclusively with the summoning of demons. The
general practice s to establish a pentacle, summon a demon into it, make a deal
with the demon and in return receive some service or be given a power, all of
this within the limits of the demon’s abilities. There are three main ranks of

age, from 7 to 10 years by be-
coming an apprentice in the ser-
vice of a Master Mage. A Master is a mage
who is & full member of his .guild and is in
commercial practice on his own. As an Ap-

ntice he lives with the Master, works in his

iness and learns from him. After 51to 8
years, depending on aptitude the Apprentice
must be approved by the Master at which
point he becomes a Journeyman and is %iven
access tothe guild library and allowed tolearn
more than the most basic spells. He contin-
ves to serve his Master, but can be hired away
with his Master's consent and will probably
also be paid a small salary for his work. After
another 5 to 10 years the Journeyman may
become a Master in his own right and be
entitled to join the guild. To become a Master
@ Journeyman has to pass a test which usu-
ally involves some sort of original research
and be recommended to the guild by his
Master. He also needs to be able to establish
himself in business. This system keeps the
number of Masters in operation in a specialty
under control. Journeymen are the largest of
these gmﬁ and are kept back to some
degree by the Masters. Competition within a
household is keen and some Journeymen
may not move on to Master status for de-
cades. As aresult Journeymen are a discon-
fented lot and once they become Masters
they tend to be rather self-satisfied. It should
also be noted that to become an Apprentice
the applicant or his family must pay a fee
equal to SCM x 3000 Marks to the Master
which is split evenly with the guild. In addition,
when a Jouneyman qualifies and wishes to
become a full Master he must pay SCM x
5000 Marks as an entry fee to the guild. In
addition he will have to pay either SCM + 5%
of his income each year to maintain member-
ship or SCM x 1000 Marks, depending on
which rate his guild prefers to set.

As ageneral guideline, the following are
the qualifications for advancement within the
guild structure. Note that there is a leve! of
status above Master, that of Adept, a sort of
emeritus status voted to senior mages be-
cause of their expertise and renown which
exempts them from quild dues and makes
them life members of all councils, part of a
very small and elite group.

Apprentice: payment of fee and the
acceptance of the Master, which will generally

uire that the candidate have TAL, DEX and
JUD of at least 12. Journeyman: acceptance
by his Master, combined SL of at least 10
between &t least one Empowering and at
leastone Casting skill, plus at least 80% ofthe
spells of Cost 7 or less in his specialty. Mas-
ter: recommendation of his Master, payment
of quild fee, acceptance by the guild, at least
15total SL of Empowering and Casting skills,
at least 60% of the spells in his specialty of
Cost 12 or less, plus successfully researching
and designing one completely original spell in
the scope of his specialty for addition to the
Continued on page 41
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demons. These are Imps (summoned with Lesser Summoning), Demons (sum-
moned with Prime Summoning) and Demon Lords (summoned with Greater Summon-
ing). The Demon Lords are the most powerful of these and have the most to offer.
Generally Imps will have only one weak power and will only be able to grant it to
someone for a period of no more than a month, but they are easy to control and compel.
Demons usualﬁrehave a range of related powers and are in the service of some Demon
Lord. The powers they grant may last for as long as a year. Demon Lords can have a
wide variety of powers and are very strong in the areas they specialize in, with virtually
no limit on what they can grant or for how long. Price is commensurate to value
received. Imps generally require an offering of money or some blood or asmall animal.
Demons usually ask for the sacrifice of a large animal or perhaps more depending on
the nature of the request. At the very least a Demon Lord will want a human sacrifice
and for really serious powers and services they will demand the soul of the caster and
possibly the souls of others. These to be rendered after a negotiated term of service.
Nothing should be given up cheaply, but there are some Demon Lords who have
unusual affinities for particular items or deeds and they may have special agendas of
people to be destroyed to serve their own plans. No demon is to be taken lightly, and
if not controlled they would much rather possess and control the summoner or
someone near him than do service at any price. Remember that they are tricky and
bound by few rules and their goal is always the damnation and degradation of all they
can reach. A list of Demon Lords is provided for reference with their Will Points
included.
There are some additional spirits who fall on the periphery of demonkind yet
are still quite powerful. These include the major elementals like the Daeva and Djinni.
These spirits can be treated like demons, but their motivations may be abit more human
and they are not quite as evil or destructive as true demons, thou%h they are also not as
powerful as the greatest Demon Lords. They are listed with the other demons and
spirits.
d The main spell used to initiate a Will Battle with a spirit is Will Binding. It
should be noted that this spell does not force the spiritintoany service. It merely assures
that it will not depart until dismissed by the summoner and that if a bargain is struck
it will fulfill its part of the bargain. When powerful spirits are defeated in a Will Battle
they do not come fully under the control of the attacker, but are merely subdued
temporarily. Note that the most powerful spirits will often make deals if summoned
without being defeated in a Will Battle if enough incentive is offered.

5.64: HEALING
Healing involves a number of spells and is for the most part they are self-

explanatory. It should be made clear that bodily damage is differentiated by Club,
Edge, Point and Burn damage and that the proper spell must be used to heal each of
these. The accessibility of magical healing is extremely limited by both religious spell
casters and commercial Physicians and this keeps the cost high. In addition the spell
Ressurection is frowned on by almost all religions as an unholy denial of destiny which
steals worthy souls from their reward and the service of their god and saves undeserv-
ing souls from their due punishment. This perspective is notshared by all religions, but
itis common enough that Resurection is seen as unclean in the popular imagination and
some will consider the resurrected to be monsters akin to the undead.

5.65: ILLUSION
Illusion, as practice by Conjurors, is focused on several spells. Working in

combination spells like Visual and Auditory Illusion can createalmost anything the caster
can imagine. In combination with spells like Sensory Link and Substantial Illusion the
illusion can become almost real. In fact if enchantmentand illusion spells are combined
skillfully and at high power it is possible to make an autonomous illusion which could
pass for a living thing unless analyzed magically. The potential power of illusion is
great if worked with intelligently.

Illusion exists to be believable and gamemaster should be fully aware that there
is no Resistance Roll against an illusion in normal circumstances. Unless characters
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have a concrete reason not to believe in something or come in contact with an
illusion in a way which gives its nature away or the creator of the illusion is
clumsy they should have no reason or chance of seeing through the illusion.
Now, if a bear appears to walk 3 feet off the ground they might geta TAL x 3%.
roll tot stenbs: something suspicious, but otherwise let illusions be what they are
meant to be.

5.66: SHAMANISTIC MAGIC

Shamans exist in a strange situation. They are somewhere between mages and
priests. They practice magic, generally based on TAL, but at the same time they function
much like priests in their societies. Shamans can be extremely powerful because of this
mixed function and since they are usually part of a tribal or rural society they can
achieve an elevated status. Many tribes are headed by Shaman priests. Shamanistic
knowledge is passed on from generation to generation from one Shaman to anotherand
the same body of spells is maintained and sometimes expanded on. Some Shamans
whose tribes settle down maff move to urban areas and set up practice as non-guilded
healers or diviners, especially where there are large populations of settled people of
tribal background and ancestry. Alternatively they may be drawn into the larger,
established priesthood, though they are always kept a little bit apart. Shamans usually
servea group of deities and they use both magical and priestly power to cast their spells,
though this often divides their learning and power.

It is possible for a Shaman to cast spells drawing on his god or group of gods
for Mana Points and using ZE A instead of TAL. This should be specified in advance and
only one of the two methods should be used.

5.67: MAGICAL MANIFESTATIONS

While most magic is invisible to the naked eye, there are some spells which
produce visible side-effects and most spells produce effects which are visible to those
who have Mana Sight or other similar skills or spells. Most of these visual manifesta-
tions are in the form of colored light and forms. A simple system for determining
visibility is explained here and in the accompanying charts.

Before determining what a visual effect looks like it is necessary to determine
the intensity of the effect which determines the chance of seeing it. This is based on the
Medium and Effect letters of the spell’s classification. These are the first and second
letters. These are identified as Visible (V), Partly Visible (P) and Mana Visible (M). How
these intensities combine between the two classifications determines the visible inten-
sity of the spell. Mediums ABCH have a M intensity. Mediums DEF havea P intensity.
Medium G has a V intensity. Effects ABCDGHIJLO have M intensity. Effects EKPQ
have P intensity. Effects FMNRS have V intensity. If the combination is VV the result
is visible to the naked eye. If itis VP or PV it is faintly visible. If it is PE VM or MV it
can be seen with Mana Sight at FAC 2 If it is MP or PM it can be seen with Mana Sight
at Difficulty 5. If it is MM it can be seen with Mana Sight at Difficulty 7.

The specific appearance of the spell depends on the Medium and Effect
classifications as well, with these determining the colors involved. If the colors are
mixed the manifestation will appear as a swirl ora merger of the colors. Effect A is gold.
Effect Bis silver. Effects C and G are red. Effect D is green. Effect Eisblue. EffectFis
white. Effect H is black or invisible. Medium A is silver. Mediums B, C and D are
yellow. Mediums E, Pand S are red. Mediums F K, L and M are black. Mediums G,
H, Iand ] are blue. Mediums N and O are green. Mediums Q and R are gold.

How the spell is targeted, with the third letter of the classification determines
what the visual effect looks like. If the Target is A or E it appears as a nimbus around
the caster. If itis B it appears as a nimbus joining the caster and his target. If it is C it
appears as lines of force or a nimbus on the target at the time of casting, but then fades.
IfitisDitappears as a nimbus on the caster during casting and then as a nimbus
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quild library. Adept: having
served as a Master for at least 10
years and achieved the general
acclamation of the guild for origi-
nal research and dedication.
implied above, the availability of

spells is limited within the guild
structure. Generally, unless their Masters
have a need for them to know them, Appren-
tices are taught no spells over Cost 7 and
Journeymen are taught no spells over Cost
12.

Not all mage training follows this exact
pattern, even in an urban setting. In smaller
cities there is usually just one general mage
quild but a similar process if followed. The
main alternative system is one of schools.
Many guilds in small and large cities operate
schools which give Apprentice mages their
basic training and once they graduate they
are hired out of these schools as Journeymen
by Masters. Amixed alternative s for Appren-
tices training with specific masters to spend
some of their training time in a guild run
school and some of ittraining in their Master's
house. Nothing is absolutely fixed or rigid and
many alternative systems are possible, in-
cluding Apprenticeship loans or indentures
for those not wealthy enough to pay the full
fee.

In rural situations the specialization of
magic is much less well defined. Amageina
small town will not have a guild, he may be the
only mage. The same applies to a mage living
in a more remote region. Such mages usually
have spells from a variety of related special-
izations which they have gathered eclecti-
cally and traded with other such mages. This
sort of 'hedge wizard will generally take on
one apprentice at a time and that apprentice
will live with him until the mage feels he is
ready to retire or until the mage dies. At this
point the apprentice will probably take over
the mage’s business.

Religion in Ysgarth

For reference and illustration a
lengthy list of deities from Ysgarth can be
found in Appendix G. This listing follows the
pattern set by the churches of the great city of
Tolemeias where religious life is
intricate and highly developed

on the target. If it is F it appears as a nimbus on the target in the shape which
is being formed. If it is G it appears as a sphere or small glow in the hands of
the caster or on the part of his Egdy from which the missile is being targeted.

For an example of how this works, the spell Circle of Blades (DMF)
would appear as a barrier of green and black lines as it was being cast, but it
would only be faintly visible. Teleport (AKE) would be visible to Mana Sight at
a Difficulty of 5 and would look like a nimbus of black and gold around the
caster.

This system can allow a person with Mana Sight in a magical duel to have some
idea what is being cast on him so that he can make preparations.
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and many faiths have their cen-
tral temples and administrative
structures. Tolemeian religion
practices a complex system of
rankings and rivalries based
around the position which
temples hoid on Gods Street, a

long, winding road in the very
heart of the city. The importance of a temple
relates directly to its distance from the top of

the street.




Advanced Rule: Spirit Design
_ The ing guidelines are for de-
wbpug information onsummoned spirits. Cross-
indexed below are types of effect with areas of
igﬁuer;g_ mcommﬁon of these gives a cost
r spiritsin gainingthose powers. Which powers
aspirit has and how he uses them is mostly up to
the gamemaster within the nature of the type of
spirt being summoned.
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The costs above are paid for any of
the 300 combined powers which aspirit may have.
Some of thecom binations don'tmake muchsense
and are marked with an X.

When a spirit is summoned using a
summoning spell, the cost of that spell in Mana
Points and aﬁ?ue Points is paid. To control the
spirit a Will Battie ensues, and the loss of WP for
the summoner is determined by that.

When summoning a spirit the mage
should specify what Order the spirit belongs to. or
the specific spirit he has in mind if he knows one he
wants to summon. The Order is an indication of
how powerful 2 sfaim is. The Will Points of a given
spiritrelate directly to Order. Order is equal to WP/
100rounded up. orexample,among monkind
Orders 1-3 would be Imps, Orders 4-6 would be
Prime Demons, and Orders 7 and higher would be
Greater Demons. Among Demons the highest

Order is around 12 or 13. Within each Order the
specific number of WP varies at the choice of the
gamemaster.

How long a spirit will stick around
depends on the WP of the summoner and the
Order ofthe spirit. The cost to keep him aroundis
his Order as a number of WP expended per day
and per command ?iven him or power used by
command. The costto dismiss & spirit is Order x
3in WP, and if that cost cannot be paid. the spirit
can stick around if it wishes without obv%ng the
summoner, use its powers, and regain WP until it
can attack the sunmoner or he can dismiss it after
ancther Will Battle.

The magical potential of a Spirit is
based on their WP. 'How good they are with a

1 depends on the number of WP spent on it

or Spirits WP are essertially spent like Skil
Points to buy powers &t the choice of the game-
master, but with the advice ofthe person summon-
ing the spirt. The numerical resuft found in the
chart above is the cost per level of power for each

Continued on page 43
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5.7: HOLY POWERS

The same basic system applies to priestly spell casting which has already been
outlined for standard TAL-based magic, but there are some significant differences and
variations and some important background which need to be explained and illustrated.

5.71: CASTING PRIESTLY SPELLS

The same spells and skills are used by priests as are used by mages, though the
availability may vary and there are some speﬁs, those listed in the group PR, which are
unique to priestly spell users.

Priestly spells are cast with Mana Points, but these points originate from a god
rather than from the innate power of the caster. A priest's level of god-supplied power
is based on his Zeal. MP from Zeal function in pretty much the same way as all other
MP -- once they're spent the results are almost indistinguishable, except to the most
skilled user of Mana Sight and Magical Research.. Priestly MP do not regenerate on their
own. They are only regenerated through the use of the skill Prayer rather than over a
flat period of time.

Since priest's power comes from his god, not g’ust from himself, Zeal is
essentially a subjective characteristic based on the whim of the god. The power a god
Frants can be taken away if the priest falls from grace with his §od, though he does not

ose any of his skills or knowledge should this happen. Priests do have someadditional
skills to work with, such as Prayer and Divine Aid, but while this makes their route a bit
more educationally challenging it also gives them some flexibility not shared by mages.

When a priest casts a spell he uses the same skills as a mage and has a magic
index determined the same way within which he must roll to succeed. He must take
time and pay all the appropriate costs. When a priest fumbles a spell he is subject to the
same fumble and interaction effects as a mage, for once the Mana leaves him as an effect,
its ultimate source is of little relevance. You may wish to alter the probability of priestly
fumbles, since the gods might not be so careless as to allow their servitors such a
mistake, but then even the gods must bow to random fate.

5.72: HIERARCHY AND TRAINING

While priests do not belong to guilds or colleges or serve apprenticeships, their
system of education and advancement can be set in a generally parallel form, though
there will be titular and structural variations from church to church.

People generally enter the priesthood at the same age that they would be
apprenticed as mages and they usually have to pay a fee to enter the priesthood, in
return for which their needs are provided for and they are educated. They begin at the
rank of Novice and then progress through levels of initiation. Asan Acolyte they begin
to learn the secrets of the faith and when they achieve a high enough degree of
knowledge they are made full-fledged Priests or Initiates. Above that there is only the
status of High-Priest, or an upper priestly hierarchy within which advancement is
based on achievement and skill. Novices are the equivalent of Apprentices, Acolytes
are the equivalent of Journeymen and Priests are the equivalent of Masters for
comparison with the guild system. The qualifications for advancing in this system are
similar to those of the guild system though no original magical research is required, this
need being replaced by an obligation to do administrative service or take over an
outlying parish when one becomes a junior Priest.

The main distinction between the priestly hierarchy and the guild system is that
the church is a single body with everyone being a part of it at different ranks and in
different functions. Thereare even priests who have no magical skills at all but achieve
the same status for their administrative skills. This means that the role of money is de-
emphasized in the priesthood because everyone is working together rather than being
an individual operator.

Temples do keep libraries of spells, but access to these is not restricted by
money but by the favor of the upper-echelons of the priesthood and the need which
superiors see for one to have a spell. Priests do not pay to get spells unless they get them
from outside of their own church. Instead they have to wheedle them out of the
administration.

As with mages the situation for rural priests is somewhat different from that of
their bureaucratized urban brethren. Training in a small, local temple is usually far
more informal. Local priests take a couple of acolytes and train them in the basics,
eventually sending them on for further training in a major religious center or if itisa
localized cult training them as their own replacements. There are also travelling priests
who operate in a similar manner.




_Despite this general system there are wild variations from church to church or
even within a faith, because faith breeds variance and diversity. The names of the ranks
may be highly variable and all sorts of strange systems may exist in local churches or
small and specialized cults. There are also those secret faiths and cults which have very
strange practices and beliefs.

5.73: SPELL AVAILABILITY

_ The general principles of spell availability for priests are outlined in the
previous section. The spells available in the library of a given church or from a given
mage arelimited based on the nature and orientation of that faith. On theaccompanying
Ysgarth god list are listed abbreviations of mage groupings which can provide a
guideline for the type of spells which would be available for a given faith. In most cases

two lists are provided to give a more diverse selection. Spell availability is limited by
exactly the same formulae as apply to mages in similar circumstances. Spells can be
obtained from other churches within the same pantheon for the same price that mages
would pay for spells from another guild than their own.

Continued on page 42

combination of effects. The strength of those
powers depends on how many levels are pur-
chased with WP. The effects per level are shown
on the chart below.

Ban Du Mas Volu Arey Ve Dam Res

i 1CR 10b fcum Ssm 10kh 2 Piam

108 1M 20 2cum 108m 20kh 4 Anmal
100m 10Mi 400 4cum 20sm 40kh 8  Human

1m 2H 80 & 40 80 16 Sprlimp
10km 1Da 160 16 80 160 32 PrmeDemon
100k 1We 320 R DpnDeva
1000 1Se 640 64 320 640 128 GrextDemon

Range indicates the distance over
which a power can operate. Mass the weight
which can be moved or litted at the equivalent of
reqular walking speed, Volume the displacement
of an ob{?ct or effect, Area the surface area
effected. Velo the possible Velocity and Damage
the points of Damage which could be done.by an
effect, and Resistence the most powerful type of
being which could be effected by the power. Not
all powers have all these characteristics. Al
powers must have Range. They need have Dura-
tion only if they are ongoiFn cts. Mass. Vol-
ume and Area ore onrg relevant in limited cases.
Each power must have either Damage or
Resistence, but never both. The more levels of
skill which a spirit has with a power the more he
can do with it. Looking at the table given above,
itaspirithad 4 levels ofa powerhe could use those
anywhere among the various attributes. For ex-
ample it could have a Damage of 8 and a Ran%e
of 1 Meter, or a Damage of 2and a Duration of 10
Minutes, meaning it would do 2 points of damage
per CR for 10 minutes uniess stopped. Many
other combinations are possible

Spirits get the MP to use their powers
either from themselves. from their masters or from
sacrifices. The MP a spirit will use for its master
freely from fts own store is equal to half its Wil
Points. Oncethose MP are expended they will not
regenerate until the spirit has been dismissed and
allowed to recuperate for a number of days equal
to his Order. The costto use a power in MP is the
same as the cost to learn it in WP, including
muttiplying the base cost by the number of levels
of power actually used. though a power need not
be used at the spirit's full capacity. MP gained by
spirits from sacrifice are equalto 3x the amount of
damage from that sacrifice — in other words 3
times the total HF of a sacrificial victim. The
muttiplier for animals is only 2 times. Partial
sacritice (bleedin%) of a victim or the summoner
willachieve aresult 1 multiplier lower than actually
killing the victim. The muftiplier can be increased
by 11 the victim is particularly desirable. such as
aninfant or an innocent. MP taken from a master
give the spirt MP equal to the num ber which the
master. Some spirits may alsoaccept other foms
of payment for services. One of the most common
of these is gold or jewelry. Giving a spirt wealth
should provide 1 MP per 100M of wealth sacri-
ficed. Some spirits may also want stranger sacri-
fices and the rewards forsuch sacrifices are left up
to the gamemaster. Some spirits have specific
needs and interests which would substitute for
traditional sacrifices. Even with MP gained from
external sources a spirit will not expend more MP
than his total WIL. and then will have to be dis-
missed to regenerate.

he time it takes for a spirtt to use a

power Or prepare a power is also variable. It is

enerally equaltothe (Levelx Cost)2/100 Combat
unds. '

Novson T

For the exact details of the effects of
powers, look to those standard spells which most
closely resemblethem Additional effects orinter-
pretations are left up to the gamemaster.
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The Yegarth Calendar
Just as there are different races in

Y there are also different
. For purposes of san-

VI TIME, MOVEMENT & MEASVREMENT

While these elements are part of the game world, they’re also part of the
mechanics. And Ysgarth uses slightly different measurements than our more

common references are tothe
yvenic calendar because it is
the most like the calendar of Earth
and is also widely used through-
out northern Ysgarth. There are
12 months in the Kyvenic calen-
dar, of 30 or 31 days each. They

familiar world does.

6.1: Units of Time .
For game purposes several standard units of time are employed. These

include the six-second Combat Round and standard larger divisions of Ten
Minutes, One Hour, Twelve Hours, One Day, One Week, etc. These divisions

are Belin, Afrul, Maig, Lewen,
Rhuth, Awist, imbola, Uthved,
Sawin, Ragvir, Guyen and Bluthen. Belin
mmogh Mag are the Spring season, Lewen
through Awist are the Summer, Embola
through Sawin are the Fall and Ragvir through
Bluthen are the Winter months. Maig, Awist,
Sawin and Bluthen are the 31 day months.
The 31stday of each is considered a seasonal
holiday (Luwensad, Umbolech, Sawin and
Bealtin) sacred to a particular god (Lugon,
Aranria, Guyon and Belenos). Every fourth
year a day is added to Rhuth and it is cel-
ebrated as a special summer holiday.

The other major calendar of Ys-
garth is the Saesan calendar which is based
on the lunar cycle. It was developed from a
more primitive version which is still used b
the Vaen people and has been adjusted to
with the older Aetruvian calendar. There are
13 months of exactly 28 days each. As with
the Kyvenic calendar a day is added every
fourth year at the end of the 13th month. The
months are Orienos, Litros, Carmentes,
Cambios, Baletros, Insator, Adolenda, Kirinos,
Unraedos, Messia, Maervinos, Elusios and
Nemos. The names of the months are mostty
drawn from the names of ancient Saes rulers
or deities, though some descriptive Etruan
names have also been adopted.

Unfortunately many regions are
not aware of these two reasonable calendars
or such refinements of time keeping as adding
aday every four years, with the result that the
officially recognized date may change as much
as a fortnight when you cross a border in
some backwater regions of the world.

. Pleasenotethatall dates are given
here in the reckonin%of the population group
most likely to record history, the people of the
great city of Tolemeias who use the Kyvenic
calendar because of the proximity of the
Kyvenic nations and its similarities to the
calendar of far off lichania where the ances-
tors of many Tolemeians originated. Thus, all
dates given are either Before Tolemeias was
founded (BT) or After Tolemeias was founded
(AT). The current year is 835 AT. The history
of Ysgarth is also traditionally broken down
into three Epochs or Cycles. These epochs
are o a large extent defined by climactic and
geological cataclysms.

are particularly important in spell casting, but also come into play in other
areas.

6.2: Game Time vs. Real Time ) )
We recommend that you run your campaign with game time progressing
somewhat faster than time in the real world. This generally helps give the characters
time to do something between playing sessions and have a private life with family and
a profession. A ratio of 3 game days to every real day works pretty well, though if you
want to run a campaign where characters grow old and their children or grandchildren
eventually get to ge played you might want to move your ratio as highas 7 to 1.

6.3: Units of Measurement
Distances in Ysgarth are generally measured in Spans, Paces and Stades. One

Stade is equal to 1000 Paces. A Pace is the normal stride of a man, or about 6 Spans. A
Span can be considered the equivalent of 6 inches, a Pace equal toa yard or a meter and
a Stade about the same as a kilometer.
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Vi EXPERIENCE AND ADVANCEMENT

_ . As characters go through life they gain experience This experience can be
applied in a number of ways which effect some of the secondary characteristics,
including the all important Mental, Social and Physical Skill Points.

7.1: ADVENTURE AND EXPERIENCE

Theoreticallf' a character gains experience throughout his life for every use of
his skills and for all of his actions. For practical purposes a character should gain
Experience Skill Points for what he does during the course of active play. In his world,
the character is always doing something worthwhile, but the gamemaster only glimpses
that activity when the player takes control and lets the character demonstrate what he
has learned.

A roleplaying campai%'n is part of an ongoing world, but consists of a series of
adventure scenarios, created by the gamemaster, sort of like a story in which the
characters play the central roles. It is from observing characters in the situations which
he creates that the gamemaster should assign Experience Skill Points (ESP). The points
assigned from this evaluation represent the learning process which the character has
gone through in the time between playing sessions which lead up to expression in that
specific adventure. This presupposes that a character will be played regularly. If a
character goes for a long period of time without being played at all he should be given
some Experience Skill Points to carry him through, but non-playing Experience Skill
Points should be half or less of playing Experience Skill Points over the same period.

The rate of giving out Experience Skill Points should be based primarily on the
level of quality at which the player plays the character in question. The gamemaster
should evaluate many aspects of play, particularly character development, imagina-
tion, clarity of personality, and originality. Probably the most important thing to look
for is whether the player Eeeps a consistent character personality and has the character
actinamanner which is always in keeping with the personality he has established, even
when it is not to the character’s objective advantage. Other factors to be considered as
well include specific actions undertaken between adventures and the length of actual

lay in that adventure. Experience Skill Points should be given out at a fairly slow rate.

he average five hour adventure should yield 15 to 30 Experience Skill Points per
character, averaging about 20. The most successfully realized character should get the
most Experience Skill Points and the lower ESP values should go to those who made
little mark on the adventure and showed little effort at roleplaying or personality.

If you need a formula to give out Experience Skill Points, itis not hard to set one
up. Establish a Roleplaying Rating (RPR) for each character on a 1-10 scale, with 1 the
worst and 10 the best. You will also need hours of play (HRS) and the ESP which the
character has already acquired. With this data the formula would be RPR x

Galninq Experience )

nthe course of recentevents our old friend
Stanisar haslearned much and done much. Before
we leave him to enter the reaims of
magic. he has gained some experi-

#HRS. What it boils down to is that Experience Skill Points should be assigned
egtsxeitably by the gamemaster as he sees appropriate for the quality of play he
observes.

7.2: APPLYING EXPERIENCE

As characters gain Experience Skill Points they can apply them in any
of several ways. Unless a custom character set-up system is used, a character
starts out with 0 Experience Skill Points. As heacquires Experience Skill Points
in the course of play he may spend them on Social Skill Points, Mental Skill Points or
Physical Skill Points.

When Experience Skill Points are given out at the end of the adventure, they
must be spent. At that time the player can distribute them between these three type of
SP as he sees fit. The only restrictions are that a player may not spend more than two
times as many Experience Skill Points in any area as he spends in the area where he
spends the least Experience Skill Points, and that same ratio must always be maintained
between the total Experience Skill Points applied to each area as the game goes on. In
determining this, areas where 0 Experience Skill Points are spent are treated as having
1point in them. When dealing with small amounts of Experience Skill Points you round

up. .

If a character gained 15 Experience Skill Points, if he spent 4 on Social SP he

could spend no more than 8in any other area. Experience Skill Points function exactly

like additional Skill Points of the type they are spent on. Afterthey areallocated to Social

iP, Pl;ysical SP and Mental SP they are then distributed to skills to buy additional Skill
evels.

ence which he needs to put to good
use. Let'ssayinthecourseof atypical
playing session Stanisar gained 23
points of experience

This experience should be divided
between ial SP Mental SP and
Physical SP achering to the limita-
tions mentioned in sections 2 51 and
6.2 ForStanisaragood distribution of
these 23 points might be

SPType  SUMESP AddedSP NewESP ToulSP
Taal % 0 b w
Socal TR 0 8
Merta! 51 0 6
Physcal & B 3 116

Because his previous experience was fairly signifi-
cantand had been allocated inabalanced way. this
small addition was easy to fitinwithout causing any
Eroblems but the next time he spends experience
eIl have to be very careful not to exceed the
spending limits. so he will have to start spending
more on Mental and Social SP
The SP gained when experience is allo-
cated should be spentimmediately. It can be used
toincrease skills whichthe character already has or
to learn new skills to which skills he has contribute
or for which there is a teacher or trainer available.
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Stanisar's Mora! Progress
Asyoumayhavealready gath-

VIl GAVGING MORALITY AND STATVS

People are supposed to be moral, with principles and certain standards of
behavior. However, Ysgarth is a realistic game and we understand that not all people
are good or moral. While that may be a regrettable fact, players should have the option
to experience both sides of the fence of morality. Unlike some games which ban even
thinking about an evil character, we leave that choice open to the pyer, but we offer these
systems as a way of insuring that the rewards of depravity are manifested in game
terms.

As an aid to character development and roleplaying a simple point system lets
the gamemaster keep track of how each character is progressing relative to more or less
objective moral and philosophical standards. In addition, it is possible to keep track of
the status, influence and renown of a character in a similar manner. In all cases,
assignment of these points is highly subjective and in the hands of the gamemaster. As
lon‘g as the same standards are used forall characters the actual rate of point distribution
ishaar less important than the relative numbers of these points d by different
characters.

8.1: KARMA POINTS (KP)

The first moral area to keep track of is the character’s relationship to objective
standards of Good and Evil. Keep in mind that he is being judged by an external,
objective standard not that of his society, which may be as warped and twisted as heis.
Karma points are given out by the gamemaster to give the character an idea of where
he is heading morally. Having a high number of KP indicates a strong pursuit of the
Good. Having negative KP (the gamemaster can give KPand take themaway) indicates
an active pursuit of Evil. KP should be given out at a moderate rate appropriate to the
deeds the character commits. An average, unexceptional character should hover
around 0. A saint should be over +100, an inhuman monster below -100. If a character
goes through an session ravening and murdering he should probably lose 20-30 KE but
it would take a Jack the Ripper to rack up more than thatin one session. The gamemaster
should make an effort to award KP fairly and evenly, with minimal bias, based
on the actions and intents of the character as he sees them. A character’s KP will

ered, Stanisar is not an ennrzg up-
standing citizen. He is involved in a
number of semi-legal and even out-
right criminal business activities

activities earn him such things
8s Karma. Darma, Influence and Re-
nown Points.

_ Forexample. inthe course of
ﬁgnnn%gnomisag in the earlier ex-
ample. Star lsarseriousr"mjured.even
crippled his opponent. f he had initi-
ated the fight this might lead to several negative
Karma Points and several negative Dharma Points
But since he was the victim. that balances out the
damage he did. And on the good side. he save
Gordisag's life andtook him to a healer. This action
eams him positive Karma Points. while being in-
volved in a street brawl. just on principle (such
thingsbeingillegal) earnshimafewnegativeDharma
Points. Probably something on the order of +5 KP
and -3 DP would be appropriate given the relative
severity of the two actions. If word of the fight were
to get out. Stanisar would probably also earn a
{hnown Point as well, but probably not more than

. In his business dealings Stanisar is also
liableto gain KP or DP Ifhe regularg‘makes sharp
deals and cheats his partners and those he deals
with he is bound to get negative DP.even if they are
doing the same to him.” If he cheats innocent
customers while selling them vital goods. or takes
away their last pennies or cons them out of their
livelihood, then he will gain negative KP as well. ff
he gives to charity he will gain both KP and DP. But
if he lowers his prices out of sympathy for the poor
he might gain positive KP but negative DP. because
while it is a kindly act it runs counter to the natural
structure of society and economics. Grosser acts
like dealing in slaves or drugs or weapons would
naturally be a sure route to negative KP or DP.
though if any of those were legal in the area where
they were soid they would not lead to negative DP
. Chances are that. given his character and
interests. after having been played for 4 or 5 ses-
sions, Stanisar woul probabg ave 10to 12RP -
0 ormore DP and 010 -SKP

< O

not be known to other characters and should not be revealed, though they can
be sensed through actions and should be kept in mind by player and gamemas-
ter. You may even want to keep KP secret from other players, but even if KP
are revealed to the other players that doesn’t mean their characters should
automatically be aware of tﬁem. From a player perspective neither positive nor
negative KP are undesirable, so long as they accurately represent the type of
person his character is intended to be.

8.2 DHARMA POINTS (DP)

These are essentially similar to KP, but instead of measuring a relationship of
the character to an objective moral standard, they measure his relationship to the
standards of his society, particularly the legal and social norms of that society,
representing the range of attitudes from the most anarchic and anti-social to the most
totalitarian and rigidffy obedient to the state. Positive DP indicate obedience tolaw and
social order. Negative DP indicate rebellion and social maladjustment, an anarchistic
alliance with the forces of social chaos. Most people tend to hover close to 0, obeying
enough to get by and cheatinienou gh to profit. They should be given out based on the
actions of the character and his attitudes. Like KP they are a private and important
gau%e of character development. Having large numbers of negative DP and having it
public knowledge can cause problems with organizations seeking to punish the
character for the crimes those negative DP represent. Remember that DP make no
judgement about the quality of the character’s values or which attitude to society is

tter. They merely reflect his actions.

8.3: RENOWN POINTS (RP)

These run on a positive scale, with the normal character starting out at 0 and
gradually acquiring renown. Most people in the world will not acquire more than a
dozen RP during their lifetime. player characters may tend tobecome abit more famous
than background characters because of their very active lifestyle. RP represent how
well the character is known, essentially how famous he is. They say nothing about his
Ezrsonality or what he is famous for, they just indicate the likelihood that he will be

own for whatever itis that he has done. How a person witha lot of RP will be received
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can usually be determined from KP and DF, as they will flavor his image considerably.
Generally RP should be quite hard to get, with each character acquiring about 1 per
adventure, with 1 or 2 more from time to time for exceptional deeds and achievement
of any sort (as long as they are more or less public knowledge). For practical purposes
RP indicate the percentage chance of the common person recognizing the character.
This percentage is reduced by 1% per mile from the center of the character’s activities.
So there is a good chance that a local hero will be well known in his home town, but not
in a big city 50 miles away. The gamemaster should note that background characters
also have RP and player characters may recognize them by reputation. Some very
famous heroes may have as many as 500 RF, but that is extremely rare. A character with
a %:ood career behind him should be happy with 80 or so, which is enough to %et people
to buy him free beers in the local bar. You may wish to start characters with their SOC/
2inRE Note that for every 20 RP gained, perceived SOC increases by 1, though this does
not change any other stats, Skill Points or concrete social position, merely the level of
deference which the character can command. So a merchant who started with 14 SOC
anld had worked it up to 20 might be treated as a Baron or Count in respect, but not in
title.

8.4: INFLUENCE POINTS (IP)

These are more practical points given out by the gamemaster for character
actions. They indicate clout that character has with people or entities with which he
deals. Each character has a set number of IP in a general fund which represents his
influence with the public atlarge. In addition, he will build up IP credit with those major
background character he deals with regularly. Most characters start out with no IP
except for a few for their parents and family (maybe 20 IP which can be redeemed in
favors from his family), plus a very basic number of general IP with the public, perhaps
SOC - 10. As characters do things for background characters they will gain influence
with those characters and thus IR They may also gain general IP if they develop a
reputation for something generally useful. IP can be spent for favors at a rate that seems
appropriate to the gamemaster, and they can even be bought in the traditional ways.
Characters can also slip into negative IP if they draw a bit too much on their supporters
or if they offend an influential background character. Negative IP can lead to nasty
people being sent after the character to teach him a lesson, etc. The gamemaster should
give out IP after an adventure or special service at a fairly moderate and appropriate
rate. In practical use, IP can be used as a percentage chance that the person with whom
the character has that level of influence will grant a reasonable request or favor. This
should all be run fairly openly and loosely by the gamemaster. General IP may be less
effective at a distance from the character’s local area, just like RE and gaining RP may
produce some general IP as a side-effect.

Animportantspecialized application of IPisin the area of religion. A character
will have Deity Influence Points (DIP) with his god and church. In general this indicates
his chance of getting aid from the church and perhaps a little push in the right direction
from the god (they don’t like to get directly involved). Some gods and churches are
easier toinfluence, even buy off, than others, and some are more likely to produce useful
results for influential followers. DIP increase ZEA at a rate of 1 ZEA per 20 DIP This
increase counts for priestly spell casting, but does not effect Skill Points at all. Like other
IE DIP are usually expended when favors are gained with them. With the use of the skill
Divine Aid they can also be converted directly to Piety Points, so they are a particularly
practical and useful form of IP
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Common Coinage of Ysgarth

Tolemeias coinage P-S-M used as stan-
=5P, 10z Bronze=10P, 2.502
lron=1M, 10z Silver=1M, 10z Gold=20M,),

dard. 10z

Name  Origin
As Saesia
Auroch  Morianoc
Boar Combria
Caep Auscia
Copik  Avania
Crown  Ceredigion
Cown  Tolemeias
Decima Saesia
Demit  Hchania
D Achaja
Dirham  Vorate
Dragon  Galetach
Eagle  Tolemeias
Groat  Auscia
Gryfon Galetach
Hook  Morianoc
Lamb  Morianoc
Lion Morianoc
Mark  Ceredigion
Mark  Combria
Mark Morianoc
Mark Tolemeias
Minim  lichania
Nail Argedalia
Oboul  Arania
Ox Galetach
Penny  Galetach
Penny  Morianoc
Penny  Tolemeias
Pound  Galetach
Round  Auscia
Sceater Saesia
Serpent  Galetach
Shiling  Morianoc
Shiling  Seisylloc
Shiling  Tolemeias
Solari  lichania
Solidis  Saesia
Solis Marmarash
Talent  Auscia
Tbral  Saesia

Meotal
Siiver
Sitver

fron
Silver
Gold
Silver
on
Sitver
Silver
Bronze
ron
Copper
Silver
Siiver
Copper
Copper
Silver
Sitver
Sitver
Sitver
Silver
Silver
Silver
Gold
Gold
Gold
Silver
Bronze

Wt Value
Joz 1S
150z 15M
4oz 2P
oz 10P
foz 5P
30z M
S0z 1OM
1oz 10P

s}
58
10M
100M
M
108
2
35
™
58
3z 1M
™
™
5P
8s
15P
58
eP
1/2P
1P
0P
8s

120z 1.2M
xz M

120z 12P
oz 10P

1.202 24M

1X: ECONOMICS & WEALTH

This chapter concentrates on the economic challenges which a character faces.
It looks at the resources he has, what he can get with those resources and how he can
advance his status and economic power.

9.1: STANDARD COINAGE

While coinage is by no means standard in the world of Ysgarth, a practical
standard is necessary to determine the buying power of a character and his standing in
the economy. For this purpose we will use the coinage issued in the city of Tolemeias,
becauseit is the only major decimal-based coinage and fairly simple to keep track of and
because the city itself is a major trading center. Different nations have different coinage
systems, and keep in mind that actual coin is fairly rare in many areas, with credit and
barter systems being more the rule.

There are three main coins in Tolemeias, the Silver Mark (M), the Silver Shilling
(S) and the Copper Penny(P). There are 10Pina$and 10SinaM, so there are 100P in
aM. Inaddition there is a Gold Crown (C) which is worth 10M. We will overlook other
special and irregular coinage. Mostamounts mentioned in this chapter will bein Marks.
For reference, tﬁ: Mark is 10z of Silver, the Crown is .50z of Gold, the Penny is .20z of
Copper and the Shilling is .10z of Silver. Clipping, forgery and debasing are fairly
common. Weights are approximate.

9.2: INITIAL WEALTH & STATUS
A newly created character should start out with alimited amount of ready cash.

This amount should be equal to (250C x AGE) - 400M. Note that this can yield a
negative amount if the character has particularly low stats. If this is the case, it means
that the character is in bondage, in slavery, or still a dependent. They will remain in that
status for 1 year per 50M of debt. Which sort of situation they are in depends on their
SOC. A character starting with a SOC of 1-4 would be a slave, one with SOC 6-8 would
beinbondage, one with SOC 9-12 would be in some sort of trade or craft apprenticeship,
one with SOC 13-15 would be either in a business apprenticeship or still a ward of his
family. These guidelines should be adjusted by the gamemaster.

As a general guide to family origin by SOC, 1-3 is slave or serf background, 4-
7 is bondman, churl or villain, 8-12 is free farmer, yeoman or tradesman, 13-16 is
merchant or small landholder, 17-19 is knight, burgher or equivalent, 20-21 is Alder-
man, Baron, Thane, minor nobility, 22 is major Mayor, Count, Marquis, middle nobility,
23 is Duke, Earl, major nobility, 24 is Prince, King, Grand-Duke, part of a sovereign
ruling house. Beyond that the gamemaster should improvise as seems appropriate to
the character, campaign and situation. A player character will usually not be an actual
ruling noble. He is more likely to be a younger child, a renegade or a member of a cadet
branch of a great house.

9.3: INCOME, JOBS AND STATUS

A character’s income after he is set-up will depend on what he can do. For
characters who are still in bondage, apprenticeship or wardship there isnoincome until
they are free. For characters who are in the trade and merchant classes (SOC 13-16)
income will depend on skills and SOC. As a general guideline, use the formula ((SR/
FAC)*+SOC + CHA + AGE) x 3, where SR is the Skill Rating percentage they have with
the skill by which they make their living and FAC is the FAC of that same skill. If
multiple skills are legitimately used in the livelihood of the character their SR/FAC may
be added in to the other SR/FAC before squaring. This gives yearly income. Where
more than one skill applies create a weighted average. Thus, a 30 year old professional
illuminator with a SOC of 15 and 20SL would earn about 3100M/year. For noble
characters and those with SOC of 17 or more, income will be an allowance of some sort,
based on SOC and the status of their family. The gamemaster should work something
out, but it should tend to come out within a 30% variation of SOC x 200M. Remember
that anyone can take game actions to raise their status and income. In general the
gamemaster should be flexible in working out a realistic position for the character.

9.4: LIVING EXPENSES
How much it costs to survive is based primarily on SOC. A character will need

a set amount per year to live, without entertainment or non-necessities, merely to cover
food, drink and ‘shelter. This should come to about 1000 + (SOC x 5)M. In game
situations the role of SOC on expenses should also be considered, with high SOC
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causing merchants to up their prices on the spur of the moment, and those used to the
good life seeking out the more expensive forms of entertainment, eating and lodging,
within the limits of the character’s upbringing and personality.

9.5: EQUIPMENT & COSTS *

Several lists of commonly purchased items can be found in Appendix C. Most
should be familiar, and will sell at the costs which are listed for them, varied at
gamemaster discretion. Used versions of many items may be available at as much as 20
to 40% off, but may have hidden defects with a likelihood of about double the
Kdercentage of the discount at which they are sold. Some bargaining or use of the

erchantskill may alsobe possible. Inan environment where thereis bargaining, make
the asking price 40% higher than the standard price and let the merchant settle for up
to 20% less than the standard price.

9.6: MAGICAL EQUIPMENT
Magical equipment may be available for purchase in some campaigns. How the
prices for such equipment should be set is mostly up to the gamemaster, but some
guidelines might be helpful. Such items break down into two classes, ‘natural’ and
enchanted” items. Natural items are those which have become magical through
association with events or personages of great power to the degree that some of that
power rubbed off on them, or items which are living entities in their own right. Such
items are rare and of enormous and unpredictable power and pricing them is virtually
impossible, unless you can assign a value based on what it would take toenchant an item
of similar powers. Enchanted items are those made deliberately by magic, and are often
far less comprehensive or variable in power, limited by the imagination of the designer.
For the most part it will be enchanted items which characters will wish to
purchase. In order to determine a price for these, figure out what kinds of spells and
what level of power in Mana Points it would take to create the item. Once this is done,
take the total number of MP and multiply it by 500M to determine the standard cost of
such an item. The same formula should be used when a character is hiring a mage to
cast a spell for or on him, though in such cases the number of MP expended will usually
be lower. In general allow a discount of up to 40% for Merchant skill or other special
bargaining factors when determining final sale price.

9.7: SELLING USED EQUIPMENT

In some circumstances characters may wish to raise money by selling their
equipment, be it mundane or magical. In such cases they should first be offered 20% of
the cost which that item would command new. That can vary upward for bargaining
or for Merchant skill to no more than 40% of the new cost of the item.
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A Recent History of Ysgarth

Ysgarth is an ancient world and
has been the battleground of many races
and societies over centuriesof ~ °
recorded and dimly remem-

X: ROLEPLAYING THE WORLD

Perhaps the ﬁreatest challenge for the gamemaster is actually running the world
and its inhabitants. While a player may have a few characters to flay and
characterize, the gamemaster has the much more difficult task of making

bered history. It would be too
mammoth a task to examine
every moment of the history
of the world here, but we can
examine the major events and
developments in the several
thousand years of human habi-
tation. A much more exten-

millions of beings realistic, believable, and imbued with personality. Naturally
it is much harder to give personality to many beings than it is to give it to only
a few. The way to solve this problem is to simplify your task, and find some
principles of characterization which will let you build personalities quickly so
that they are believable and interesting, if not fully fleshed out. It is possible
to give a background character a basic personality which makes him interest-

sive history can be found in
the Ysgarth Worldbook.

Yegarth Before Humans

Prior to the arrival of the first hu-
mans Ysgarth had been populated by a
number of sentient races over a period of
tens of thousands of years. Remnants of
the Batrag, Trozard, Chitare and Dothian
races still remain on Ysgarth, but little is
known of their history by any but their
own historians or the most adépt magical
researchers. Far more is known about
Ysgarth after thearrival of the firsthuman
populations during the Time of Cata-

clysms

The Human Era
. Humans first came to Ysgarth
during what is known as the ‘Third Ep-
och’, after the decline of the Dothian races
of the Second Epoch. At this point, Ys-
rth was underpopulated and just com-
ing out of an ice-age.

Seeing Ysgarth to be more or less
vacant once more, a group of devotees of
techno-magic and interplanal meddling
decided to stake a claim. These beings
called themselves Archaeurges, and can
only be described as a-religious minor
deifies devoted to social and magical ex-
perimentation, essentially interplanal
crackpots. Thus, Ysgarth became the
‘Great Experiment’ of seven of these
superpowered entities. Their program

underway immediatly, as they began

o kidnap small groups of population from
other planes, many of them quite close to
Earth or other major planal focuses. Their
aim was to bring in an assortment of hu-
man races and dump them in certain pat-
terns in the world, where they would guide
their development towards a civilization
based on their own ideas. Some of these
humans called the world Ysgarth or World
of Ice, because of the glaciers which were
just starting to recede when they arrived.

The flood_of humans continued
from about 2500 BT to about 1500 BT, with
a growing population which was in con-
flict with itself, but also with older races
who were pushed farther and farther into
obscurity and isolation. Many Dothian
actually‘interbred with humans, produc-
inga strain in the human population with
somewhat higher than normal potential
for magic.

. After about 2500 vears, as their
subjects were rising from' savagery and
had dominated or emarginated the other
races, something went awry in the grand
sheme. One of the seven archaeurges,
named Faldvg, began to diverge in his
Fhilosophv from his fellows, and decided
o make changes without their approval.
He also gathered suﬁport among the
Keople, and the aid of human a group of
uman mages whom his power had made
prematurely powerful.

The inevitable conflict between
Faldvg and his supporters and the rest of
the Archaeurges was resolved by Faldyg's
total defeat and flight and the eventual
suppression of his followers led by the
Archimage Rhithark. Unfortunatly, this
conflict was so violent that it caused huge
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ing without going into great depth, because in most cases such characters only
interact briefly with player characters.

The way to do quick characterizations is to find and classify certain basic and
general personality traits. This is a technique used by many writers and playwrights
to fill in background characters, and is easy to do. Take a look through literature and
other sources to pick out character types. Shakespeare is a particular master of this
technique. Isolate the popular character elements and note them. Background
characters can then be created by combining these elements as a base for the character’s
personality. These archetypal traits are similar to the sins and virtues revered in the
middle ages. The seven sins are: pride, wrath, envy, lust, gluttony, avarice, and sloth.
The seven virtues are: faith, hope, charity, prudence, justice, fortitude, and temperance.
Each person is a mix of these elements in different degrees, though not all of them will
be significantly present in every person. Further, each sin or virtue has an opposite, or
negative value, such as despair for hope, weakness for fortitude, parsimony for charity.
Adding in the opposites adds even more depth. For example, a character miﬁht possess
faith, justice, and fortitude, with a limited degree of pride, imprudence (rashness), and
intemperance, plus a little wrath, and be a perfect holy warrior type. You can even
assign numerical positive and negative values for each sin or virtue to indicate positive
or negative intensity of that quality for a character. If you work with this system you
can easily and quickly create good medieval characters in much the same way as
Shakespeare, and what’s good enough for him should be good enough for anyone.
Naturally you don’t want to rate all of the values, and should leave some neutral, and
at the same time you should keep a good mix of sins and virtues. They form a good
guideline for your characterizations, and can be very versatile when you learn to work
with them.

Of course, some background characters in your world should be much more fully
developed. Characters who players deal with on a regular basis need to have as much
depth as you can give them. This is particularly true of major contacts, employees,
employers, members of their family, business associates, and the like. A great deal of
homework goes into setting up these major characters, though the method given above
isstill a good place tostart, but modified with more development and more colorfuland
memorable elaborations.

Finally, you have to analyze the personality of your world as a whole. A world
is more than just a combination of the many elements which we have described. It has
a personality, characteristics, beliefs, morality and the like, which should have a
profound influence on your campaign. This personality is formed from the combined
effect of the natures of the beings which populate the world and the gamemasters
personal point of view.

A world can even be personified and expressed as a physical entity. For example,
the world of Ysgarth could be described as a great but ancient king with a fatal disease
barely kept in check. Think about such things as the karmic balance or imbalance of
your world. Ysgarth, for example, might be characterized as somewhat lacking in
dharmic order, but fairly balanced in karmic and moral areas. Such things may change
from region to region depending on the local circumstances. The personality of your
world is manifested in many ways, such as the nature of governments, levels of
xenophobia, criminal activity, warfare, and the like. It is also reflected in the general
attitudes of the people who live in it towards themselves and each other.

Most of all, it is important to know your world and the people in it. You should

reachan intuitive understanding withit, so that you will be able to make decisions and
describe things with hardly a moments thought, because even though you haven't
thought about them before, you know how your world is and how those specific
elements have to be to fit. This feeling of identity and oneness with the world is what

separates a good gamemaster from a great one, and is developed through time, work,
and thought.




Xl THE FANTASY ADVENTVRE

Once you have a world backl%round established players world will want to do
things in it - to have adventures. The skill of designing and running an adventure has
often been neglected or cruelly slighted, and there are too few gamemasters who really
know how to make an exciting and imaginative adventure scenario. Too many rely on
random “dungeons”, or other festivals of illogic and wanton violence. In this section are
some guidelines for creating logical scenarios which flow in a natural fashion from your
world background.

11.1: THE BIRTH OF AN ADVENTURE

An adventure can be spurred by any of a large number of forces. Even the most
unlikely circumstances can generate exciting action and intriguing challenges to the
players. Traditionall{, too many adventures have been motivated by greed, and
stamped in the same old molds of searching for lost treasures or exploiting a region for
its wealth. There are many other ways to find adventure in a fantasy world, and many
other motivations which can drive characters. Virtually any situation which has the
potential for interest on any of several levels can be a workable adventure. There are
several traditional types of adventure. They can be called the Quest, the Raid, and the
Encounter. These are very loose classifications, which change greatly in specific
circumstances.

In a quest situation characters set out with a specific purpose or goal. The reason
why they set out can be almost anything. They may be hired to find or collect something,
or to guard someone during a journey. They may be sent by a holy vision or on
instructions of their church. They can even go in response to a rumor for information,

d, or self-advancement. Thebasicsigns of this type of adventure are that it is started
ﬁgn outside impetus and usually involves a journey and a specific objective. It may
alsobe complicated by dangers related to bringing back whatever is gone for, pursuing
something which is stolen, keeping something from being taken, or entering a trap or
pursuing a false or dummy objective. Think about the origin of the quest, and what
those sending the party out want to achieve. Perhaps they even want to get the party
killed off. Remember that these are not always vast overland treks. The same concept
can biapplied in a city, in varied situations, or even without actually going much of
anywhere.

A Raid is similar in concept to the quest, but there need be no specific purpose.
This is a sort of Viking adventure, or a “land-grab”, where the characters need money
in a general way, and go out and get it from someone who is less powerful than they are.
This can follow any of a number of patterns, from a simple robbery or burglary within
acity, to an armed expedition to sacﬁ atown or village, perhaps involving mercenaries
or freebooters in it for the plunder. In some cases it might even be an expedition of
conquest, where the characters instead of plundering a region, take it over, usually by
eliminating and replacing the top echelons of government. There are many variations
of this con-cept which are possible, as the idea of snatch and run can apply in most
contexts.

The Encounter is perhaps the broadest and most interesting, but least used, type
of adventure. It is the adventure of the social background where characters get to
experience their world and get to know it. Itis perfect for newly created characters and
new players, and particularly easy to set up. Its drawback is that it involves good
gamemaster control of the action, imagination, and the ability to improvise. It works

y the use of situation. Basically the gamemaster sets up a region in as much detail as
he can, with all of the important aspects, especially as they relate to the type of action
he has in mind. Then he introduces the characters to the background, and works them
into a situation, where they have to either extricate themselves, solve a problem, fulfill
an obligation, or Eenera]ly do something which will let them interact with the area and
situation which the gamemaster has set up. This approach works particularly well in
combination with one orboth of the others. For example, a party might set out to escort
one of their members to claim an inheritance to rule over a small province. Arriving
there they find that a distant cousin has taken control with the aid of a powerful mage.
Once they eliminate him, hopefully with tact, and have taken control, more things are
possible. Perhaps the new rulers are ardent Lytir worshipers, and start converting and
setting up temples. It is only a small step for the gamemaster to get them to do
something foolish like forbid the worship of a local death god, say Cromurach, and
before they know it they have a religious uprising on their hands. There are many
options like this Possible in a well-detailed region, for example, even famines or plagues
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changes in climate and geography, most
notalﬁy in the form of a second minor ice
age and a huge earthquake which opened
a rift almost 1000 miles long and over 50
miles wide right down the middle of the
main continent which came to be called
the Abyss. The social repercussions were
enormous, with some societies split, two
major empires destroved, and huge mi-

ations southward of a number of war-
ike tribes. This was called the Time of
Cataclysm, and the social chaos and
interplanal bad press was so great that the
Archaeurges decided to abandon the ru-
ins of their experiment and start again
elsewhere.

One of Faldyg’s allies in his revolt
was a cabal of extra-planal demons led by
a being known as Aﬁollyon or Sathanas.
In a deal with them he agreed to take aid
from a malcontent group within their
ranks, refugee beings from the world of
Skakrod'ar%ed by Eaedukrom the Eve-
less. After their defeat, one of Faldyg's
last acts was to give these allies control
over the lands in%’he bottom of the Abyss
as their own realm.

One of the last decent acts of the
departingBArchaeur es was to establish
the Veil Barrier which surrounds the
Abyss. This is a wall of magical force
which inhibits the actions and movements
of entities of power, such as demons and
undead, though not totally. It is main-
tained by hidden enchantments which
are still éffective after almost a thousand
vears, though they do show some weak-
ening. The veil keeps the demons (as
humans know them) in the Abyss, which
is the last favor which the Archaeurges
could do for humanity. The demons in
the Abyss are a group of refugees of sev-
eral races who were cast out of their ru-
ined plane of Skakrodjar where they had
led a war of opression. Thev took up
residence with sympathetic forces on the

lane of Abaddon, one of the planes of
Flell, for a time, but eventually began to
cause unrest against Apollvon himself,
hoping_for a coup in favor of their own
leader, Zaedukrom. Thus, sending them
to the Abvss on Ysgarth was an ideal way
for Apollvon to provide them with their
own realm and imprison them atthe same
time. Thev maintain a diplomatic rela-
tionship with the other hell-planes, and
seek to subvert and corrupt humankind
on Ysgarth, running the Abyss as a hell,
where they give physical forms to souls
whichthey buyor corruptsothatthey can
enslave them. Because their population is
small and they have a rigid social
heirarchy, thev ‘need workers badly to
supporl their standard of living.
Zaedukrom and his minions cannot leave
the Abyss without pain and danger, ex-
cept in special cases or in the protection of
a summonin% so they have to work
through agenls and su BTle tactics. The
Veil Barrier is no hindrance to those hu-
mans foolish enough to want to cross it.

The Fourth Epoch
The Time of Cataclysm was about
850 vears ago, and in that time new em-
Eires and states have arisen, and the ice
as receded, although the Abyss remains.
Ys, anhfoes on, picking up the pieces
and building new societies without'inter-
ference from alien entities, but in a deli-
cate balance of mixed races and societies
and the ongoing threat of the demons
dwelling in the very heart of the world, a
hell so real that vou can walk to its edge
and look down harsh cliff faces at realms

ruled by demons.
One softening factor to all this is
that some of the ancient Dothian live on as
the Wraithlords created by the Ritual of
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Rebirth. They seek to protect the humans
who carry a’slight touch of their blood.
They are” ancient and of some power,
though they are not totally benevolent.
For the time being, their own foes, the
other Spirit Lords or Doomlords, are con-
tained and noreal threat, unless the Chains
of Blood are Broken.

Withall of these ancient powers as
well as the gods and beliefs which men
brought with them from other planes,
Ysgarth is a world of varied Rﬁilities
and all manner of hidden challenges.

The Great Migrations

Most of the peoples of Ysgarth
seem to have originated somewhere in the
tundra and icy wastelands near the north-
ern end of what is now the Great Abyss.
From there they migrated southward look-
ing for more Hospitable climates.

Among the earliest to arrive were
the ancestors of the Aegera and the vari-
ous Urmassa descended peoples (Ka'anda,
Biwemba, Hassa, llassi, etc), who made
their first appearance at about 2500 BT
and were eventually forced far south to
ultimately settle in the southern continent

use of pressure from more aggressive
tribes. They were followed around 2300
BT by groups like the Bahadin, Phari,
Sindari and Vorates in the east and within
a hundred years the Aetruvian and
Machari people followed, migrating to
the west.

At this point a period of settle-
ment commenced with most of the popu-
lation centered around the shores of the
Inner Sea, leaving a great deal of open
wilderness in the inlands uninhabited.
The overall population density was low,
and most commerce and contact was car-
ried out by sea. A second wave of migra-
tion began in about 1800 BT with the ar-
rival of the ancestors of the Hellaga, Akaja
and llchanid tribes in the east and the
Evarian, Auscian, Kernioc, Kyvenic and
Caludic peoples in the west. Most of these

ple settled farther north coastal areas
away from the central trade routes of the
Inner Sea.
) After a lengthy delay, a third and
final wave of migration, mainly of previ-
ously nomadic s! eg»_lpe peoples took place
from about 100 to about 400at. It
consisted of two main groups of peoples,
the Khasak, Izbek Karamani andp related
tribes in the east, and the Saes, Aesc, Gott,
Fersia and related tribes in the west. In
recent years a series of mini-migrations
have occured with groups related to the
Saes, including the invasion in about 450
AT by the Vos and Aran tribes of the area
north of lichania, and of the Vaen tribes in
the west around 730 to 800 AT conquerin
rtions of previously Combric an
achar territories, such’as the Lagmark.
. Only relatively small and disor-
ganized groups remain in the northern
steppes on both sides of the Abyss, so
Iarﬁe scale migration is_unlikely, espe-
cially since these nomads have become
increasingly settled in the more desirable
border and mountain regions and are
le.arning?:ore and better agricultural tech-
niques from their settled neighbors.

Early E?Iontion and Settlement
ivilizations grew uf quickly
along the eastern rim of the Inner Sea,
with ma}‘or cities already established as
early as 2000 BT. Empires were built, laws
established and history made.

. The Phari took the lead in explora-
tion and trade, developing an extensive
network of trading posts and contacts with
more primitive tribes all along the coasts
of the Inner Sea. Other nations such as the
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can lead to adventurous solutions. Cities and other areas are also very viable, but the
gamemaster must be ready to adapt his region to his needs, work from its background,
and improvise specific incidents and developments with complete confidence. Once
you've picked the type of adventure, set the general circumstances and rough plot, and
you can work from there to expand and make your adventure more complete. Detail
and personality make an adventure interesting, and should always be kept at a high
level, though not to a ridiculous and too weighty degree.

There are other adventure possibilities which might work well with good,
experienced players. You can worE the characters into the game world, put them in
situations where their own interests will generate adventures, and get them directly
involved with the major political and social events of the times in which they live. Big
events in the game world society can spin off smaller situations which can be great fun
for characters to be involved in.

11.2: PLANNED AND INCIDENTAL ENCOUNTERS

Some systems recommend random encounters as space fillers and things for the
player to do. Generally it is better to derive encounters from understanding and logic
than from die rolls. The encounter is an important concept here. Itis a basic conceptual
unit of adventure design. Each encounter is a complete phase of interaction between
the characters and the world, where they initiate and complete a conflict or other
interaction. Forexample, if they are travelling ona road and areseton by highwaymen,
from the first meeting with the highwaymen to the conclusion of their dealings with
them would be an encounter. However, it is possible for encounters to be long and
extended or very brief. There is no set length, and they often merge together, or even
become complefe adventures in their own right. For example, the highwaymen might
take them prisoner, and then they would all be set on by wolves, creatingan encounter
within another, or the highwaymen might give up, leave, and hit them later, making
adiscontinuous encounter. There are two main types of encounters, each of which can
be divided into two types again. The two groups are Planned and Incidental
encounters, and the sub-divisions are Static and Active.

Planned encounters are those which are set up with the region, and limited toan
area. If the characters enter that area they have a certain chance of meeting the
encounter, either random, or dependent on their exact actions, though it may also be
at the choice of the gamemaster. Within this is the Static/ Active division. Basically,
Static encounters only react if directly contacted, and will not pursue oracton their own
unless provoked. Active encounters will work on their own to encounter the
characters, and will usually pursue and act with initiative. . Planned Static encounters
are such things as towns, farm-houses, merchants on the road, or other encounters
which are always around to be met when the circumstances are right. Planned Active
encounters would be regionalized predators set-up in advance, enemies of the
characters, or opposing forces, which are intended as a major active part of the
adventure.

Incidental encounters are those which come into play as needed at the discretion
of the gamemaster. They should be planned in advance, and a smart gamemaster will
keep a list of ideas for incidental encounters for use when they are needed. They are
the same as Planned encounters, but not linked to an area in particular, or a particular
adventure, though he might pick out a set to use in a given adventure. Generally they
exist so that the gamemaster can throw them in to keep things lively as needed in places
where they seem appropriate. Static incidental encounters are ones which meet the
party, but leave the initiation of action to the party. Active incidental encounters are
more common, and seek out the party. For example, a pack of wolves is a good active
encounter, while a wandering priest isa good static one. It often helps to make static
ones have the potential to be useful to the party, or dangerous if provoked.

Flexibility is the key to gamemastering, and a gamemaster should be ready to
improvise and ‘work on his feet. Atone time it was thought that everything had to be
static, set-up, randomly generated, in rooms, or some such, but it is generally
better to keep a listing of possible encounters or adventure situationson file so there will
be a broad selection available for use at a moment’s notice. Keep all the of possibilities
of a situation in mind, and make use of additional material when seems to fit in the
situation. Play your events and encounters off the characters, so that you can keep
changing and adaptir:jg in a reasonable fashion. If the characters want to pursue
something which you didn't originally plan, play along with them and be prepared to

spin off into some entirely different course of events.




Keep in mind that the world is reacting to the characters just as they are reacting
to and dealing with the world, and background characters have goals and motivations
—even feelings -- as well. This means that you can work in much more background and
action based on the character’s past deeds. You can have a specific cruel retribution fall
on a character, rather than explaining it off later as the result of some action, to justify
some random roll.

An adventure can happen anywhere, in popular settings, like ruined cities,
cavern complexes, and the like, or in rural villages, grasslands, city markets, or
anywhere. By the same rule, anything can be an interesting encounter, and encounters
should be keyed to the re%ion of the adventure as much as possible, though some will
fit anywhere. For example, mountain lions belong in the mountains, thieves in cities,

irates on the sea, wolves in the forest, and soon. A bit of logic always helps, and don't
forget that a good gamemaster can make even the most basic and simple encounter
interesting. Finally, retain the balance between physically-oriented and mentally-
oriented encounters. If characters do nothing but fight it can bog down quickly, but it
can bejust as dull to only solve puzzles and riddles. A balance appropriate to the mood
of the players and gamemaster should be struck, with thought and action, or best of all
thought leading up to sensible and effective action.

11.3: REACTION AND INTERACTION

Remember that by their own lights the background characters of your world are
as real and important as your players characters, and have them act according to that
principle. If you want them to seem real to the players they have to be treated ]i%e other
characters in every respect. We recommend using the full standard rules to create your
background characters. This completeness should apply to how they are played as well
as how they are created and handled mechanically. Background characters should
display sense and logic with reasonable motivations based on their personality and the
situation. They should not attack suicidally in every case, or run in fright from the
player characters. They should display the full range of human emotions, attitudes and
motivations.

Each person has his own personality, and this should determine what he does and
how he reacts to the actions of a player character. Play a few times yourself, and then
when you play as gamemaster, react as you would if you were a player. Too often
gamemasters [et their characters take insults and slights from player characters which
the player characters would never take. There is a tendency when running a whole
world fo look on individual characters within it as expendable. This may be true from
the gamemaster’s overview, but each of those characters is the whole world to himself,
and definitely not expendable.

Keep this in mind, and use all the potential of your world’s background charac-
ters. The great thing about being a gamemaster is that you get to play so many
characters. If you're good at it you can make each one unique and memorable. Let them
fight deviously and fiercely when needed, and back down when that is the best course,
provided such actions fit their personalities. By doing this you will find that your

layers enjoy interacting with the world more, and they will find play more challenging.
ead by example. If you roleplay the world well the players will roleplay their
characters well.

11.4: GOALS: TREASURE AND POWER

Many adventures end in some form of reward, either material or spiritual. This
can come in the most obvious form, riches, or in more subtle forms, such as increased
status in the eyes of a god, or a legendary reputation. Different characters should have
different values and personal goals, and there should be opportunities in more than one
area available on an adventure.
) Further, never ﬁive out too much or too little of anything, or concentrate too much
inonearea. You will have to use your good judgement, but generally give away enough
to keep the players satisfied, but not ﬁappy. A happy player is a restless player, but if

he gets only barely enough he will not get bored and will continue to seek new
opportunities. Be especially careful of magical items, as outlined in the next section.

Finally, don't let those characters who have advanced beyond others in your
campaign rule over them and injure them, and especially don’t let characters do
anything to other characters who they have not met in a logical game context. If high-
power characters want to interact with low-power characters, let them do so indirectly
or in some limited capacity as benefactors, sponsors, or leaders.

Akaja, Hellaga and eventually even the
warlike Ilchanids followed in their wake
until a lively trade grew up around the
eastern shores of the Inner Sea, tradin
ain and foodstuffs from llchania an
the north down to Aegera and the many
Bahadin kingdoms, and returning with
rare naptha, papyrus and spices.
Looking ‘for better markets, be-
Finningin about 1000 BT the Phari started
ookingwestward, eventuallycrossingthe
dangerous waters at the mouth of the
Abyss and reaching the western reach of
the'Inner Sea. Not far beyond the Abyss,
among the primitive Marmar and Machar
tribes thev built their first trading post
which later became the city of Metzalia.
Trade for fur and rare metals was ex-
tremely lucrative and soon the Phari fami-
lies who had settled in Metzalia were
bloated with wealth, and in turn the bar-
baric local tribes were gaining the rudi-
ments of civilization. Following the same
model in the southeast other Phari mer-
chant families established the city of
Isardis in about 650 BT. It became a major
trading p\ost which attracted the dark-
skinned Massanda and Ka’anda tribes-
men of Arojika and their valuable cargoes
of slaves and unusual woods.
In about 700 BT a group of ener-
getic newcomers from Akaja and Hellaga,
unded and supported by Emperor
Ulaktaret 11l of Aegera, followed the sea
route wes! in search of some of that same
wealth. Thev settled at a good harbor on
the western shore of a peninsula west of
Metzalia and north of Isardis and estab-
lished the bustling citv of Tibrum. The
local Aetruvian and Evarian Feo les were
very receptive to the benefits of civiliza-
tiori and had in fact already developed
their own cultures with written languages,
fairly large settlements, loosely structured
ovéernment and extensive overland trad-
ing routes, bringing goods and resources
from all over the west to the ships of
eastern merchants. The Aetruvians took
to government and commerce like fish to
water and with the wealth and techno-
logical advantages gained from trade with
easterners thev quickly came to dominate
the local region and their primitive re-
public was declared the Aetruvian Em-
pire in 296 BT. Their independence was
atiallv the result of the outcome of the
reat Sardian War in which the mercan-
tile empires of Pharia and Akaja vied for
dominance on the Inner Sea, ultimately
destroving each other in a generation of
warfare and leaving the door open for the
rise of local insurgents as their power
faded.

Rise of the West
Although tribes began migrating
into the area west of the Abyss as early as
2200 BT, the numbers migrating thaf di-
rection were far smaller in comparison to
the land area available than those who
moved eastward, implying a point of ori-
in somewhere to the north and east of
e Abyss itself. Conditions in the west
were such that the climate was relatively
hospitable, well suited to hunting the large
herds of wild game in the north and fo
athering an easy subsistance from the
wild crops of the south.

'hile populations and civiliza-
tions grew up rapidly in the east, the
conditions in the west provided less pres-
sure for rapid urbanization and regimen-
tation of life, so at the time that the first
great cities of the east were being built
around 1500 BT the tribes of the west were
just beginning to form their first simple
tribal confederacies and overland trading
systems.
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In this early period before the ar-
rival of eastern traders the dominant su-
r-tribes of the west were the ancient
grsung (ancestors of the Machar, Marmar
and Orvadi), the Kadeliac (ancestors of
the Caludic, Kvveni, Kernioc and related
B‘eoples) and the Aetruvians éalong with
eirrelatives the Evariansand Auscians).
Until 2000 BT these peoples were hunters,
gatherers and herders, living off the land
and travelling with the herds and the sea-
sons in small family groups. After 2000
BT theybegantosettledown. The Kadeliac
geople intoregional clans of as many as 30
mily ﬁrougs, the Orszang .into’ small
agriculfural settlements” and the
Aetruvians into larger settlements mostly
on the sea coast.
As is the natural trend among
eople trading routes developed between
different clans and regions, brin%iné shell
and wood from the north to trade for
ttery and worked metal from the south.
ttlernents became larger and more per-
manent, agricultural techniques im-
mved, pog:lations became concentrated,
ua gan to change, and by 800 BT
the firstreal nations began toemerge. The
earliest of these were city-states along the
southern coast and clan alliances in the
north.

The first clearly identifiable and
lasting nation state to control significant
territory was the Aetruvian Kingdom of
Etruika which was established in 760 BT
and lasted until about 380 BT when it was
reorganized into a larger nation which
included much of Evaria and was the
nucleus of what later became the
Aetruvian Empire. Inthose early vearsan
Evarian Kingcﬁ)m known as Tulesia ruled
the western coast from about 675 BT 10590
BT The Kingdom of Auscia was estab-
lished in 610 BT and survived until about
390 AT when it was subdued by the Saes
Empire. The first northern Kingdom was
Ystradia, the ancestor of modern Ustradwi,
established in around 590 BT. Other king-
doms followed until by the end of the 4t
cex;‘mry almosfl all gf the land area of Ys-

except for the eal ste S was
g:imed bypsomeone. qfhe domqggnt -
litical forces of this period were Ustradwi,
Combria to it north, Auscia and the
Aetruvian Empire.

With the arrival of merchants from
the east change was rapid, with nations
like Aetruvia gaining advantages over
their neighbors because of their trading
relations with easter nations. Settlement
and organization of states intensified af-
ter the period of the founding of Toleme-
ias, disturbed only by the ongoing influx
of barbarian tribes from the northern
steppes.

During the early vears after the
founding of Tolemeias the various Kvvenic
nations formed an alliance for purposes of
trade and diplomacy, a pattern followed
some vears later by the Kael nations to the
north. Despite their conquest by the Saes
the power of the Aetruvian political ma-
chine continued to grow, until their em-
pire reached its height under Saes domi-
nation in about 400°AT. Eventually their
territorystretched from the southern coast
all the way to the River Cynfael, with the
Kingdom of Auscia the last major nation
to fall to their rule, and with Suessiones,
Frejsa and Marchioc essentially puppet
states on the border of the great empire.
At that point the limits of Saes/ Aetruvian
resources were more or less reached and
after 400 years the empire has begun to
crumble under its own weight, with the
loss of the martial tradition of the Saes and
increasing infighting among Aetruvian
political factions.
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With the most powerful characters you should consider encouraging players to
retire them to your use after they have achieved near-legendary status. You as
gamemaster may then play them as background characters to generate adventures and
activities and be benefactors or villains in the world. They have the advantages of
characters already fully develoFed by the player, and clear and present reputations
with the other players.” Generally this concept works very well, and is welcomed by
players, though it can’t really be started until you’ve been playing for a while.

If you find treasure of any sort getting out of hand, you are the gamemaster, and
rule, so feel justified in reducing it, so long as you do so fairly and explain why you are
doing it and how it will benefit the players in improved quality of play.

11.5: MAGIC ITEMS

Magic items are one of the great benefits and banes of many fantasy campaigns.
They should not be given out too freely, but the number is far less important to limit than
is the nature of the items. There should neverbe so many items of holy or magical nature
available that they could make a fighter the equal in magic of a mage, or in holy powers,
of a priest. A magical item is one which has powers of magic in addition to its normal
physical properties, and they can be of various levels of power and have more than one
power. A holy item is of the same nature, but derives from a holy rather than magical
source. Lesser versions of both may be bought or manufactured, but the serious ones
should be either granted or found. As a general guideline such items should remain
internally logical and consistent. A single principle should guide the powers of anitem.
A sword which can flame and at the same time freeze is ridiculous. On a lesser scale
such things as swords which fire missiles are fairly silly. You should try to envision the
essence of an item before creating it. Powers should be related, at the best, and certainly
never at odds. Most items of serious power should be unique, .and lesser items should
have only one or two powers, and be limited by time or charges. Powers can be derived
easily from common spells, and for more detail on making such items see the earlier
sections on Enchanters and Artificers. In addition, there is a selection of typical items
in the appendices.

Finally, look in literature and myth for examples. Properties given there are
almost always logical, and often relate to the practical physical use of the item, for
example, heightened sharpness in a sword, or flame-deflection in a shield. Use your
discretion, and think about what effect the item will have on your campaign. Don’t give
out things which will let the character wade through all opposition, or which have
negative powers which will make him useless, unless he has some chance of escaping
them. Also, if you are going to have items in the possession of creatures or persons
before players get hold of them, have those persons or creatures use them in self-defense
to whatever degree they can, and take full advantage of the powers to their benefit. Do
not overlook the use of negative powers to counterbalance positive ones in an item.

11.6: THE ROLE OF THE GAMEMASTER

In any campaign the word of the gamemaster is law, but for the gamemaster to
have fun the players need to be enjoying themselves as well, so above all the gamemas-
ter should give consideration to what the players enjoy as well as to his own interests.
Ask players for suggestions, offer them a variety of options of setting and power level
of play. Don't be a pushover, but take their desires into reasonable consideration.

Remember that each player and each character is an individual. Don't force a
maverick character to conform with the pack just to make things easier. Encouraie
diversity and your reward will be better roleplaying from your players. Don't let the
pack mentality so common in roleplaying games crush imagination and originality. A
certain amount of conflict between the characters is natural and even desirable so long
as it doesn't go beyond the point of reason and so long as the game remains fun. You
may have to work a bit harder to manage things when the characters are at odds, but
you can capitalize on the situation to encourage a more intense and vital style of
roleplaying. Nothing makes danger so immediate as when it comes from a supposed
comrade and roleplaying is often best when it comes under pressure.

Above all, roleplaying is meant to be fun. In most cases you'll have the most fun
and achieve the most memorable play when you make have well conceived characters
in a fully developed world. Roleplaying is about creation. The players and the

gamemaster work together to create a world and events in that world which can be as
comrlete and believable as anything in the real world. It can be serious work, but the
t can be uplifting and endlessly entertaining.
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APPENDIX A: RACIAL SKILL BENEFITS

. Provided here are Skill Benefits for the major races of Ysgarth. In the
descriptions, when two skills are listed on a line that indicates a choice between the
two benefits. The Size listed is the base Size which characters of that race have
without any adjustments. Characteristics given are maximums.

Ysgarth Human Races
These are the human races, socio-cultural groups and nationalities within

the confines of Ysgarth proper, specifically in the area fo the west of the Great Abyss.
Unless otherwise specified, they live fo abot 70 chezarfs of age under nat\t!:ral
for women.

conditionsand their standard Size is 13 for men an

Tolemelan -

-1 Street Sense or Merchant

-2 on a Craft or Thieving Skill

-1 on a Language or Dagger

-1 on a Magical or Priestly Skill

POP: 500,000/1%

REG: Tolemeias, other urban areas

_Residents of the city of Tolemeias

have gravitated there from all over the world,

but after generation of urban living they have

developed their own culture and society. While

there is a great deal of physical sity and there

are ethnic communities within the city which

retain their cultural identity, there is also a

common pool of experience and background

for those who are true urban citizens and have

shed their ancestral back?round. This group

includes the members of most of the older

families of the city and those who have been

adopted into their sub-culture. Many of these
ple are of easterm ancestry, Phari or lichan

in background, but an increasingly large num-

ber are of mixed blood, as it is some 800 years

:rl'em ngme first Phari merchants came to found
city.

Koulo and Houkos!
-1 on Sleight of Hand or a Pick Pocket
-1 on Silent Movement or Concealment
-1 on Somatic or Dagger
-1 on Conning or Seduction
-1 on Sexual Technique or a Conjuror Spell
POP: 80,000/Less than 1%
REG: All Over
. The Koulo and the Houkosi are two

related tribes of migrant peoples, the Koulo
found mainly in the westand the Houkosiin the
east. They are said to have originally come
from the far eastern land of Sind, but in times
soancientthat little is known about their ances-
try. Although they live in the midst of other
cultures, they are near fanatics about preserv-
ing their heritage and identity, keeping mar-
fiage within their own population and practic-
ing their own strange religion and forms of
magic. They tend to dwell in extended family groups and have a distorted view of
gropprty ownership, basically that anything not tied down is theirs for the taking.

amily relationships are extremely important to them, and they fear outsiders, who
in turn are very suspicious of them. Physically they are given to dark curly hair, large,
bulbous noses and swarthy olive complexions with generally very fine skin. They
resent outsiders, except as sources of profit, and are very protective of their women
and their privacy.

Komyman

Saesian
-1 Geography or Generalship

-1 Tactics or Strat
-1 Short Sword orengsonry/Engineering
-1 Javelin or Pilum
-1 Legion Shield or Net
POP:"1,500,000/3%
REG: Aetruvia and Evaria

. The Saesians are a great race of conquerors. Some four hundred years
ago, during the midst of the last Auscian-Aetruvian war,. the mighty Saes tribes
swept down out of the steppes and conquered both nations, uniting them into the
Saesian Empire. Since thattime, Saes ideas of law and warfare have combined with
Aetruvian adminstrative and religious sophistication into a very successful govern-

ment and a powerful Empire which controls
more than a third of the land area west of the
abyss either directly or through its political
influence. In recent years, although the con-

uering Saes remain the dominant force in

e ruling class, the Aetruvian bureaucrats
have reasserted a lot of control over the
government of the empire. The Saes have
abandonned their tribal background and have
become considerably more settied and civi-
lized since the time of Maerveg the Con-
queror, but they maintain a martial tradition
and military service is expected for men of all
classes, leaving the govemment to the olde
rmen of the noble classes and to the Aetruvian
bureaucrats. Physically thew traditional Saes
was blond haired and blue eyed and of rela-
tively fair complexion, but that type is no
longer as common as it once was, due to
racial mixing.

Gottlan
-1 Armory or Cart/Wheelwright
-1 Blademithing or Herding
-1 Ironsmithing or Tailor
-1 Short Sword or Halberd
-1 Pike or Round Shield
POP: 900,000/2%
REG: Gottia and Surrounding Areas

The Gott are one of the tribes
which moved into the territory of the old
Aetruvian Empire at the time of the Saes
migration and conquest, essentially following
th trail of the Saes and settling in the western
areas on the border of the empire in what is
now the Prefecture of Gottia, and in the
uncontrolled mountainous border areas be-
tween the Saaes Empire and the Machar
kingdoms. The Gott are mostly farmers and
herders. Their society, both in and out of the
Empire, is very rural, with Jarls ruling over
tribal villages from small, walled settiements
called Borgs, while most of the population
lives on smallfarms. As a people the Gottare
not very organized, have a low literacy rate,
and although they have a strong martial tra-
dition, most of them are farmers, though they
are a good source for manpower in the Impe-
rial [egions. Physically, thie Gott are of
ﬁvgrage height, with brown or dark blond

air.

Fersian
-1 Light Lance or Heavy Lance
-1 Short Bow or Riding
-1 Broadsword or Hunting
-1 Surgery or Planting/Tending
-1 Embroidery or Soccer
POP: 1,00,000/2%
REG: Fersia

The Fersians are related to the
Saes and the Gott, migrating south at about
the same period, but instead of coming into
the Aetruvian Empire with the Saes they
carved out their own kingdom to the northeast
in territory held by various Auscian, Machar
and Kyvenic princes. Culturally the Frejsans
are similar to the Gott, through their govern-
ment is somewhat more sophisticated. A
council of nobles (Theyns & Yorls) called the
Witan meets for several month each year to
make laws and hear court cases and the
country is run by an elected king called the
Freviolda. Generally he is elected from the
hereditary line of their first king, Klaudric, but
they are not obligated to pick the obvious heir,
and can even theoretically go outside of the
royal family for a new ruler. Physically Fersians
are of medium height, blond or light brown

Fersian Tinker
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haired and biue eyed. They have a well
developed citizen army and their nobles main-
tain a ligh, mounted chivalry. There s a lot of
intenral warfare and feuding among the
Theyns.

Vaen
<2 Light Lance or Leadership
-1 Riding or Leathersmithing
-1 Herding or elling
-1 Broadsword or Folkiore
POP: 2,000,000/4%
REG: Vaen Steppes
The Vaen are tribal nomads living
inthe northeastem steppe re[?ions of Ysgarth.
Some of their tribes are quife large, with as
many as 6 to 10 thousand members, though
others are quite small. They live off herds of
large, hairy cattle and gather some grain, do
some hunting and fishing. They have very
fittle technology, but are great horsemen and
leatherworkers. trade their horses and
leather goods to Auscian, Kyvenic and Caludic
merchants for iron swords and spearheads.
One of the great fears of the various coastal
mons is g{lte inevitably Va?n mi%ration.l The
pes will only support a limited population
lndp whenever #»e nomads become rr?ore nu-
merous their tradition has been to migrate out
info settled territory. In the past the Saes
migration conquered the Aetruvians and
Auscians, the Aesc conquered some Caludic
territories and most recently several Vaen

tribes conquered the northemn Machar king-

doms. The Vaen are taller than average,
blond haired, biue eyed, and generally not
literate. They have a great martial tradition, and many young Vaen hire out as
mercenaries to free bands or nations of the south.

Vaen Warrior

Aescian

-1 Navigation or Hurley

-1 Helm/Pilot or Ridin

-1 Net Fishing or Herding

-1 Tratg Fishing or Tanning

-1 Battle Axe or Light Lance

Size: 80

POP: 500,000/1%

REG: Galetach, Inesgale, Thaned, Ardmaka,
Bancor

The Aesc are agroup related to the
Saes, who at about the same time, migrated
westward while the Saes headed south. They
swept down through the northern Caludic ter-
ritories of Ardmaka, Galetach and Bancor and
conquered the local Caludic tribes, eventually
deve!:rmg into a ruling nobility for those ar-
eas, intermarying with the Caludi and assum-
ing a lot of their cultural traditions, including
local organization in a system of clans, while
preserving their traditions of law, politics and
religion. This makes for an interesting cuttural |
mixture. The military power of the Aesc has
made their various nations within the Kael M
teritories politically dominant, and the Aesc-
descended kings of Galetach of the Skoldingar
or Ma'Skoldi line are traditionally chosen as
Arduri or High King of the Caludi. King Unferth
of Galetach was recently deposed and is now
in exile. The throne is currently held by his
bastard son Thalrik. The Aesc are given to
blood feuding and have been described as
warlike. They have also built ug a very fine
navy, particularly in Galetach. P ysica% the
Aesc are given to curly red and reddish blond |
hair. They are unusually large and tend to [§
have biue eyes.

Schilding

-1 Light Lance or Leadership

-1 Riding or Folklore

-1 Round Shield or Herding

-1 Spear or Leathersmithin

-1 oggtaineering or Storytgelling

Size:
POP: 300,000/Less than 1%
REG: Mountains West of St«:ﬁpes )
The Schilding are the Vaen of the mountains, closely related to the Aesc.

They are the ‘settied’ Vaen, tribes who have settled in the mountainous regions at
the edges of the steppes and have established small settiements or fortified Holts,
where extended families live, herding goats, cows and sheep on the mountainsides.
They also fish and hunt, but do only a very limited amount of actual farming, mostly
g:ains androots. The Schildin&are transitional, somewhere between the Vaen and

e Aesc in society. They maintain a lot of the warrior tradtions of the Vaen, but have
not yet developed classes or national governments like the Aesc. They are of large
size, blond haired and blue eyed, and tend to be a bit better educated thanthe Vaen.

Caludians )

-1 Planting/Tending or Riding

-1 Herding or Harvest/Threshin

-1 Round Shield or Great Swor

-1 Heavy Lance or Bastard Sword

-1 Golf or Brewing or Hurley

POP: 2,000,000/4%

REG: Argetilia, Galetach, Llynan, Ardmaka,

Bancor

The Caludi are the primary inhabit-
ants of the northwestern coast of Ysgarth. They
are numerous, live in a number of kingdoms,
some of them dominated by Aesc rulers, and
have a fairly high level so civilization. Politically
the Caludi are organized into fairly large clans,
and these are part of larger kingdoms, all of
which acknowledge allegiance to the Arduri,
who is the King of Galetach. The Caludi are
good warriors and seamen. They practice alot
of piracy and smuggling, and their Gealts or
Berserker warriors are much feared. Physically
the Caludi are of slightly more than average .
height, and given to red and reddish brown hair, fair complexions and brown eyes.

Combrian
-1 Longbow or Great Sword
-1 Spear or Chevron Shield
-1 Riding or Herding
-1 Diplomacy or Curriery
-1 Mining or Broadsword
POP: 1,000,000/2%
REG: Greater and Lesser Combria, Badenoc
The Combrians are of Caludic lin-
guistic and racial stock, but have been heavily
influenced by other societies. They live in the
two feudal kingdoms of Greater and Lesser
Combria and in the independent Duchy of
Badenoc. These three nations occupy a large [
valley between the Thyrisic Mountain Range [
and the sea. Some 600 %:ars agothisareawas F-
inhabited by primitive Kael clans. The city of ['e@
Arkinkolm was originally established as an |
Aetruvian trading post, which resulted in con-
siderably outside cultural influence on the
Combrians. About two hundred years later the §
region was conquered, first by the Kyvenic [
Kingdom of Morianoc and later by Aesc raiders
froim Galetach. Lesser Combria retains a con-
siderable Kyvenic and Aetruvian influence,
while the Aesc influence is particularly strong in
Greater Combira. Physically Combrians are
similar to Caludians, but given to somewhat
darker complexions and hair. Their society is
haghly structured, with noble, peasant, knight
and gentry classes, a highly devcloped system
of feudal obligation and vassalage, a certain
amount of hostage exchange, intense, state
supported religion and a great deal of militarism.
The Combrian nations are relatively small and
vulnerable and their past has taught them to be prepared to defend their territory.
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Inisian

-1 Bastard Sword or 1 Aeromancer Spell
} Bersefi?r o Sg:lid il
. © or Swimmi
POP: wooa)a/{'gess than mng
REG: Islands of Inesgale, Thaned and Imaly
The Inisi are island dwelling Caludic clans living off the coast of the

northem Caludian nations, north of Galetach. They are not organized into nations,
though the independed clans will unite in time of war. They live a primitive life of
ﬁshmgbpuracy and blood feuds, but they are so warlike and clannish that no one has
g:ne the trouble and expense of subduing them, though various Caludian lords

ve paid them tribute from time.to:time to prevent them from raiding their coastal
teritories. The Inisi are physically similar to the Caludi, but less culturally and

politically sophisticated.
Kyvenian

-1 Folkiore or Poev
-1 Broadsword or Voice/Singing
-1 Writing or Strategy
-2 Longbow or Ambush
POP: Z,500,000/5%
REG: Morianoc, Seisiloc, Ceredigian, Ustradwi,
Marchoc
The Kyveni are the most populous
and most civilized of the peoples north of the
Cynfael River and Tolemeias. They are a
settied people, a society of farmers and herders
and craftsmen, with several relatlveg/ large cit-
les, like Baelnok, Harslec and Seid Mardioc.
They are renowned as bowmen, Roets, musi-
cians and teachers. Education is highly prized
among the Kyveni and their literacy level is
second only to the Aetruvians and the popula-
tion of Tolemeias. Politically the Kyveni are
organized into five nations. The t is
Seisiloc, the smallest s Ustradwi. Marchoc is in
the chaotic southern border area and faces
many political problems. Morianoc is the most
litically and economically developed. The
ng of Morianoc is ac as the High
King of all the I;(vaeni, though this is mainly an
honorary title. Tolemeias was originally estab-
lished to open up trade with the Kyvenic nations
by merchants from the far east who discovered
that the Kyveni had developed trade and civili-

zation well before other tribes inthe area. Physi- L— —
cally the Kyveni are of average height, with A Kyvenic Burd
brown hair and eyes.

icheni
-2 Longbow or Huntin
-1 Wildemess Survwa‘i‘ or Fishing
-1 Bowyery or Tanning
-1 Broadsword or Round Shield
POP: 100,000/Less than 1%
REG: Ustradwi, Morianoc

The Icheni are tribal Kyveni who
still live the way the Kyveni did almost a thou-
sand yearsa%) because of their isolation in the
Icheni hills in Ustradwi and Morianoc. They live
in small tribal villages, subsist by some farming

nations in which they reside, but they have littie
or no contact with the govemment and are very
are pryacaly Singas 1 othe Kyvere, bt

are physically simi i,

to be a bit smaller in stature.

Kernioc

-1 Climbing or Coun%Love
-1 Bowling or Net Fishing
-1 Pick or Whip

-1 Tinsmithing or Mining

-1 Disquise or Braziery
POP: 500,000/1%

REG: Suessiones, Marsk F

An Iceni Huntsman
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The Kernioc live in the mountainous
kingdoms of Amerioc and Marsk on the southern  §
banks of the Cynfael River. Amerioc has only
recently broekn free from the Saesian Empire,
and Marsk is so small and so isolated that no one
pays much attention to it. The Kernioc are
renowned as miners, jewelers and masons.
Pm(sicany the Kernioc are similar to the Kyveni,
but culturally and linguistically they are more
closely related to the Caludi, though their clan
structure has broken down and they mostly live
in small villages and towns, the resuft of their
nations having been under Auscian domination
for hnundreds of years,m only reattaining inde-

ndence when the Auscians were conquered

y the Saes. Suessiones has been conqueered
$0 many times that it has no real cuttural identity,
especially inthe eastern plains regions which are
like a corridor for invasions and conquering mi-
grations. Marsk is so isolated by the sea and the
mountains that it retains much more traditional
Kernioc culture, including worship of the death ) , y
god Ankou and some clan traditions in the form of a system of semi-elective nobility

and a hereditary kingship.

Isberyr Mukes u Stutement

Auscian
-1 Conning or Vintnin
-1 Merchant or Crossbow
-1 Buckler or Chariot
-1 Any 2 skills 1300-1786
POP: 1.2 Million/3%
REG: Auscia, Marchoc, Fersia, Evaria
The Auscians are mostly town dwell-

ers, small farmers and merchants living in the
border area between the Saes and Kyveni con-
trolled lands. They are of medium stature, given
to ruddy complexions and dark brown or black
hair. Until some three hundred years ago the
Kingdom of Auscia was a powerful and wealthy
nation which had fought a long-standing war
against the Aetruvian Empire, when the Saes )
conquest brought both nations low and incorporated them into an uneasy union.
After that conquest the mercantile power of the Auscian towns helped to supportthe
great Saes war machine until the weakening of Saes power within the last genera-

on. In the last dozen years Auscian nationalism has reasserted itself in resistence
to the resurgent Aetruvian influence in Tibrum, and King Corlan Il emerged from
generations of hiding to declare Auscian inde-
pendence, leading 1o a sporadic war between
increasingly undisciplined Saes generals and
the wealthy but non-militaristic Auscians, as-
sisted by an army of mercenaries and volun-
teers from all of the northern lands. By character
the Auscians are merchants, tradesmen and
town dwellers. They are not very warlike, but
they are great managers and salesmen. They
also control some of the most temperate and
fertile land in Ysgarth and produce excellent
wines and beers.

Aetruvian
-1 Teaching or Law/Judicial
-1 Pilum or Research
-1 History or Politics
-1 Short Sword or Writing
-1 Mechanical or any 1 Language
POP: 1 Million/2%
REG: Aetrvia

Despite popular conceptions every-
where else in Ysgarth, the Aetruvians are notan
evil people, merely misunderstood. When most
of the peoples of Ysgarth were living in huts and
subsisting as hunters and gatherers the
Aetruvians were sailing across the Middle Sea
1o bring back the scientific and magical secrets
of the ancient lands of Aegera. Their advance-
ment in law, in mathematics and in the sciences
allowed them to achieve political dominance
over all of the territory south of the Cynfael River
before the establishment of Tolemeias, and hold

An Aetruvian Scholar



that territory for more than 600 Xears._until theirinevitable decay and conquest by the
Saes. Since that time, the Aetruvia have continued to run the Empire. Their
administrative and legal systems remained more or less intact, and while the new
mmbllﬂy and royalty were Saes, their power was maintained through the wiles

r Astruvian advisors. In recent years, with the accession of Cambises li to the
throne, Aetruvian power has begun to be reasserted. While the Saes retain their role
asa mllmrwz.nobll ,more and more their power has been concentrated in their rural
estates, while the urban political power and control of the Centarchy and Royal
Council has been consolidated into Aetruvian hands. This recent change is
symbolized by the fact that the Cambises II, though of Saes ancestry, is the first
emperor since the conquest to bear an Aetruvian name. The Aetruvia are of slight,
wiry build, of average height, dark haired and olive skinned. Unlike many of the other
southern races, their hair tends to be straight, and their eyes are invariably dark
brown. Education is at unusually high levels, almost all Aetruvia can read and write.
They have a disdain for manual labor, leaving it to convicts, slaves and foreign
laborers. They are devious, intelligent city dwellers, often intensely religious, with
ancient beliefs and traditions taken from many
sources, but well past their prime and colored
by a certain amount of aggressive decadence.

Evarian

-1 Farming or Herding
-1 Vintining or Cooking
-1 Brewing or Merchant
-1 Short Bow or Running

-1 Fisrggg or Short Sword
POP: 800,000/2%
REG: Evaria
Evaria is the south western section

of the Saesian Empire. Even before the Saes
invasion they were subjects of the Aetruvian
Empire. They are mostly farmers and herders,
the region is very fertile agriculturally, espe-
cially in viniculture and in growing grain. They
are a relatively short, stocky people, olive-
skinned and given to curly, brown or black hair.
There are few large cities in Evaria, but many
small market town. Every decent town has a

early marketfestival, often with religions asso-
ciations. Agricuttural deities are very popular
among Evanans.

Macharian
<2 Hunting or Mountaineering
-1 Dagger or Short Bow
-1 Any skill 1400-1574
-1 Trailing or Garotte
POP: 600,000/2%
REG: Macharia, Lagoland, Tscherkasia, Daitza,
Syrmia, Romoria

This is the northern group of semi-
settied Machar tribesmen, dwelling in a region
of mountains and lakes, the nortnern half of
which was recently conquered by Vaen tribes
under Ermanrik and the remainder of which
forms the Machar Kingdom, under the control of
Queen Namuna. Itis awar torn land, once quite
a prosperous agricutural region, but now dam-
aged and depotgulated. with much of its popula-
tion in exile to the south and west. The Machar
are intensely clannish, living in small family
groups, within a strict social heirarchy. In good
times the Machar clans live by farming in the
valleys and hunting and herding in the moun-
tains, but recent hard times have forced them
into older patterns of life, with much of the
population talging..to mountain strongholds from
which they raid the valleys and travellers passing through the territory, supporting
themselves by herding and thieving. Physically the Machar are short and stocky,
swarthy skinned, with dark, straight hair. Contrary to popular rumors, you can trust
a Machar, just not enough to turn your back on him.

Uztarian

<2 Set Traps or Tracking

-1 Dagger or Cross Bow

-1 Any skill 1400-1574

-1 Cartwright or Garotte

POP: 400,000/1%

REG: Toth, Verocze, Warasdin, Roshega, Uztaria

AMauchari Clunsman

The Uztari are a Machartribal group living south of the lake region of the

Machar territory. Physically and culturally they are similar to their northern brothers,

but their land is less war-torn and they are more devoted to a sedentary lifestyle and

less likely to rever to the old tribal lifestyle. Most of the Uztari population is within the

r"lachar ingdom, by conquest and annexation, and under the rulership of Queen
lamuna.

Rakosian
-1 Hunting or Planting
-1 Dagger or Epee
-1 Any Craft Skill
-1 Vintning or Backstrike
-1 Leeching or Dancing
POP: 500,000/1% _
REG: Rakosia, Erdeli, Szalar, Thurocz, Trentezin, Zatt o

The Rakosi occupy the old Erdeli Kingdom of the original migration and
also a number of independent counties and duchies in the mountains. They are
similar to other Machar groups socially and
culturally, but have a strongly developed class of
nobles which pretty much runs their society, with
each noble having near total auto.nom{Aunder
the very loose rulership of a hereditary king.

l:alrmarlan - ;
. istics or Cartography
-1 Goeg raphy or Dowsing
-1 Leeching or Dancing
-1 Trident or Scimitar
-1 Net or Round Shield
POP: 800,000/2%
REG: Marmarash
The Marmari are the largest settled

?;ou of Machar, living along the coast of the

iddle Sea, in the Kingdom of Marmarash.
The¥ are farmers and fishermen, town and city
dwellers, relatively sophisticated and_civilized
compared to other Machar groups. They are
politically disorganized, dwel mgl in a large, but
poorly administered kingdom with a great deal of
autonomy for local officials. Physically their skin
tone tends to be more olive than that of other
Machari and their hair tends to be more curly.

Orvadian

-1 Merchant or Cartography

-1 Oracle or Dowsing

-1 Surgery or Dancing

-1 Spear or Mace

-1 Whip or Round Shield

POP: 600,000/2%

REG: Orvadia :
The Orvadi are the neighbors of the |

Marmari. They are smaller in number, but very g

similar ethnically. However, the Kingdom of g

Orvadia is better organized than Marmarash,

and they are known for being relatively warlike,

and pretty good seamen and merchants. Most

Orvadi are fishermen or tradesmen, living in kg

small towns, pushed up against the sea by the E

fairly formidable mountains of the Bekilur Range. [

Sribinian

-1 Hunting or Trapping

-1 Geography or Dowsing

-1 Backstrike or Garotte

-1 Pilum or Discus

-1 Scimitar or Round Shield

POP: 400,000/1%

REG: Bekilur Mountains
The Sribini are extremely clannish, living in little, tiny kingdoms spread

through the Bekilur Mountains. There are more than thirty Sribini kingdoms, some

of them fewer than 20 miles in diameter. Warfare is a constant staple of Sribini life,

and because they have no access to the sea, they are extremely culturally isolated.

They are of Maczar stock, but taller and leaner, given to largish noses. They have

overdeveloped senses of honor, and personal duels and blood fueds are their idea

of fun. Most of their neighbors look on them as bloodthirsty barbarians, though they

are not much of a threat, since they would rather kill each other than other people.
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. nor
-2 Wagering or Oracle
-1 Trident or Mace
-1 Javelin or Round Shield
POP: 200,000/Less than 1%
REG: Metzova

The Metzi are a significant Machar sub-group, living in the small Kingdom
of Metzova, which astrategic location controlling key mountain passes and
fiver access. The Meta are extremely warlike, very aggressive and very organized.
Their ki is a rigid authoritarian state, organized on military lines, which
accounts to some degree for their survival and success.

N owyery o Net Weaving
o ery or
-1 Shortbow or Merchant
<2 Flail or Trident
-1 Street Sense or Net Fishing
POP: 200,000/Less than 1%
REG:Mazala
The Vari live in southern port city of Mazalia, which is the third largest city

in Ysgarth. Like Tolemeias and Tibrum, it was originally founded as a trading post.
It pre-dates the other two cities by several hundred years, having been founded by
the Phari, whose heyday came well before the Achajans who founded Tibrum and
the lichanids who founded Tolemeias. The Vari believe themselves to be descended
from the Phari, but in actuality they are racially mixed, with a lot of cuttural and ethnic
borrowing from the Machar populations around them. Mazalia is a very successful
port, with a sophisticated urban society and a government run by a council of old
merchant families called the Vente and their elected Duke whorules the city. Ascity-
states go, Mazalia is not as powerful as Isardis or Tolemeias, but its mercantile
strength has eamed it the protection of the neighboring Marmarash and Horvath
kingdoms. Physically the Vari are known for their large ears and hereditary bow-

gedrliess. eir hair tends to be brown and curly, and their eyes are usually brown
of hazel.

Ukralan
-1 Herding or Torture
-1 Glassmaking or Intrigue
-1 Chariot/Sled or Whip
-1 Crossbow or Carving/Woodworking
-1 Spear or Skiin
POP: 400,000/1¢
REG: Northem Step

__ The Ukral are the farthest north dwelling human race in Ysgarth. They
were soer;glna!ly tribal nomads on the far northern steppes, but some generations ago
they settled in a region sheftered by the Khayindon Mountains. They live mostly gy
herding their small, hardy horses'and reindeer, and harvesting some roots and
berries. Their society centers on small, settied clans, eachof whichisruled by a Krol.
They are a fairly warlike people, short, extremely stocky, dark complexioned, with
eyes which are almost black. Their language, religion and culture are almost
incomprehensible to other races of Ysgarth, and they are so isolated that their
gteerractton with even the Vaen tribes is extremely restricted, which is just as well with

m.

Non-Human Races

These are the non-human races of Ysgarth. Although many of them are
humanoid in appearance, or might be able to pass for human, thney are all of
distinctly ditferent genetic background.

Echyrion

-1 on 1 Magica! Skill or Craft Skill

-1 on 1 Woodland or Craft Skill

-1 on 1 Woodland or Unarmed Combat Skill
-1 on Wilderness Survival or Hunting

-1 on 1 Spell, either Herbalist or Beastmaster

Cost: 4
Size: 11, AGI: 28, TAL: 28, DEX: 28, CON. 18,
STR: 18, WIL: 20

AGE: 250
POP: 150,000/Less than 1% _
REG: Morianoc, Combria, Marchoc, Seisilioc,
Ceredigiawn, Amerioc
The Echyrion dwell in scattered com-

munities within human dominated territories as
far south as northern Evaria and as far north as
the northern Kael territories. They are more or
less human in appearance, though they tend to
be considetablﬁ shorter and of veryblight build.
They are usually black haired and brown-eyed
and both male and female wear their hair long
and braided. The somewhat elongated shape
of the Echyrion skull, ear and eye Is character-
istic as is the configuration of their pores and
hair if examined closely by an expert. At a
glance they can be mistaken for diminutve

umans, but closer examination usually reveals the ditferences. They are one of the
races descended from the Dothian and have inherited their magical powers.
Echyrion live in tribal groups, isolated as much as possible from humanity, though
they do trade with humans for manufactured goods, particularly metal goods, which
they do not have. Echyrion have a considerably longer lifespan than humans. They
reach maturity at around 30 years and live to be an average of 220 years of natural

life.

Guraketh

-1 on 1 Magical Skill or Craft Skill

-1 on 1 Nautical or Craft Skill

-1 on 1 Nautical or Blade Combat Skill

-1 on 1 Spell, either Aeromancer or Hydromancer
80 on 1 Magical Skill or Unarmed Combat Skill

st: 4
Size: 11, AGI: 28, TAL: 28, DEX: 28, CON: 18,
WIL: 20, JUD: 18
AGE: 200
POP: 250,000/Less than 1%
REG: Seregond, Ustradui, Morianoc, Inesgale
he Guraketh are racial cousins to

the Echyrion, also descended from distant
Dothian ancestors. They live on coastal islands
and primarily in their island kingdom of Seregond.
They are considerably more politically sophisti-
cated than the Echyrion, very warlike and great
sailors and fishermen. Their hair is light-brown,
worn at shoulder length in both males and
females, and their eyes are usually brown. Other

hysical features are very similarto those of the

chyrion. They have no great love of humans
and Seregond is heavily fortified and defended
from sea-going attack. They livein clan-grou;r)\s,
each of which has a chief who speaks for the
clan in the councils of the Riach or King of
Seregond. They have also inherited some of
the magical powers of their Dothian ancestors.
Guraketh have a longer lifespan than humans.
They reach maturity at about 25 years and live
to an average of 200 years of age.

/
/
/

'R
/ / .Jhyp\, ., i,
WA

An Echyrion Oneiromancer

Princess Ithriac of Seregond
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Ulilion

<1 on 1 Ritual or 1 Unarmed Combat Skill
-1 on 1 Relative or Contagion

<1 on1Point or Unarmed Combat Skill
-1 on Riding or a Smith Skill

-1 on Mining or a Smith Skill

1 2
Size: 12, AGI: 30, DEX: 28, WIL: 28, CON: 186,
J%D:.ls,ZEA' 16

AGE: 300
REE o T,
: n, Nangior, ]

The Uillion are the third Dothian de-
scended race. They live far in the north, on the
boarders of the abyss in a region surrounded by
mountains and highly defensible. It is divided
into a number of waring kingdoms and duchies,
including Ardgalen, Nangior and Andaru. While
the Uillion live in clan groups, they have a fairly
highly developed magical and technological
society. Life within an extended clan focuses on
a moumm fortressf mwhiqh ovv%logks o:ﬁyof the
many valleys of the region which usually con-
tains a farming village. Uillion are extremely
warlike, have no r rgg;rg for humans, and
like o carry on lengthy biood-feuds within their
own society. The various rulers of the Uillion

A lelwz ndy

nations are usually just the leaders of the dominant clan of the time and there is a
great deal of turnover in those positions. Uillion are known for their skill as smiths
and for their skill with the darker aspects of magic and the martial arts. In appearance

are similar to the other Dothian descended races, but both sexes usually wear

es tend to be almost black in shade. Uillion have a longer
reach maturity at about 35 years of age and have an
years.

their black hair long and
kfespan than humans.
average lifespan of about

Trozard
<1 on 1 Language or Craft Skill
-1on1 Mi ill or Smith Skill
-1 on 1 Woodland or Shield Skill
-1 on Greatsword or Brewing
-1 on Battle Axe or Javelin
Cost: 7
Size: 18, INT: 28, CON: 28, JUD: 18, AGI: 22
AGE: 60
POP: 800,000/2%
REG: All Over
_ Trozards are warm-blooded bipedal ¢
saurians, one of the native races of Ysgarth
which has been in decline since the influx of
humans and humanoid races. The Trozard
population is fairly low, much of it living inte-
rate_dr with gumh:% socr:e 'l;xldarge cities. Atone & ‘ R
me Trozards had a highly developed society A Trozard Among Humans
with advanced magic and _technologp; but wartg g
with thge Chitare and with invading tribes of humans destroyed much of their society
and considerably reduced their population. Trozards are large and scaled with blunt-
snouted lizard heads, tails which are used primarily for balance and hands with
opposable thumbs. They come from a background as camivores and have sharp
teeth, but they prefer to fight with weapons, generally suitably large for their size.
Their bone structure is somewhat lighter than that of humans and they are
:?nsmgly swift for their size. They are highly intelligent and skilled in many crafts
trades. They are in great demand within human society as soldiers, guards and
teachers, areas well suited to their physical and mental skills. It should be noted that
although Trozards are saurian in aﬁpearance, they are warm-blooded and give birth
to live young. Trozards generally have a somewhat shorter lifespan than humans.
They reach maturity at & years and live to an average age of about 50 years.

Mrn?

-1 on 1 Priestly Skill or Halberd

-1 on 1 Priest Spell or Pike

-1 on Ritual or Incantation

11 o1 1 Nautca, S o Wiesting
. ill or Wrestiin
Cost: 8 9

Size: 20, WIL: 30, JUD: 28, ZEA: 30, INT: 3 : :
S 20 0 18, AGI:14, DEX:18, SOC: 20

POP: 600,000/1.5%
REG: Evaria, lsardis, lichania, Cythera, Aegera

VSGART H

Batrags are another of the native
races of Ysgarth. Their origin is unclear, though
Trozards claim that they were raised to sen-
tience as arace of laborers by ancient Trozards.
As their society exists now Batrags are fairly |
numerous in some areas of Jahannam and
Arojika. They are large amphibian bipeds with
webbed feet and hands, heavy bodies which
include a system of air-sacks for floatation and
underwater breathing, frog-like heads with virtu-
ally no necks (they can rotate their heads 180
degrees). Their skin is leather-like and elastic . ) )
They"hatve gagﬂa;;s Yo pr%ect gltilr.ears andf { A BS
excellent peripheral vision, though theirrange 0 o= : :
Vision is imited. Batrags have long, flexible “¢*her Udag on Circuit
togﬁues. which some, especially Balrag thieves, are able to train to be virtually
prehensile. They are large and rather ungainly on land, but have developed skills and
crafts well suited to the environment of their swamp settiements. leathery skin.
Batrag females keep fertilized eggs in an external pouch located on their belly
beneath a flap of skin and give birth from there. Batrags are not known for their
imagination or their great culture, but they are often very religious and are good at
some crafts. Batrags are thought by many to be somewhat treacherous, butthey are
often hired as personal guards or for city militias because of their sheer bulk.

Chitare
-3on any 1 Skill
-2 on Any 1 Skill

Cost. 5
Size: 16, One Characteristic up to 30, One Characteristic Maximum of 16

AGE: 35
POP: 200,000/Less than 1%
REG: Remote areas

Chitare are another of the native races of Ysgarth, but they are now
virtually extinct. The total Chitare population, located mostly in remote desert and
wilderness areas, is probably less than 10,000. Chitare are intelligent insectoids.
They have six limbs and stand erect. They havce an exoskeleton for protection.
Their hind limbs function as clawed legs, their middle limbs are manipulative three-
fingered hands and their forward limbs end in pincers. TheP( also have sharp
mandibles. It should be noted that different breeds of Chitare will look very different,
with characteristic body coloration with which they identify each other plus in many
cases gross differences in body formation and even in body shape, type of limbs and
function. The mutation rate among Chitare is very high and there are also several
distinct sub-species known to exisf. Chitare live in close knit communities and the
only Chitare who will encounter humans or enter human society (where they are not
very welcome) are outcasts of their own society who are frequently mentally
disturbed and suicidal. The Chitare went through lengthy wars before the arrival of
humans in which they were virtually wiped out by the Trozards and Batrags who,
among other things, somehow destroyed their ability to create the ‘Warlord’ Chitare,
a breed of superior Chitare warriors. All surviving modern Chitare are of a non-
specialized variety which is sexually neutral until it reaches about 30 years of age,
at which time about 90% become male for a period of about three years, at the end
of which the males who have bred die out. Females live on for several years after
thatto raise and care for the young. The dominant female of a generation will become
the leader of a Chitare community and will slay all other females once they have
reproduced. The result of all this is a very strange life-cycle. The typical Chitare
matures at age 5, lives to age 30, becomes male, breeds and dies before age 35.
Males who do not breed are rare, but have virtually unlimited natural lifespan, though
as time goes by they become more physically debilitated and develope diseases and
problems with their exoskeletons. Chitare who become female die after being bred
or are killed by the ‘queen’. A queen may live as much as 60 or 70 years, inc udinﬂ
one immature generation and one as queen. Virtually the only Chitare humans wi
encounter are non-breeding males who have been ostracized. Chitare have a very
hard time with human language, but thenare good warriors, reliable by their own
code of ethics and good at certain crafts. However, they avoid and fear humans and
there are many regions where humans have hunted Chitare into extinction.

Khuzda

-1 on 1 Magical Skill or Craft Skill

-1 on Excavation or 1 Craft Skill

-1 on Merchant or Mechanical

-1 on Round Shield or Spear

-1 on Short Sword or 1 Enchanter Spell

Cost: 3
Siczie:.1%OCON: 28, DEX: 26, WIL: 28, STR: 28, AGI: 14,JUD: 16,APP: 16,S0C: 20

AGE: 1
POP: 600,000/1.5%
REG: Khuzdaral
) The Khuzda are a Dothian descended race, but presumably from a
different sub-species of Dothian since their appearance is rather different ¥rom that




hair, and often have facial hair,
most often in the form of long, braided mus-

3 only Dothian descended
race which can facial hair. They are also
dhproeomonatio:uongformeirsize. How-
over, i eoﬂwDoﬂ\ianracesﬂw%aregoodmm
magic and crafts. Most of the Khuzda popula-

o e wealmy_nnagqina jon
m resources. importslave
and labor from the human lation to

their lation s actually declining, though
Kh Ml;awﬂhm human society breed more
frequently. Khuzda reach maturity atage 20and
live to be about 180 years on average.

Kobiynau
-1 on Contagion
«1 on Mountai
-1on1Club
-1 on Hunting or
-1 on Mace or
Cost: 2
Size: 11, AGI: 32, STR: 34, CON: 34, WIL: 20,
INT: 16, JUD: 14, APP: 12, CHA: 10
AGE: 60
POP: 400,000/1%
REG: Mountains in Morianoc, Combria,
a

The Koblynau are the degenerate
branch of the Dothian descended races. They
areshort, wiry and black skinned. They haveno

hair, their limbs tend to be spindly with enlar
joints, but otherwise they are humanoid. Their
of

or Relative
or a Survivall Skill
or Shield
ng

A Koblynau Warrior

\g foreheads and sunken eyes give a hint
ir limited mental capacities, but from look-
ingata Koblynautheirimmense strength is notapparent. Koblynau live in small tribal
groul?s lod by a shaman/priest/chief who usually has some genuine magical power
and kesps his people in line mostly out of fear. They live in the mountains between
the Caludic kingdoms and the Vaen Steppes. Because their population grows
quickty they often find food in short supply and will raid out of the mountains for
govisons and every 20 years or so they come down from the mountains in hordes
seize land and food, ragc;,_pillag‘e and destroy human territory. Koblynau are
generally ised. Mary believe that they live in filth and are cannibalistic. Their
names and their language are extremely simple, consisting of grunted consonants.
Frequently names are of only one syllable and in their rudimentary written language
Irg use single letters and variations on letters from the Kael alphabet to cover some
150 words. acy is almost exclusively a privelege of the Shaman class in the
Koblynau. One frightening Koblynau development of recent years is the rise of a
leader named Ul. He s a Koblynau of super normal size and intelligence, standing
as tall as a human, with equal intellectual prowess. He has taught members of his
tribe to ride horses, engage in military tactics, and hire out as mercenaries to human
lords. He has also conquered a number of other tribes and formed an alliance in the
southem part of their mountains which poses a much more serious threat to local
human ments than any previous ra;dmglgroups. For the farmers in the Kyvenric
foothills there is nathing more frightening than a clever, organized Koblynau, and
until recently nothing seemed less likely.

Roane
6 on Swimming (Exception to Normal Limits)

-2 on Hold Breath
-1 on any 2 Fishing or Nautical Skills

-1 on 1 Unarmed Combat or Spear
Cost: 2

Size: 9 AGI: 32, DEX: 32, CHA: 28, INT: 14, JUD:
12, WIL: 12, ZEA: 12,S0C: 16 i
AGE: 50 P Ay
POP: 100,000/Less than 1% ; AR S
REG: Coas%:f Kyvenic and Caludic areas A Roane in the Deeps

Roane are otter-like humanoids
wholive in the ocean, particularly near shoals or inlets in the areas off the Kyvenric

coast of Ysgarth. While they tend towards lower than human intslligence, th?« are
fairly clever and have a basic knowledge of the use of tools. Their hands and feet
are webbed and they are covered with light, brown fur. Thglyh:re not particularly
aggressive, but have learned to avoid human beings. They do not have a
technological society, live in family groups, and use only primitive tools. They have
littie lanozi no idea of property, and while they live in the sea they are capable of walking
on land.

Melusine )

-1 on Spear or Sexual Technique

-1 on an Enchanter or Sorcerer Spell

-1 on Weaving or Knitting

-1 on Will Enhancement or Shapechange
-1 Seduction or Javelin

Cost: 3
Size: 30, STR: 20, CON: 20, INT. 28, JUD: 28
AGE: 90

E:

POP: 10,000/Less than 1%
REG: Usually Underground

elusines are extremely rare crea-
tures which Ie?ends say are descended from
the breeding of humans and demons. In fact,
they seem to be a species which breeds true.
They are human-like from the waist up, with the
lower bodies of serpents and bat-like wings.
80% of the population is female andthe society
is matriarchal. They are adept with magic, but
their society is rather primitive. They live in
isolation in mountainous and coastal regions,
usually in underground caves. They shunand .
fear humans (with good reason), and their communities are usually extended failies
of 20 to 30 members. When they do capture humans they are rumored to engage
in barbaric torture and sacrifice rituals with them.

Gaborchin

-3 Swimming or -1 Spear .

-1 Battle Axe or -1 Aquatic Survivall

-1 on 1 Spell Casting or Craft Skill

-1 on 2 Conjuror or Hydromancer Spells

Cost: 3
Size:i 16, STR: 30, CON: 30, INT: 12, JUD: 12

AGE: 50
POP: 30,000/Less than 1%
REG: Waters Beneath Western Sea )

Gaborchin are essentially the mutant offsprin%Sf the Fomori. They have
large, humanoid bodies but the heads of animals, usually Bulls, Horses or Fish. They
have the ability to breathe water. They are brutal, violent and not particularly
intelligent. They are capable of working magic and have a strong ammos'r?' for
humans. Inisolated areas they have been known to attack human ships and kill and
possibly eat the crew.

A Melusine

Yoton

-1 on a Cryo, Hydro or Pyromancer Spell
-1 on a Conjuror Spell or Great Swor

-1 on Mana Shield or Round Shield

-1 on Fishing or Hunting

-1 on Skiing or a Smith Skill

Cost: 10

Size: 24, JUD: 16, TAL: 30
AGE: 500

POP: 30,000/Less than 1%

REG: North of the Abyss ) )
Yoton are a race of far northern Ysgarth, dwelling mostly in the mountainous regions
north of the Great Abyss, where there are glaciers, frozen lakes and even voicanic
valleys where the climate is fairly temperate. The only humans with whom they have
contact are the Ukral and some Vaen tribes, though they have a fair amount of
contact with the Guichion. They are hmanoid in appearance, but of huge size. They
are intelligent and often skilled with magic, but their population is small and they
produce offspring farily infrequently. They are fairly aggressive and given to
attacking strangers who enter their territory. The Yoton have a clan-like society, with
several major clans whose chiefs are calledkings. Mostof the clans are named after
their leader, and because the Yoton live for a very long time, many of them still have
the same leader who originally foundd the clan. Ths, Thrym rules the Thryming,
Surdor rules the SurdigP rim rules the Hriming, etc. Because the Yoton are feared
by all who don'tknow ¢ them and hated by those who do, playing one as a character
may lead to some difficulties.
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APPENDIX B:
PROFESSIONAL SKILL BENEFITS

These skill benefits are designed to give guidance for those characters
who are speciailizing in certain professions or activities. They can be used to help
structure character development, or new alternatives can be developed as an
altemative ers or GMs. If you wish to have a very firmly structured campaign
gou may combine them with paralle! distribution requirements to guide how

P are spent. These are certainly not all of the possible professions and there is
literally infinite room in which you can expand this list.

Soidier
I

-1on ill or i
HL = -

«1 on Endurance ility, es or Damage Strike
-1onaMedical.Surviva|gMilitarySldll ¥

Knight

-1 0on 1 Attack Skill

-1 on Dodging or 1 Shield Skill

-1 on Riding, Law or Leadership

+1 on 1 Attack or Military Skill

-1 on Endurance, Durability, Combat Refiexes or Damage Strike

Sallor

-1 on 2 Nautical Skills

-1 on Swimming or Water Survival

-1 on 1 Combat Skill

-1 on a Woodworking, Leathersmithing, Fishing or Clothworking Skill

Tradesman

-2on 1 Craft Skill

-1 on 2 Craft Skills Contributary with Above

<1 on 1 Combat Skill, Business or Street Sense

Clerk

-1 on Mathematics or Calligraphy
+1 on Writing or Business

-1 on Writing or Administration

-1 on 1 Language or Mathematics
-1 on Research or 1 Diviner Charm

Scribe

-1 on Calligraphy or 1 Language
-1 on lllumination or 1 Language
-1 on Writing or Calligraphy

-1 on Writing or Criticism

-1 on Writing or Business

Low Mngaes(Physician, Herbalist, Diviner, Beastmaster, etc.)
-1 on 1 Casting Skill

-1 on 1 Empowering Skill

-1 on 2 Spells within Guild

-1 on 1 Craft Skill, Business or Writing

Elemental Mage (Aeromancer, Hydromancer, Pyromancer, Geomancer, etc.)
-1 on 1 Casting Skill

-1 on 1 Empowering Skill

-1 on 2 Spells within Guild .

-1 on 1 Technical, Nautical, Smith or Mason Skill

High Mage (Necromancer, Sorcerer, Enchanter, Wizard, etc.)
-1 on 1 Casting Skill or Mana Shield

-1 on 1 Empowering Skill or Will Enhancement

-1 on 1 Spell within Guilr or Lost Scripts )

-1 on 1 Spell within Guild, Will Enhancement or Mana Shield
-1 on Writing or Magical Research

Shaman

-1on1 Empowerinﬁ Skill

-1 on 1 Medical Ski

-1 on 1 Persuasion Skill

-1 on 1 Shaman Spell or Will Enhancement
-1 on 1 Shaman Spell or Mana Shield

Merchant

-2 on Merchant/Business
-1 on Accounting or 1 Craft Skill
-1 on Conning or 1 Craft Skill

-1 on 1 Weapon or Nautical Skill

Priest

-1 on 1 Empowering or Castinﬁ Skill

-1 on 1 Medical or Priestly Ski

-1on1 Priest'ly or Persuasion Skill

-1 each on 2 Priest or Appropriate Type of Mage Spell

VS
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APPENDIX C:

PROFESSIONALEQUIPMENT COST
Vellum Folio(10x20in 10M
Book(12 bound foli 150M
ink(102) M
Woodworking Tools M
{on Ao Y
Pole(1 ?Iﬁ
Boardsz n x 10in x 10ft) M
Board(2in x 4in x 10ft) M
Rod(5ft 40M
Pins(Paper of 5) 80M
Thread(100ft M
tai o
Smallggﬁ( M
Sack M
M
Barrel M
Bolt of Cloth(3ftx15ft) 3M
HOUSEHOLD GOODS gMOST
i 12M
Fork ;&M
Bowl M
Plate 15M
Crystal Goblet 150M
Water Skin 30M
Glass Vial(102) 350M
Giass Bottie(1 1000M
Oil Lamp 50M
Oil Lantem 70M
PERSOBNe?tLEQUIPMENT g}MOST
Purse M
Snow Shoes 25M
Skis and Poles 50M
Sled 500M
Tent 250M
Pavillion 2000M
Miror(Bronze) 200M
Mirror(Silver) 600M
Pitch(1 Gal) M
0il(1 5M
Glass Beads(50) 20M
Flaying Knives(set) 1200M
casvrgnn Knife 120M
Comessu B
su
Shoes 15M
Sandles M
Boots 40M
TRANSPORTATION COST
Cart 1100M
Wagon 1500M
b oM
[Litter 60M
o s
TRl o
on,
Rouboaﬁaton) 300M
Skiff(5 ton 1200M
Long oar/20 ton/6 kn 15000M
boat(60 oar/50 ton/8 knots 40000M
(100 0ar/100 ton/7 knots) 100000M
Bireme(200 oar/175 ton/8 knots) 160000M
Sail Ship(1 mast/100 ton/5 k 75000M
Sail Ship(2 mast/150 ton/5 k 110000M

Sail Ship(3 ton/5K
o ip(3 mast)/200 ton/5 k)
Torch

140000M
2500M
™

LIVESTOCK & FAttack Skill RatingM TOOLS
COST

Horse
Warhorse
Dor

n
Cow %

Bull
Boar
Goat

Sh
Hu?n%‘r:g Falcon
g;mﬂng Dog

Plough
Bread(loaf)
Ox Hamess
Saddle
Bridie

Hoe,

FOOD & LODGING
r(pin

Wine(50z
Steak(cooked)
Gruel

Room rent(1 night)
Salt(o

Milk(gal
Cheese(ﬂbz
Dried Meat(1Ib)

LAND & EMPLOYMENT
Household Slave
Trained/Special Slave
Field/Mine Slave

Household Servant(per year)
Trained Employee(per year)
Guard/Soldier(per year{
Townhouse(small

Suburban House(large,w/2 acres)
Small Rural Castle(w/out land)
Acre of Farm Land

Acre of Grazing Land

Acre of Urban Land

WEAPONS
Cudgel
Hammer
Mace
Battle Mace
Staft
Dagger

Dir
Short Sword/Gladius
Broad Sword/Saexe
Bastard Sword
Great Sword
Falchion
Scimitar
S .

ar
Tr'i)gent

Spetum
Pike

Lance(Light)
Lance(Heavy)
Hand Axe

2B ERBBEEBIBBBARERgIRIER oSBVBAV® SRALLLNERAQ
B288=22822228382885822 zgzgg §§§§§§§§§§§§§ zhozg %

Momi
Nunch

m.

mbw

Dart

Javelin
Throwing Knife
Pilum

Shiruken
Boomerang
Discus
Bola

—
er
Blow Gg:ar
Trebuchet(catapult)
Ballista(catapult)

ARMOR, SHIELDS & HARNESS
Quiver

Buckier

Shield(Round)
Shield(Chevron)
Shield(Legion)
Crossbow(Hea )
Crossbow(Light/Fowling)
Shortbow/Horsebow
Leather Armor

Leather Armor(Studded)
Leather Armor(Boiled)
Ringmail

Chainmail

Scale Mail
Platemail(Light)
Platemail(Heavy)
Barding(Leather)

Barding(Chain)
Barding(Plate)
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APPENDIX D: SKILL LISTS
e second 22 mrmngm ';/ﬁggn:id j gn)upf\c‘;;thea.fg;l«I

descriptions. The sacond is a
abbreviations are used for skill characteristics. These include: CST (Skill

Point Cost - broken down between Attack/Defense/Disarm fo! kills), FAC ity),
GRP (Contribution Group), APT (Aptitude Characteristic), MDr(m:;lsDnmadﬂ) . e oﬁw rty)n
,an

; 8ap0
skills broken down club/ ,AP (Activity Point i
oo e ae nt), AP (Activity Point Cost of weapon skil (Range
CST.7 FAC:4 GRP:C6 APT.JUD
Kesping track of finances and expenses, both accuratly and artistically.(A1,H3)
* . N
CST:7 FAC:3 GRP:D4 APT: (DEX+JUD)R2

Curing iliness and pain through the application of needies and ure to manipulate the
nervous system. lﬁ?ﬂs should be :fﬂast somewhat unreliablm of limited sgope.

ACTH YING
CST.7 FAC:4 GRP:Et APT:CHA
Portraying a character or role convincingly for entertainment or deception.(E2,E1.A2)

Fgfcéezo GFP:SZMAP'I':INT ”
ol —
hmmwm conquerers of several Kael nations, including Kaeldoch,

AESCAN
CST:5
The

AESTHETICS
CST.5 FAC:4 GRP:C8 APT: (INT+TAL)R2
Telling the difference between the beautiful and exceptional and the mundane.

CsT:7 byﬂfoAc; 0 ofeﬂ;”::de&m APT. INT .
Spoken peoples unct Aetruvian Empire, now the Prefectures of Etruika and
Evaria in the souther Saes Empire. Also the language of Saes administration.

ALCHEMY
% ;Acbszm GH::”I:H APT: (JUR;!NT)/‘Z
su ces and their properties. Ability to identify substances and to figure out
how ::ZI m;llte use of ﬂmﬁ knowledge :f %e bn;%ja:tt:;e:yof uﬁfgl c_om%oung:w: non-
; success shou o
muw dmses Ay jut r obscurity of sul ce or

AMBUSH
CST:5 FAC:2. GRP:B1 APT (NT+JUD)R
Locating and preparing an unpleasant tactical surprise.

ANATOMY
CST:3 FAC:4 GRP:D4 APTJUD
The parts and organs of the body. Where they are, what they do.

ANIMAL TRAINING

CST.5 FAC:4  GRP.K1 APT. (NT+CHA)2

Training animals for combat or to do tricks. Includes falconry and related skills. Should be
separatly for different types of animals, with levels from one type contributing to others.

AQUATIC SURVIVAL

CST.5 FAC:4  GRP:L4 APT. DEX+INT)R2

snyu.lg?galwe on and near the water, finding aquatic sources of food and drink. though the
possible duration of survival would depend & great deal on conditions.

ARM
iron armor for man or to wear. houl j
of iro:gor A el wear. should be adjusted for the grade

ARREST POISON

CST.6 FAC:4 GRP.D5 APT (DEX+JUD)R

Minimizing and slowing the effects of poison to prolong resistence and allow time for more

Eimecisoveral I s lai o B ot who pincarage begne 1o o efc
4 in, ich point ins to

ot stm ofone HP por s ich poil ge begins to return to effect

ASSESS PERSON

CST.4 FAC:4  GRP:F1 APT. (UD+CHA)R2

&ngh nature and wonh of a person, and how he stands in regard to yourself, extrapolating
ASTRONOMY

CST:7 FAC:2 GRP:C7 APT:JUD

Knowledge of the stars and their courses. (L3)

AUSCIAN

CST:6 FAC:20 GRP:S3 APTINT

|
mm les of the defunct Auscian Empire, now the Prefecture of Ausciala in the
mpire.

AVIAN

CST:6 FAC:3 GRP:01 APT.CHA )

Gives the user an increased affinity for all birds. The immediate effect s that it aids in a number
of animal related spells and that any SL of this skill add directly to SL of Contagion, Relative
or Sympathy when casting spells involving animals to which this affinity applies.

BACKSTRIKE

CST:5 FAC:2 GRP:R1_ APT: (AGIl+JUD)R2

Sneaking up behind a victim. Each SL allows the character to spend SAP before his target can
spend any. The effective SL of the aftacker should be decreased by 1 for each SL of this skill
or Observe which the target has.

BAKING
CST:3 FAC:4 GRP:H3 APT: (DEX+INT)R2
Tuming various grains into bread, pastries and other dietary staples.

BARBERING

CST:2 FAC:2 GRP:D6 APT. DEX L

The cutting of hair and other aspects of personal grooming, including the treatment of
superficial wounds.(A28)

BASTARD SWORD
CST:6/78 AP 24 MD: 0/108 FAC:2  GRP:P2  APT. (DEX+STR/4

A compromise weapon. designed for one-handed use but heavier, with room for two hands on
the hilt and a large guard. Also called the ‘Hand and a Half' sword. The highest development
of this form was the basket-hilted Scottish Claymore. Length is 40-48in.

BATRACKSCH

CST:6  FAC:21 GRP:V2 APT.INT

ghe language of Batrags. Also difficult for stiff Iittle human tongues, so give humans & FAC of
BATTLE AXE

CST:6/78 AP:22 MD: 8/90 FAC:2 GRP:P4 APT: (STR+DEX)/4

Alarger, single-bladed axe. often with a point or hook behind the blade. Used one-handed and
sometimes 2 handed. with a 30-33in length.

BATTLE MACE
CST:6/79 AP:24 MD: 10/0/0 FAC:2  GRP:P1  APT: (STR+DEX)/4
An extra large version of the mace. used in two hands, with a shaft of about 36in.

BERLAG
CST:6 FAC:20 GRP:S4 APT.INT
Thief/underworld cant of Kael regions.

BERSERKERGANG

CST:5 FAC:S GRP:R3 APT. WL )

Hamessing the power of berserk rage in combat. When berserk SL is added to attack SL
subtracted from missile attack SLs and defensive SL. In addition. DC is increased by a
peroenta?e found by using the Berserker's CON as the APT and applying the SL on the skill
curve table mentioned in the advanced rules on skills. This same percentage is also used as
a temporary amount of increase on HP Berserk characters also never need to make rolls
against pain or unconsciousness. ThereisaFAC of 4to trigger the rage and a FAC of 210 end
it. If itis not ended in time the berserker will begin to attack his comrades when he runs out
of enemies to attack.

BIND WOUNDS

CST:2 FAC:22 GRP:D4 APT. (DEX+JUD)R2

Stopping the flow of blood from a wound without causing further damage or loss of circulation.
Each SL also temporarily neutralizes 1 HP of wound damage up to half the HP in the area
wounded. Effects last for SLx10min, at which point damage begins to retum to effect at a rate
of one HP per Smin.

BITE

CST:5//- AP.16 MD:0/6/6 FAC:2  GRP:P7 APT. DEX2

Using the teeth todo damage. MD given isfor human characters and is higher for some animals
and non-humans.

BIVOUAK

CST. 3 FAC: 4 GRP:K2 APT:JUD

Finding the best available campsite or place to rest.
BLADESMITH

CST: 8 FAC:3  GRP:J1 APT (DEX+JUD)RR

Creating ironn and steel weapons of all sorts. particularly sword blades. FAC should be
adjusted for grade of iron or steel attempted.

BOADGAMING
CST:4 FAC:4 GRP:G3 APT.JUD
Winning strategy in all types of board and table games.

BOLA

CST:6 RM:3 AP: 40 MD:8/00 FAC:2  GRP:Q3 APT. DEX2
Two or three weights connected by a rqie. used to entangle and disable running animals. if
a successful hit is made in the legs an AGI roll must be made to avoid being entangled. f a
hit is made in the arms a similar role must be made to avoid loss of the use of that limb.

BOOKBINDING

CST:3 FAC:4 GRP:11  APT. (DEX+JUD)R

Attractively binding and protecting books and manuscripts. including finishing of vellum and
parchment.
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BOWLING
CST:4 FAC:2 GRP.G4 APT: (DEX+AG)R
Lawn and pin bowling of some sort, invoiving rolling a bell at a target.

FLETCHING
CST5 FAC:4 GRP:B  APT (DEX+JUD)R2
The of bows and arrows with attendant equipment. Must be combined with Mechanical

skill to

BRAZER

CST.5 “I:Agh4 GRP:.J2 APT. @g;grUD)B "

Worki bronze in various forms various functions. Covers the

ture afnfot of m;grg household and commercial implements. s 13 the manuac-

BREWING
CST.6 FAC:4 GRP:H3 APT.INT
Making houofdvamble qg.nlny and strength. Includes judicious selection of ingredients and

BRIBERY
CST:3 FAC:4 GRP:A2 APT (JUD+CHA)R
Judicious application of cash to grease the wheels of govemment.

BRICKMAKING
CST.4 FAC:4 GRP.J4 APTINT
Iltglri\smg clay and straw into brick. Production of fired brick and glazed brick require additional

BROADSWORD

CST:6/67 AP:2  MD:0/98 FAC:2 ~ GRP:P2 APT (DEX+INT)/4

A mid-length, primarily blade oriented weapon, though it usually hes a point. Used 1 handed,
32-40in long. Usually has two edges and a full guard.

BUCKLER

CST:557 AP:20  MD:7/66 FAC:2  GRP:P8  APT (DEX+JUD)/4
A small, very mobile, ular shield to cover the arm and protect it when deflecting blows.
Dimensions are about 8x14in.

BUREAUCRACY

CST.5 FAC:4 GRP:A1 APT (JUD+SOC)2

Dealing with and operating in & government or administrative system.(B13)
BUTCHERY

CST.4 FAC:4 GRP.H2 APT (DEX+JUD;/2

Killing and sectioning various animals prior to sale. (D57)

CALLIGRAPHY

CST:5 FAC:4 GRP:C3 APT. DEX

Making writing an art as well as a means of communication. Character learns a new style at
each odd-numbered level.(C41) "

CALUDIC
CST:6 FAC:20 GRP:S1 APTINT
Spoken by the island Kael people of Thannet, Ynisgae!, Imaly and Hy.

CANINELUPINE

CST.5 FAC:6 CGRP.O1 APT.CHA

Gives the user an increased affinity for wolves, dogs. jackals and other similar creatures. The

:nddm:d"ug” am i o}hat itaids in a:':rgvber ofsaynimagelatﬁd sg:g: and thﬁt any ‘.ISL of this sklill
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CANSA
CST:3 FAC:2 GRP:S5 APT.INT
Trade speach of Ysgarth, centered around Tolemeies.

CARD PLAYING ‘
CST.5 FAC:4 GRP:G3 APTJUD
Knowledge of the best strategies in a variety of types of card and chit games.

CARD

CST.6 FAC:4  GRP:D1 APT. (TAL+JUD)R

Predicting the future through the use of cards. savvy and maybe a little second sight.
Predictions should be general enough to be flexibly applied.

CST:4 FAC:4 GRP:C3 APT. (DEX+JUD)R
Mapping land or locations from a description or from experience.(C2)

CARVI
CST:5 FAC:4 GRP:I3  APT DEX
Decorative wood working, particularly in abstract motifs on furniture or fiat surfaces.

CASE/SURVEILLANCE

CST:3 FAC:4 GRP:F1 APT: (INT+JUD)R2

Examining the scene or subject of a potential crime and determining the best approach and
technique to approach.

CAST READING

CST:5 FAC:4 GRP:D1 APT: (TAL+JUD)R2

Predicting the future W,?:fh the use of cast dice, sticks or bones, along with savvy and maybe
a little second sight. Predictions should be general enough to be flexibly applied.

CAT FALL

CST:4 FAC:2 GRP:G1 APT. AGI

Falling gracefully. with minimal chance of takinﬂ damage or being injured. Normally. in a fall
a person takes (SizexYDS)/5 points of overall damage, plus an equal amount of located
damage divided between 1D4 locations. If the roll for this skill is made, the divisor in the
previous formula is increased by 1 for each 3 SL of the skill

CHEATING

CST:5 FAC:2 GRP:G3 APT: (DEX+INT)R2

Improving luck at any game through the use of extralegal tactics.

CHEVRON SHIELD

CST:6/68 AP.24 MD:8/80 FAC:2 GRP:P8 APT.STRR

The classic. heavy chivalric shield. of somewhat variable shape. but usually some sort of
modified triangle. held inverted. Width is usually 15-30in, height can range from 24-48in.
Usually used in mounted combat.

CHITARE

CST:8 FAC:8 GRP:V3 APT.INT

The language of the insectoid Chitare. Extremely difficult for humans to leam. Treat it as
having a FAC of 1 for humans, Dothian or Trozardsanda  FAC of 3 for Batrags.

CIDER/MEADE MAKING

CST:4 FAC:4  GRP:H3 APT.INT

Tumnin, a?rples or honey into a potent alcoholic beverage. Also covers the making of other
aleoholic fruit-derived beverages.

CLAMMING
CST:3 FAC:4 GRP:L1 APT (DEX+INT)2
Digging clams. mussels or other shelffish from beds in ocean shallows.

CLIMBING

CST. 4 FAC: 4 GRP:G1  APT: (DEX+AGIH2

Climbing rocks. buildings. walls, trees. etc. Does not cover the knowledge of mountainous
terrain or architecture. merely the physical abilities required.(K3)

COBBLER/BOOTER
CST. 4 FAC:4 GRP:l1  APT: (DEX+JUD)R2
Making all sorts of footwear from leather, wood and other appropriate materials.

COMBAT REFLEXES

CST:6 FAC:S GRP:R3 APT0

Increases combat refiexes and reaction of a character, giving bonus Skill AP in combat. The
number of Skill AP is equal to 1 AP per Skill Level. The maximum limit which can be apfalied
with a given weapon or attack is the AP cost of the weapon used or the Mental AP ofthe player
in question, whichever is lower. If more than one attack or weapon is being used in the same
round, use the lowest limiting AP cost of all skills being used. Skill AP apply only once per CR.

COMBAT TACTICS

CST:6 FAC:2  GRP:R1 APT (NT+AGl)2

Taking optimal advantages of opportunities and situations in combat. It functions directly'{s
an addition to Attack Skill Rating as if itwere an attack every time the AP cost of 24 is paid. The
SRis fiqured as if it were an attack skill and it can add in to any attack, or more than one attack
if paid for more than once.

COMBRIAN

CST:6 FAC:20 GRP:S1 APTINT

Hybrid language of the march kingdoms of Lloegyr and Prydein.

COMPONENT

CST:7 FAC:S GRP:N4 APT. MAG

Focusi ical power through the use of powders. chemicals or other forms of concrete

ng magi
physical catalyst linked in some way to the target. subject or spell. For example. a sprinkling
of gold dust might be used in transmutation. The Mana Point Cost of a spell is based on the
standard Mana Point Cost and an&;gvels of an Empowering Skill. Mana Point Cost is
g‘s‘"LxModiﬁer)/wOu rounded down. uction can never lower Mana Point Cost to less than

its original value. Modifiers when using Component should range from 1010 50. depending
on the :ﬁﬁropriateness of the material used, at the discretion of the GM. Component only
works with spells whose last classification letter is CDEFG.

CONCEAL ITEM
CST:4 FAC:4 GRP:F3 APT (DEX+INT)R
Hiding things on your person or in a place so that others will not be able to find them easily.(F2)

CONCEALMENT/HIDING

CST. 4 FAC: 4 GRP:G1  APT: (INT+JUD)R

Igieng %pver in various situations. concealing where one is and avoiding detection and
rvation.
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'5  FAC:4 GRP:A2  APT (NT:CHA)R

art of convincing the unwary to go along with whatever is best for you.(E2.H3)
6

CST:

The

CONTAGION
CST: FAC:S
Focusing magical energy th

: GRP:N4 APT. MAG
) h a relationship of some sort of contagious contact between
a place or thing and the target of the magic. The spell will only work if these conditions exist,
but there are varying degrees of ion to be taken into consideration. The three basic
groups are those items usad on a regular basis by the target over along period of time, such
as a piece of clothing or a tool (Class A), items used for an extended period, but not intended
s permanent ions, such as & letter he sent or something he made (Class B),
and items once by the character such as a chair he satin or afo
he used in a restaurant (Class C). On inanimate targets contagion works by the same
associative principles. The Mana Ppint Cost of a spell is based on the standard Mana Point
Cost and w levels of an Empowengg.Shll.hke this one. Mana Point Cost reduction is (SL x
/100), rounded down. The modifiers are 45 for Class A, 40 for Class B and 35 for Class
C. Capmow:dswmm@ewpelbwmh have one ofthe letter BCDEH as the last letter
of their . Mana Point Cost can never be reduced to less than half of its original
wpe, ichcan ke i and et 4 arated oy e GM. e Sk may be 1
il, wh e as . This skill may be in
conjunction with Sympethy as noted below. Y

COOKING/CUISINE
CST.3 FAC:4 GRP:HS

APT: IN
Cooking food, maybe even making it e

le and attractive.

CST.4 FAC:2 GRP:I3 APT. (DEX+JUD)R
Making barrels, including more or less watertight barrels for many purposes.

COSMETICS
S e S TR,

proving your appearance ndamen ring it. Percentage acts as a percentage
increase of APP. Note that improvements will decline bg' one point e%ery Su5 hzrs. g

COUNSELING
CST:5 FAC:4  GRP:M1 APT. (JUD+CHA)R
Advising the flock and hearing their problems with a sympathetic ear.

COURTLY LOVE
CST:3  FAC:4 GRP:A2 APT (NT+CHA)R
The romantic art of making love in the abstract.

CRITICISM
CST:4 FAC:4 GRP.C8 APT. WIL+INT)R
Analysis and description of the faults and merits of a piece of work.

CROSSBOW
CST:5 RM:5 AP:50  MD:0/0/24 FAC:2 ~ GRP:Q1 APT. DEX2
An extremely strong bow on a rifle-type stock. cocked by hand or by a lever. A large variebtz
exist, with bows of vum materials and strengths ranging in size from 20in to as much as 1
ballista is a crossbow seige engine). The standard military crossbow has a 32-36in bow.
o possible are repeating, semi-automatic crossbows, though they were rather rare. Al
varieties fire a heavy, unfietched quarre! or bolt which has limited range but great penetration.

CUDGEL
CST:5/6/8 AP:20  MD:800 FAC:2  GRP:P1 APT (STR+DEX)/4
Any big stick, 24-40in long, used in one hand, possibly with knobs or nails in t. like a shillelagh.

CUT PURSE
CST.4 FAC:4 GRP.F4 APT DEX
Removing an exposed purse from the belt of its owner without being caught.

DAEVIC
CST:7 FAC:7 GRP:T2 APTINT
mlmu&%; of Daevas and many other higher elementals or quasi-demonic spirits associ-

DAGGER

CST:5/677 AP:18  MD:07/7 FAC:2  GRP:P2 APT. (DEX+INT/4
Varienos o besa cad e o o . pighar o sotoLangs 5,03 aweys
VWi s aa along dirk, poignard or . Length is 12-20in, always
DAMAGE S

TRKE
CST:8 FAC:S:S GRP:R2 APT:0
#m i‘ character to direct his blobv;s more pog{-erh.ulz anld meresz do mor'?A gaonf\%ge. It does
8 by increasing Damage Class by one per SL up to a limit equal to the e n
being used. Thus, DC with Dagger which has a% MD of 4egould only be increasedwe%e?a
maximum of 4 using this skill.. age Strike must be learned separately for each damage
used, once for club, once for edge and once for point. It will only work with those it has

type
been learned for, but SL in one area contribute to the others. Thus, with 10 SL of Damage Strike:

in Club a character would get 1 each in Edge and Point.

DANCING

23;::” FA(::4°f GRP: Eélesm (CHA%AGI)IZ s ¢ of
i rformance of various ance to music, e or as of a groy

dancers.(A27) i e
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DART

CST.5 RM:2 AP::20  MD:0/0f FAC:2 =~ GRP:Q2 APT DEXR

A 3-6in fletched and pointed missile, designed o penetrate the skin and deliver some sort of
poison.

Q2 JAVEUN

CST:5 RM:6 AP: 25 MD: 008 FAC:2 GRP:Q2 APT DEXR

A weighted throwing spear cast with a full overhand swing for good range and penetration.
Usually 48-60in long.

DEMONOLOGY

CST:6  FAC:2  GRP:N1 APT (JUD+INT)R2

Knowleg?e of the reaims and types of demons. Sufficient specific knowledge to summon a
i demons. The chance of knowing the name of a specific demon or a demon with
specific powers is rolled in the normal manner, with an adjustment for the obscurity of the
demon in question. Also included is knowledge of demonic heirarchies and the attributes of
individual demons.

DESERT SURVIVAL
CST:4 FAC:2 GRP:K3 APT.INT )
Survival in arid and semi-arid areas. including desert, tundra, steppes, etc. Includes locating

food and shelter.
DEVICE AMING
CST:6

: AP: FAC:2  GRP:Q4 APT DEX
Aiming missile fire from a non-standard device, such as a magical wand or rod.
DICING
CST:5 FAC:4 GRP:G3 APT. (DEX+JUD)2

Knowledge of the roll of the die and other cast gambling devices.

DIPLOMACY
CST:6 FAC:4  GRP:A1 APT. (JUD+CHA)R2
The skill of dealing with foreigners while successfully disguising your disdain for them.

DIsC

CST: 5 RM: 6 AP: 25 MD: 0/80 FAC:2 GRP. Q2
APT: DEX/2

Alarge, edged throwing disk. Itis heavy enough that f it does not hit with the edgeitcan knock
an animal out. Diameter is 10-20in.

DISGUISE

CST:5 FAC:3 GRP:E3 APT. (DEX+CHA)R2
Changing your appearance so that you look like someone else.(E1)
DISTILLING

CST:8 FAC:3 GRP:H3 APTINT

Tuming fruit or grain into hard. high alcohol content liquor of an appropriate type, assuming the
necessary equipment is available.

DIVINE AD

CST:5 FAC: 2 GRP:M2 APT: (ZEA+CHA)R2

Allows the partial intervention of the deity in priestly power use. It allows the character to
convert Deity Points (Deity Influence Points) to ManaPoints at a rate of his SL of Mana Points

gained per DP converted.

DIVING

CST:3 FAC:3 GRP:L4 APT. CON/AGI

Diving into and beneath the water with grace and skill, including aspects of underwater
movement, awareness and combat.

DODGE

CST.-5- AP.24 MD:NA FAC:2 _GRP:P7 APT AGI2

This is the essential natural combat defense. The skill essentially enhances the natural
tendancy of the character to get out of the way of an attack. (R41)

DOTHIAN

CST:6 FAC:5 GRP:U1 APT.INT

The language of the Wraithlords and their descendants. ancient inhabitatnts of Ysgarth. Useful
in some areas of magic and in communicating with many nature spirits from those ancient

times.

DOUBLE AXE
CST:6/88 AP.24 MD: 9/108 FAC:2  GRP:P4 APT. (STR+DEX)2 A
large, double-bladed axe with a heavy head. Used two handed, 36-42in long.

DOWSING

CST:5 FAC:2 GRP:D3 APT (TAL+JUD)R

Locating water and sometimes other things through the use of a divining rod or plumb, based
on judgement. luck and maybe a littie magic.

DRAWING/PAINTING

CST. 4 FAC:4 GRP:C4 APT. +INT)2

Reducing three dimensional things to two dimensional images with relative accuracy and
possibly with color and decoration. (C1)

DRIVING

CST:3 FAC:4 GRP:G5 APT. (DEX+AGI)R

Driving a cart, wagon or carriage in normal conditions. I taken as a Learned Skill it covers
driving chariots in combat or racing. AP cost is 10 or more.




CST.5 FAC:S GRP:R4 APTO

increases the ability of a character to withstand damage. Each SL adds 3% to a character's
fotal Hit Points. When new SL are lsamed the percentage is totalled before recalculating the
number of points added.

DYING
CST4 FAC:22 GRP:2  APTINT
Giving color to fabrics, leather and other materials, including the mixing of dyes.

ELEMENTALEM NG
CST.7 FAC:S GRP:N4 APT. MAG
Focusing magical power through the Use of a specific element of nature. either Earth. Air, Fire
or Water, or a more specific sub-classification of one of those elements. There are four levels
of elemental . These are Element (1), Major Sub-Element (2), Sub-Element (3) and
Minor Sub-Element (4). The higher the number the %eatev the specfficity of the elemental
source. G&u’:‘a 1 includes only Earth, Air. Fire and Water. Group 2 includes major sub-
divisions, as mountains, seas, planets, stars. night, day. flora, fauna. etc. Group 3
includes more specific sub-divisions, such as rock. sand, metals, trees, shrubs, wind, rain,
snow, etc. Group 4includes the most specific sub-divisions, suchas elms, oaks.diamond. iron,
1in, etc. The effectiveness of the empowering skill depends on the specificity and rarity ofthe
element with which itis used. To some degree this is up to the arbitration of the GM as far as
howmhrmgeandwhm r or notthey are present to be drawn upon, and to what degree
they are available. atthe time the skillis being used. When this skillis leamed it s learned for
a specific element, normally one of the four major elements, and the character must sgec'rfy
sub-specialization within that area. Each SL is treated as 1 SLin group 1.2ingroup 2, 4in
group 3 and 8 in group 4, and within the group they may be divided up however the player
80 long s a clear related heirarchy is maintained. For example, a character might
have 10SL of Earth Empowering, which would allow him 20 SL for group 2within earth, which
he might spend as 10 Flora and 10 Fauna. In group 3 this would be worth 40 SL. divided
between and Fauna in proportion, allowing 20 points for different general families of
animals andanother 20for general families of plants. Ingrouphhe points would double again.
allowing B0SL divided between specific animal and planttypes. This mightleavethecharacter
with 20 L for Dogs and 20 SL for Foxes within group 4 under Mammals ?roup 3) under Fauna
{group2). The SL should be adjusted downwards if the element s scarce inthe area
in question, down to as low as half the normal SL. You may wish to reduce it even further in
the presence of an elemental opposite, perhaps all the way downto nothing. Acharacter need
not rely on the most specific of his sub-elements. If it is more advantageous to use a more
abundantbutmore general aspectofthe element, thatis acceptable. Naturally. the higher the
number of the group the more likely thatthe substance will only have a rarefied presence. The
formula to determine Mana Point Cost reduction based on this system should be: Mana Point
Cost (SLx3)/100, rounded down. Mana Point Cost can never be reduced below halfits original
value. Elemental Empowering works with all spells. If a character wishes to use this skill with
more than one of the four true elements, he must learn it separately for each one. Note that
most mental and spiritual sub-elements fall under the general classffication of Fire.

EMBALMING

CST5 FAC:4 GRP:DS APT.JUD

Treating bodies for preservation, including mummification and knowledge of different tech-
niques and conditions.

EMBROIDERY

CST.5 FAC:4 GRP:R  APT (DEX:INT)R2

We.sewing for clothing, tapestries and other forms of display. Includes special work
e brocading.

ENAM
CST:4

¢ FAC:4 GRP:J4 APT. (DEX+INT)2
Imparting pigment to & variety of surtaces through the use of enamel and pigment.
ENDURANCE
CST5 FAC:S GRP:R4 APTO

Increases the endurance and stamina of a character through training. Each SL adds 3% toa
character's total Fatigue Points. When new SLare | the percentage is totalled before
recalculating the number of points added.

ENHANCEWILL

CSSWE : ﬁ:fsuand Gﬁu’fm APT;fw"B Each SL adds directly to WIL wh
wil me acharacter. s dir to en

determining Will Points and any Wan&ﬁsed avoidance rolls.

ETCHING
CST.7

. FAC:2  GRP:J2 APT. (DEX+JUD)R2
The creation of images and decoration on metal through incision and tinting.
OCOL
CST:4 FAC:4 GRP:A1  APT.(SOC+CHA)2
tanding the mysteries of social order agggroper behavior. Each 20 SL of this skill has
the additional effect of increasing perceived by 1.
EVALUATE [TEM
CST:5 FAC:3 GRP:F1 APT.JUD

Determiningthe worth of anitem prior to sale or purchase. withsome examination required and
modifications for skills relating to the use or manufacture of the item. A failed attempt should

resultin a faulty evaluation knowledge of failure. (H13)
EXCAVATION/MINING
CST:5 FAC:4 GRP:3 APTJUD

Digging holes of various sorts for fun and profit, from quarrying to digging foundations to mining

1o tunneling into fortifications.

FALCHION

CST:577/8 AP:22  MD:09B FAC:2  GRP:P2 APT (DEX+STR)/4

The common man's sword, a single edged. broad-bladed, slightly curved cutting weapon
usually beaten or cast out of iron with little attention to quality. Similarin design to amachete,

28-34in long. with a rudimentary guard.

FARMING
CST:3  FAC:4  GRP:K! APT.(INT+DEX2 .
Planting and taking care of crops of all sorts through the growing season.

FARRERY

CST:3 FAC:4 GRP:J1 APT.(DEX+JUD)R2 .

Working small iron items. particularly trappings for horses(especially horseshoes) or for
common rural usage.

FELINE

CST:5 FAC:4 GRP:O1 APT.CHA ) i ) o
Gives the user an increased affinity for cats of all kinds. The immediate effect is that t aids in
anumber of animal related spells and that any SL of this skill add directiy to SL of Contagion,
Relative or Sympathy when casting spells involving animals to which this affinity applies.

FERSIAN
CST:5 FAC:20 GRP:S2 APTINT
Spoken by migrant settlers in Frejsa on the Saes border.

FIND FISH
CST:3 FAC:4 GRP:L1  APT.JUD ) .
Locating schools of fish at sea or likely locations for fish in lakes or rivers.

FLAIL

CST: 6/12110 AP: 32 MD: 14/0/0 FAC:2  GRP:P5S APT.(STR+DEX)/4

A shaft with 3-5 chains atthe end. The chains are usually 24-36in long and the shatt is about
the same length. Chains will be tipped by spiked metal balls. Used mostly two handed.

FLATTERY
CST:3 FAC:4 GRP:A2 APT(NT+CHA)R2
Pleasing others by telling them what they want to hear.

FOLKLORE

CST:4 FAC:4 GRP:C2 APT:JUD ) )
Understanding the nature of the world as it is percieved by the common people. including
superstitions and myths of all sorts. Should be leamed separatly for each cuttural group or
major regional division.

FORGERY

CST.7 FAC:2  GRP:C3 APT: (DEX+JUD)/2 _ i )
The skill of imitating the written. plastic or painted art of others. applied with appropriate skill
in the specific type of art.

FOUNDRY/ROLLING

CST.5 FAC:3  GRP:J1  APT:(DEX+JUD)2 )
Casting. rolling. cutting and spinning iron to make somewhat more complex and attractive
ftems. FgC should be adjusted for the grade of iron or steel attempted.
FRAMING/BUILDING

CST: 4 FAC:4  GRP:I3  APT:(DEX+JUD)R2

Construction of building from wood or with wooden frames.

GAMMAN
CST:5 FAC:20 GRP:S4 APT.INT
Thief/underworld cant of Kyvenric and Kemnioc areas.

GAROTTE

CST:6-- AP:20  MD:8B0 FAC:2  GRP:P6 APT.DEX2

Afine. knotted cord. used by wrggping around the neck of a victi from behind in order to choke
him. Used two handed. about 36-42in long.

GATHERING/FORAGE
CST:3 FAC:4 GRP:K2 APT.JUD
Finding wild vegetation which is edible for survival.

GENERALSHIP

CST:5 FAC:4 GRP:B1 APT (NT+JUD)2
Convincing large numbers of men that they are an army. not a mob.
GEOGRAPHY

CST:3  FAC:4 -GRP:C2 APT.JUD

Knowing how the land lies. Chance of knowing a particular area or feature is reduced by 1%
for each mile the location is from the character's normal habitat.(C32)

GLAVE

CST:5/8/9 AP:28  MD:0/12/10FAC:2  GRP:P2  APT. (STR+DEX)/4 :
A bladed pole-arm. essentially a sword on a stick. with a broad. slightly curved blade and a
single edge. Sometimes also has & nice point or even a hook. Usua ly used two handed.
Length with shaft is 72-84in.
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NG
CST6 FAC:3 GRP:M APT (DEX+JUD)2
Blowing, cutting and casting heated glass and crystal into useful shapes.

CSTe PG GRPiM  APT:DEX
Glazing or staining glass or pottery of mo@%&m'z

BOETIC
CST.8 ~FAC:5 GRP:T4 APT.INT
An “ﬁ%‘ldt m:n&e eonstuctad specifically for expressing technical magical terms and

o s dem\E APT: (DEX+INT)/2 i
Worki , silver 8 r precious metals primari omamental and decorative
functions, particularty jewelry, platework and inlay.?FZ) ¥

GOLD/SILVERSMITH
CST.6é FAC:3

STa  FACA G;«::@k APT: DEXINT)2
a - . : ) , .
Wll_ndu_ k) ofim'ng wba”l 'S :b: mm ly designed wilderness-like course with the

GOTTAN
CST.6 FAC:20 GRP:S2 APTINT
Spoken by migrant settiers scattered throughout the Prefecture of Gottia in the Saes Empire.

GRAPPLE

CST:5-- AP:30 MD:S_ FAC:2 _ GRP:P7 APT (AGHDEX)4

Wresting i hecpoment WD isAgmckerDC.modiﬁe%{lorDCtloénf r'éfé VD e vithay
a uires a comparativi i le skill

STR s the Atiuide SOM B3, L ae

GREATSWORD

CST:6/89 AP:26  MD:0/11/8 FAC:2 ~ GRP:P2  APT: (DEX+STR)/4

The two-handed engine of doom. Agreat double bladed. dull-pointed, hacking machine. Used
in both hands. n long, with a large guard. Design and size are highly variable.

GREENGROCERY
CST:3 FAC:2 GRP:H1 APTINT
Preparing and marketing vegetable goods.

HALBERD
CST:¥011 AP:28  MD:9/12/10FAC:2  GRP:P4 APT.(STR /4
g :x&pol&arm. similar to a Battle Axe with a longer shaft. makin m(estotgll?e?gm about 75-

HAMMER
CST:5/7/6 AP:20  MD:800 FAC:2  GRP:P1  APT (STR+DEX)/4
:3 t|,ron hammer U::gd o:ne- ahE:«T e\:‘vjrood shaft. Avariant s the pick, which does Eo?nt instead of

HAND AIMING
CST.5 ~AP.24  FAC:2 GRP:Q4 APT.DEXR2
Aiming missile fire, usually magical, fired directly from the hand.

HAND AXE
CST:5/7/8 AP:20  MD:7B80 FAC:2 _ GRP:P4 APT: (STR+DEX)/4
Asmall, single bladed axe, used for chopping. The length will beabomgt 24irT and itis used one

HAND H

CST:.7 FAC:8 GRP:W1 APT: (DEX+INT)R2

A language of ﬁﬁ;and hand signals originally developed for use in noisy workshops and
smithys and adopted for use by thieves, mages, priests and others for hidden communication
without normal speech.

CST. 5/8/6 “AIP 16 MD:5/

T: 21 .54/4 FAC:2  GRP:P7T APT.DEX2

Doing damage with the bare hand. Stats and skills provided are for three different types of
blows possible with the human hand. Non-humans might have somewhat different stats. Note

thata character may purchase Cesti to cover his hand. These can double the MD of any one

me ngemd.be Wand'point m:ﬂm Hand has full FAC against club weapons and half FAC
HANTYRKA
CST.S FAC:20 GRP:S4 APTINT
Thieffunderworld cant of Marmar and Machar areas.
CSPETQ'D 5/31% AP: 2 MD:
: 124 :10/0/0 FAC:2  GRP:P7 APT:AGI2
The head makes a fairty good battering ram or club weapon. f
HEAVY LANCE
CST. 6/10/14 AP:34  MD:130/15FAC:2  GRP:P3 APT:STRf2

A giant m m a sgtuard u:tege fogogy mfounﬁaq charge. usugloly $gaérf1§ omertt\orsemgg
Carried ain: for maximum force. Point is often iron-tipped.
80in. NoteMwhenus:%onfootmisweapon is treated as a pike. pped
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HELM/PILOT

CST:5 FAC:3 GRP:L3 APT.(DEXsWIL)2

Guiding and steering a ship at sea. in harbor and along coastiine.

HERBAL CURING

CST:5 FAC:4 GRP:DS APT.JUD ! .
The agplication of medicinal herbs to accelerate the rate of recovery from disease or poison.
Each SL adds 5% to daily healing rate.

HERBAL HEALING

CST:7 FAC:4 GRP:D5 APT.JUD

The application of medicinal herbs to accelerate the rate of recovery from wounds or other
physical damage. Each SL increases the regular healing rate by 5%.

HERDING/CURREERY
CST:3  FAC:4  GRP:K1 APT (DEX+INT)/2

Taking are of and managing animals. including herding. currying and
maintenance of a full selection of animals. Need not be leamed separat
of animals unless the character changes application of the skill wildly.

HILTYERY
CST:3 FAC:4 GRP:J2 APT (DEX+INT)2 ) .
%ﬁm&g of weapons with secondary, though often essential trappings. such as hilts, guards,

neral feeding and
for different types

HISTORY

CST:3 FAC:4 GRP:C2 APT.JUD

Understanding the course and significance of past events. Chance of knowing a particular

gferr::g i‘?artievent is reduced by 1% for each decade past or 5 miles distant from time and place
on.

HOLD BREATH

CST:4 FAC:4 GRP:L4 APT. WL ]
Keeping from breathing under variable conditions, for as lqn%oas possible. In most cases this
means a period of up to (WIL+SL)x10 seconds. AP costis 20.

HOLY MYSTERES
CST:7 FAC:3 GRP:M1  APT.(NT+JUD)2 ! .
The knowledge of the secret rituals and practices of a religion. including the use of madgtc
appropriate to that sect. It functions basically like Magical Research, but also includes
knowledge of secret ceremonies and rites of the church. Chance of researching holy powers
or lgep_ells :hould be adjusted for the popularity of the church in the region where tne reesearch
is being done.

HOSTLERY
CST:4 FAC:4  GRP:H1 APT:(NT+CHA)/2
Running an inn. tavern, cafe. restaurant. hotel or boarding house.

HOUKOSI
CST:6 FAC:20 GRP:S3 APTINT
Spoken by migrant laborers and thieves of the Houkos.

HUNTING

CST:4 FAC:4  GRP:K4 APT: (DEX+INT)/2

Finding and killing animals using weapons appropriate to the danger involved. Does not
include skill with hunting animals or the necessary weapon skills. but does cover bringing the
quarry to ground.

HURLEY

CST:5 FAC:4 GRP:G4 APT {PEX+AGI)!2

#, team sport of stick and ball. similar to hockey or lacrosse. with & good bit of extra violence
rown in.

ILLUMINATION

CST:4 FAC:4 GRP:C4 APT (DEX+INT)R2

Coloring and illustrating manuscripts and printed material.(C31)

INCANTATION

CST:5 FAC:2 GRP:N3 APT.CHA

Casting magic through the use of the voice in a chant or recitation of magical formulae. Each

SL gives 4 Skill AP per round. it works only with those spells which have one of the letters

g GmHl,Jlﬁ.PMI_NO RS asthemiddle letteroftheirclassification. Priestsmay use (CHA+ZEA)/
as their APT.

INFILTRATE

CST:6  FAC:3 GRP:E3 APT(INT+CHA)2

Becoming partof a group. societ¥°or organization and being able to pass as a member when
not naturally born or acceptable for that role.(E1)

INSECT

CST:5 FAC:3 GRP.0O1 APT.CHA

Gives the user an increased affinity for insects and arachnids. including seagoing arthropods
andflying insects. The immediate effectis that it aids in a number ofanimal related spells and
that any SL of this skill add directg to SL of Contagion. Relative or Sympathy when casting
spells involving animals to which this affinity applies.

INTIMIDATION
CST:3 FAC:4 GRP:E2 APT.CHASize -,
Making others do what you want by fear and threat. In determining the chance of intimidating




a or , the FAC of the skill is reduced by 1/3 of the WIL of the person in that grou
mmg%andby1fouvory3poopleinmegroup,rounding??uwn.(D1) groce

INTRIGUE

CST.7  FAC:3  GRP:A1 APT. (NT+SOC)2
Advancing oneself by subterfuge within a social situation or institution.
IRONSMITHING

CST.4 FAC:4 GRP:J1  APT (DEX+JUD)R

: . 4 ).
Making basic iron wares, particularly beaten tools and utensils. FAC should be adj
1I'oos;m:lot:fimnormsemmwn|:}l:g.y . usted or

JENNISCH
CST.4 FAC:20 GRP:S4 APT.INT
CTef/underworld cant of Southern Saes,Empire.

%T:s' &AC”% MGW;JZWAPT: (DEX+INT)2
cutting & precious and decorative stones, including the ability to assess value
Nm M(Eg) ’ &

JOINING/CARPENTRY
CST.4 FAC:4 GRP.B  APT. (DEX+JUD)R
Connstruction of fumiture or small structures out of wood, from boxes to wooden chairs and

JUGGLING

CST.6 FAC:S GRP:F6
M_ahn%b,:lls and other objects fly in
minus

ing patterns from hand to hand. FAC is equal to 10

number of balls attempted, pius an adjustment of 0 to 3 points of FAC for unweildy

JUMPING
gsoiTM ) f#‘,:l, ‘Gh?:ed;m APT:JAGI .

aerial to cover or ce. Jumping distance is ((AGI/Size) x (SL/5 ds.
Jumngnghoughtns((AG |zs)x(SL/8))+1yds.AigcostisSOfo(r(afulljunsz(s i+ %

KAELC
CST:6 byﬁfem:zo gl:lr:& ' AfPTINT

common e of a number of nations, including Ardmacha, Banchor,

ylia ah'? Eloegyr. " -

KENNK -
CST: 4 FAC:20 GRP:S4 APT. INT
Thief/underworid cant of Northern Saes Empire.

KERNIOC
CST:5 FAC:20 GRP:S1 APT.INT
Emsmkepi mn by the Kernioc people of Suessiones, Marsk and other areas bordering the Saes

KHUZDA

CST.6 FAC:8 GRP:Ut APTINT

Simplest of the Dothian based languages, developed by the Khuzda for trade with other races
and internal communication.

KICK
rore sy vty cf Yossf ks cover s s, g

herearea 0 of kicks covered in this classification. including back. front and side
kicks. The parry skill wpmes kick hes full FAC against club weapons and hglf FAC against edge

and point weapons.
KNITTING
CST. 3

: FAC:4  GRP:2  APT: (DEX+INT)R2
Mmmng yamand thread into cloth through the use of needles. including crocheting and crewel
KNOT TYING
CST:3 FAC:4 GRP:L2  APT (DEX+l

. : NTI2
Tying ropes, strings and other fiexible material in knops of all kinds and functions.

KOBLANG
CST.5 FAC:8 GRP:U1 APT.INT
Rudimentary offshoot of the Dothian based languages spoken by the Koblynau.

KYVENIC
S by;eAcK:yeg i GFPI:eSJweIlm lr‘n’Mcman Se Ystrad Tywi, Cel

nri ing in Morianoc, Seisiloch, i, Ceredigiawn,
Vot Prydeissnd ey, oo™ ® i

LARIAT
CST.6-7 AP.28

7 AP MD:NA  FAC:2  GRP:PS APT: (STRDEX)4
A rope with a slip-knotted loop at the end. Used as an entangling weapon, with two hands.
LAW/JUDICIAL
CST:7 FAC:4 GRP:C2 APT. (INT+JUD)R

of the law, its application and interpretation both from the position of defense,
Krwledg.:d - . appl rp! m the position of nse,

LEADERSHIP

CST:5 FAC:3 GRP:E2 APT. (NT+CHA)2

Comémfilen zc)m'»ers 10 let you make their decisions for them and to go where you go and do what
you do.

LEATHERSMITHING

CST.4 FAC:4 GRP:I1 APT +JUD)2

Working leather into a variety of functional , including clothing, armor, bags and other
items. (J26)

LEECHING

CST:3  FAC:3 GRP:D5 APT.JUD

The application of little bloodsucking creatures to a patient in order to correct an imbalance in
his bodily fluids. May actually work against hormonal imbalances and some blood disorders.
Also may have a tranquilizing effect.

LEGION SHIELD

CST. 6/6/10 AP: 28

Alarge, more or less rectangular. full-

soldiers in shield walls and coordina
in.

MD:8/08 FAC:2 GRP:P8  APT: STR2
shield made of fairly light materials, for use by foot
actions. Dimensions are between 24x42in and

MD:9/0/10 FAC:2  GRP:P3  APT. (DEX+STR)/4

Essentially a one-handed spear used from horse-back to stab and skewer oponents.
Sometimes used on a charge attack, but released on impact, not held set against the body.
Most useful against ground running animals like boar. Point may be iron tipped. 70-80in long.

LIGHT LANCE
CST. 5/8/10AP: 24

Note that when used on foot this is treated as a spear.
LINE FISHING

CST:4 FAC:4 GRP:L1 APT (DEX+JUD)R
Catching fish through the skilled use of pole, line and hook.
LINGUISTICS

CST:5 FAC:4 GRP:C5 APT (NT+JUD)R

The theory of spoken language and the shared elements of different languages. Contribution
for Linguistics works on a special basis. Each SL learmed contributes 1 Characteristic Points
to all the languages in one chosen language group. Each 5 SL contributes 1 Characteristic
Points to all languagesoutside of any concentration groups. Levels may be split between
multiple language groups for contribution. and this contribution is the tjgnmary effect of
Linguistics. For example. a character with 20 SL of Linguistics might split them between the
4110 group and the 4120 group. contributing 10 Characteristic Points to each group. which
would give him 2 levels of almost any language there. In addition. his 20 SL would give him
4 Characteristic Points to spend on afl other languages. giving him 1 SL of some of the simpler
ones.

LIP READING
CST:6 FAC:3  GRP:E1 APT (NT+JUD)2
Telling what people are saying by sight rather than hearing.

LITURGY/RITUAL

CST:4 FAC:4  GRP:M1 APT: (NT+JUD)R2

Knowing holy writ and services. Being able to perform ceremonies and quote scripture as is
required of a priest.

LOGISTICS

CST:4 FAC: 4 GRP:B1  APT: (INT+JUD)2

Getting the necessary supplies from there to here on time.

LONGBOW

CST:7 RM:12  AP:40 MD: 0/0/10 FAC:2  GRP:Q1  APT. DEXRR

Allonger bow designed for distance firing into massed troops or through heavgoa_rmon firinﬁ a
!;8-31\12%; t;asrrow at potentially great range and penetration. Bow length is about 80-72in. Pullis

LOST SCRIPTS
CST:9 FAC:2 GRP:C3 APT.JUD
Reading and using forgotten forms of writing.

LUMBERING
CST:4 FAC:4 GRP:K2 APT: (DEX+INT)R2
Cutting down trees. preparing and trimming the wood, including primitive milling.

APT: (STR+DEX)/4

MACE
CST.5718 AP:22 MD:9/00 FAC:2 GRP: P1
. Used one-

f‘\azfﬂn Awooden shaft topped by a spiked metal ball, star or other shape as a h
ed.

MACHAR |

CST:6 FAC:20 GRP:S3 APT INT

Spoken by natives in the mountain nations of Machar Orszag/Lagoland. Toth Orszag and
Erdely Orszag.

MAGICAL RESEARCH

CST:7 FAC:2  GRP:N1 APT: (NT+JUD)R )

Discovering the arcane secrets of forgotten mat%ics and inventing new ways to apply known
magic. Includes knowledge of basic ma?ical eory and practice. MAy be a requisite for
advancement in most magical guilds or colleges. In addition, it determines the chance of being
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able to research ngiﬁc?dlwilhin an available library, using the formula: (((Area Urban
mumnno,poo +SL)/(CS ofSpelg)xw%). Thus, in a city with a population of 50,000 and

10SL of this skill a character would have a 30% chance of successfully researching a spell
of CST 5, assuming he had access to the local magical libraries. The 10% muttiplier should
be reduced to 7% for Apprentices and 9% for Joumeymen. It should be reduced by an
additional 3% if the spell in on is not one of those normally available to the guild which
the character s fo. tshould also be possible to use this skill to design wholly new spelis,
but that shoukd be It and left up to the discretion of the gamemaster.

MANA GATHERING
GRP:NS  APT: NA

CST.7  FAC:S
This skill increases the effectiveness of a character in gathering Mana. Each SL adds one to
TAL in determining the rate of MP regeneration for the charncgar. e

MANA

CST.7  FAC:3 GRP:NS APT.INT

ifthe skill roll is made successfully with this skill, it allows the character to intercept spelis cast
at him and reduce their effectiveness. Each SL effectively reduces the MP of a spell cast at
the character by 5 points. This may have the effect of negating the spell. or of reducing its
effectiveness toless than its full impact. The character using this skillloses MP of his own equal
© tua,ee :\:"nur:g:f which he negates. He must decide before the spell hits him whether to
use this skill or

MANA SIGHT

CST:7 FAC:2 GRP:NS APT. TAL

This allows a character to see Mana if he makes his roll successfully. He can see the color and
W Mana, fresh Mam'tt trails, and to some exti%gt’concenga 'onsd ag}i intensity of hﬁhna
in area or object. It gives no more s information an accuracy of the
lrmv’odge is variable dependi%g on his level osp:iill. =

MARMAR
CST.5 FAC:20 GRP:S3 APT INT
Spoken in the southem coastal nations of Marmaresh and Horvath.

INEER
CST.6  FAC:4 GRP:J3  APT. (DEX+INT)R
Constructing building, bridges, roads and other structures out of fitted stone. Includes
construction of brick and ceramic roofs and other parts.

MASSAGE
CsT:.2

. FAC:4  GRP:D4 APT. (DEX:+INT)R
The manipulation of bones and muscles for therapy and relaxation.
MATHEMATICS
CST:5 FAC:2 GRP:C8 APT: (NT+JUD)R2

Basic and theoretical use of numbers. Each SL increases counting ability by a level of
e nitude from 10 (SL2=100,SL.3=1000,etc). Levels also add ability with different mathemati-
nctions.

MECHANICAL

CST:8  FAC:2  GRP:l4  APT: (DEX+INT)R2

General knowiedge of mechanical systems and the design and construction of basic machines
from presses of various sorts to wheel assemblies to mechanical clocks. (C5. F3, HS. 11,17,

)
MEDITATION
CST:6 FAC:2 GRP:N3 APT WL

Casting magic.throu%h meditation upon the objectives of the spell. using only the mind. This
is the only casting skill which can be used when a character isimmobilized and unable to speak.
Each SL gives the character 4 Spell Activity Points d(Skill AP), which can be used like AP, but
only for spell casting. They ap;g during each round that the skill is in use. [t works only with
those spells which have one of the letters ABDEFGHIJQRS as the middle letter of their
classification. Priests may use (ZEA+WIL)/2 as their APT.

MEMORIZATION

CST.6 FAC:4 GRP:N2 APT. WL

Leamning and remembering data,  FAC should be modified for volume and complexity of
memorized. Memorization also comes into play in the use of Charms and in learnin

new spells. When casting a Charm (a spell cast without benefit of spell casting skills), eac

SL of Memorization adds 10 to the character's Base Skill Rating prior to any adjustment for

multiple levels of leaming with the spell. In addition. the amount of the time which it takes a

character to leamn any spell is equal to (Spell CST) x (100/SL of Memorization) Hours.

MENI /BEGGAR
CST.3 FAC:4 GRP:A2 APT: (NT4CHA)R
Acquiring wealth by looking pitiful.

/SALES
Soinga product ar
inga :
brh:gvingtfnskill.

GRP:H1  APT. (INT+CHA)R

1,F2.A2)

MIDWIFERY
CST:5 FAC:4 GRP:D5 APT (DEX+JUD)R
Delivering babies and post natal care for both mother and child.

MILLING
CST:3 FAC:4 GRP:l4 APTINT
Building and operating milling machinery of all sorts.

VSGCGART

product. Number of SLs indicate) general percentage increase in profits

MIMING

CST:7 FAC:4  GRP:E1 APT. (INT+CHA)R2 )

Conveying images and information through the use of the body without the use of language.
MORNINGSTAR

CST:5/877 AP.20 MD: 8000 FAC:2  GRP:P5 APT (STR+DEX)/4

Similar to the flail. with a single ball and chain and somewhat smaller dimensions for one-
handed use. Total length is about 40in.

MOSAIC/TILE

CST.5 FAC:4 GRP:J4 APT DEX+INT)R )

The manufacture and arrangement of painted, glazed or plain tile in pleasing forms.
MOUNTAINEERING

CST:5 FAC:4 GRP:K3 APTINT

The knowledge of mountains. their dangers, conditions and vicissitudes. Includes survival
skills for mountain conditions.

NAVAL COMBAT

CST:5 FAC:2 GRP:L3 APT (NT+JUD)2 . )
Guiding a ship or fleet of ships through a naval encounter. with particular concentration on
boarding and ramming tactics. Can be combined with Tactics and Strategy for best effect.

NAVIGATION

CST:8 FAC:2 GRP:L3 APT (INT+JUD)R2 o
Knowledge of coast. see and stars enough to get from place to place. KnowledF%e of navigation
out of sight of land requires a rather high level of skill. Increase C by 1 per 15

miles from shore.

NET

CST:6/6/6 AP: 16 MD:6/0f FAC:2 GRP:PS APT: (DEX+AGI/4

Similar to the fishing tool, but weighted and used to envelope or entangle. May also be thrown
to entangle or envelope. Usually used one handed with another weapon. Diameter is about
48-66in.

NET WEAVING

CST: 4 FAC:4 GRP:L2 APT. (DEX+INT)2 ) ) .
Weaving rope into nets of variable strenngth and size for the aquatic quarry in question.
NET/TRAP FISHING

CST:3  FAC:4 GRP:L1 APT. SDEX:'INT)/E ) )
Catching fish with nets. weirs o traps, including crustaceans of various sorts. Both on rivers
and at sea.

OBSERVE

CST: 3 FAC:2 GRP:F1 APT.INT ) o

Noticing the unusual. the usual or the merg&notable‘ Seeing dangers in time to react to them.
Maintaining observation costs 10AP per CR.

OCMEIC

CST.7 FAC:8  GRP:S1 APT. INT

Ancient , secret priestly language of the Kyvenic and related peoples.

OLD AETRUVIAN

CsST.7 FAC:7 GRP:S2 APT.INT . . '

Ancient form of Aetruvian, still preserved for magical and religious writings and ritual.

OLD TONGUE

CST:8  FAC:8  GRP:V1 APT.INT

An ancient language. supposedly  trading language of the pre-human races of Ysgarth. but
also spoken as a native languages by those dragons of hlﬁh intelligence. Some humans leamn
it for its obscurity and for use in the practice of magic. There is a legend that it is impossible
1o lie to a dragon in Old Tongue.

OPEN SILENTLY
CST:3 FAC: GRP:F5 APT. DEX ) )
Opening doors and drawers or moving small objects as silently as possible.

ORATORY

CST:5 FAC:4  GRP:E1 APT (NT+CHA)2 i )
Speakinglip public in amanner which will hold the attention of an audience and present a topic
attractively.

PALMING

CST:6 FAC:4 GRP:F6 APT.DEX ) )
Picking ug and concealing small objects. generally those which are hand sized or
smaller.(F31.G35)

PALMISTRY

CST:6  FAC:4  GRP:D1 APT (TAL+JUD)2 ! )
Predicting a perons future from a look at his paim. savvy and maybe a little second sight.
Predictions should be general enough to be flexibly applied.

PAPERMAKING

CST:5 FAC:4  GRP:I2  APT. (INT+JUD)R

Tuming wood pulp into paper. Includes the making of yrus from reed and the necessary
treatment and preparation of the paper to receive inks. Also includes the making of felt fabrics,

which is a very similar process.
PELTING/SKINNING




CST.3 FAC:22 GRP:I1  APT. (INT+JUD)R
Removing the skins from animals, cleaning them and making them ready for tanning.

CST: 9
the universe.

FAC:4  GRP:C8 APT: INT+JUD)2
the different systams and laws which lie behind nature and the mechanics of

PICK
CST.5 FAC:2 = GRP:F5 APT.DEX
Opening locks of varying complexity and function without the use of keys.

PICK
CST:6 FAC:2 GRP:F4 APT. DEX
Removing the contents of a persons pocket without disturbing him or being caught.

v

PIKE

CST.58/10AP:32  MD:8/0/14 FAC:2  GRP:P3 APT: (STR+DEX)/4
Aq‘n‘t,“m . -hkepoleum,;;meﬁmesmut&nameyalhe:’dﬁergre}yar%odenedwood
g?-ny Useless In close In cambat. B4.1 100 fong. S

PILUM

CST.6 RM:5  AP:28  MD:00® FAC:2  GRP:Q2 APT. DEXR2

A heavy, often solid-metal javelin. Thrown with a spin and intended to penetrate h
ltdao‘gmnge. Usunlly4&50in long. s s ik

PISCEAN
g§1’: : 1'G;Ac:: 3 Gﬁ:f;ﬁO‘l forAa'J’lTku CHA "

ives the user an increased affinity inds of fish, not indluding seagoing mammals. The
immediate effect is that it aids in & number of animal related spells gnd thgat agy SL of this skill
:d wgi'chwﬂ\::f% g aC;hnhlégion Relative or Sympathy when casting spells involving animals
PLAYING
%T: 6 FACé‘S m?‘GFP: N4 APT: fMAG B

using magic through the use of music. Playing works with all spells whose middle

letter is ADE or F. Mana Point Cpst=gri inal Mana Poi¥\t x 100)/(SLxModifier), rounded
dng\«én'; The modifier for Playing is 5+DEX, but this modifier does not count if a character has

POETRY
CST.7

~ FAC:4  GRP:C8 APT: (NT+TAL)R
Expressing images in rhyme, verse or meter.
POISONING
CST:6 FAC:4 GRP:F6 APT: (DEX+INT)R2

Administering poison to food or direc'ﬂxto a person without being noticed. Should be adjusted
for circumstances. Includes only slight knowledge of making or preparing the poison.

POLITICS
CST.6

1 FAC:4  GRP.A1 APT: (NT+CHA)2
Gaining public office and applying governmental power.
POTTERY
CST.5 FAC:4 GRP:J4 APT (DEX+INT)2

The creation of functional vessels from clay.

PRAYER

CST.5 FAC:S GRP:M2 APT éZEA+CHA)/2

Places the character in communion with his deity. More Rractically each SL adds to ZEA when
determining rate of Piety Point Regeneration as a result of prayer. PP regeneration is equal
1o Adjusted ZEA/3 per hour (approximately, based on AP). Note that the use of this skill
costs considerable AP as you are not supposed to do much else which praying. One hour is
considered to be the equivalent of 30,000 AP. So a character with more AP may pray
somewhat faster. The use of Prayer requires the minimum expenditure of 50 AP per round..

PREACHING

CST.5 FAC:3 GRP:M1 APT.CHA

Spreading the word of your god and convincing others that he is the god for them and that his
way is the true way.

PRINTI
CST:6 FAC:3 GRP:C3 APT (NT+JUD)R
Using various forms of printing and mechanical art or text reproduction. mostly fairly primitive.

QUILTING
CST.3 FAC:2 GRP:.l2 APT (DEX+INT)2
Sewing bits of fabric together to form patchwork cloth for various purposes.

RAPIER

CST:6/56 AP.22 MD:088 FAC:2 GRP:P2 APT (DEX+INT)/4

A lighter development out of the broadsword, with a thin blade. a single edge and a point.
Always used one handed, with a fully developed guard or basket hilt. Length is usually 32-36in.

READINGWRITING
CST.7 FAC:4 GRP:C3 APT.INT '
Using the written form of a language. The first level learned costs full cost, but each additional

level % or:% l::egown toabase of 4 per SL. Levels of writing one language contribute to

REDANA/VOELVIGA

CST.7 FAC:8 GRP:S2 APT INT

Ancient  shamanistic and priestly language of the Vaen, Saes and related peoples.
RELATIVE

CST:6  FAC:S GRP:N4 APT. MAG

Focusing magic through the use of some material which is part of the physical or spiritual form
of the caster. This is similar in concept to Contagion. but uses bo% parts or wastes instead
of external objects. Materials used break down info two categories, those body parts which are
regularly shed or materials normally excreted by the body. such as fingenails. hair or feces.
or removable parts of non-living targets (Class B) and parts of the target which would not
normally be removed such as severed fingers, an eyeball, blood, & tooth or any integral part
of an inanimate object. or another object of the exact same substance or composition as an
inanimate tar%et (Class A). The Mana Point Cost ofa spellis based on the standard Mana Point
Cost and any levels of an Empowering Skill. Mana Point Cost reduction is (SLxModifier)/100..
rounded down. . Mana Point Cost can never go below half its original value. For Class A the
modifier is 60. for Class B the modifier is 50. This skill only works with spells which have BCDEH
as the last letter of their classification. Relative may be used in conjunction with Sympathy as
noted above. The catch with this skillis, once ﬁain. the need to getthe necessary component.
In some societies people will destroy or hide their bodily cast offs against this sort of magic.

RESEARCH

CST. 4 FAC: 4 GRP:F1  APT: (INT+JUD)R

Finding out the history of a place. item or person using a variety of written, oral and material
sources.

RESONANCE

CST.7 FAC:S GRP:N4 APT. MAG

Focusing magic through the fundamental resonant forces which unite all matter. a raw and
expensive method. This is the most basic means of spell empowering. If a character is not
using any of the other empowering skills listed here. itis assumed that he is using Resonance.
The Mana Point Cost of a spell is based on the standard Mana Point Cost and any levels of
an Emgowering Skill. Mana Point Cost ireduction s (SLxModifier)/100, rounded down. The
Mana Point Cost can never go below half its original value. The modifier for Resonance is
10+(TAL/2), but this modifier does not count if a character has no SL. Mana Point Cost is
automatically doubled on spells cast without usvi;g’an Empowering Skill. The great advantage
of resonance is that it will work with any spell with no restrictions.

RHYTHM INSTRUMENT

CST:4 FAC:4  GRP:C9 APT. (DEX+TAL)R )
Playing a variety of thythm instruments. including sticks. drums, bells. etc. Can be combined
with Resonance in music oriented magic.

RIDING

CST:4 FAC:4 GRP:G5 APT. (DEX+AGI)R2

Sitting astride a horse for transport under normal conditions. ftaken as a Learned Skillitcovers
combat riding and racing. Riding reduces AP by at least 10.

RITUAL

CST:5 FAC:2  GRP:N3 APT. (DEX+AGI)R

Casting magic through complex gestures. movements. chants. stompine around and beating
our breast. A rather time consuming method of sgell casting. Each SL gives the character
Skill AP which can be used when casting spells. It works only with spells which have one of

the letters BCDEFGHIJKLMNOPQRS as the midde letter of their classification, which includes

almost all spells. Priests may use (ZEA+DEX+AGI)/3 as their APT.

RIVERCRAFT
CST:4 FAC:4 GRP:L3 APT (NT+JUD)R
The skill of handling a barge. punt or other craft on a river or other inland waterway.

RODENT/URSINE
CST.:5 FAC:5 GRP:01 APT:CHA

Gives the user an increased affinity for omnivorous arboreal creatures including rats. squirrels.
bears and incidentallY seagoiong mammals. The immediate effect is that it aids in a number
of animal related spells and that any SL of this skill add directly to SL of Contagion, Relative
or Sympathy when casting spells involving animals to which this affinity applies.

ROUND SHIELD

CST.5/58 AP.22 MD:7/7/8 FAC:2  GRP:P8 APT. (DEX+STR)/4

A circular, target shaped shield. ideal for use by foot soldiers. as it does not get in the way of
their weapon arm. Size is variable. as are materials. Diameter is between 24 and 40in.

ROWING

CST. 2 FAC:22 GRP:L3 APT DEX/STR

Pulling an oar in unison with other rowers and with optimal efficiency in any situation.
RUNNING

CST: 4 FAC:22 GRP:G4 APT: AGI

Increasing running speed and endurance. Top running speed is MV+SL in feet per CR. AP
cost is 50 for full running.

SADDLERY

CST:4 FAC:4  GRP:I1  APT (DEX+INT)R
Turning leather into saddles and other horse trappings.
SAESAN

CST:5 FAC:20 GRP:S2 APTINT

The official language of the conquering class of the Saes Empire(formerly the Auscian and

VSGCARTH



Astruvian Empires).

SALL TENDING
CST4 FAC:4 GRP:L2 APT (DEX+AG)R
Tending and maintaining the sails and rigging of a ship of any size.

SALT NG
CST3 FAC:2 GRP:H2 APT.INT
mmmmmmfmmmmmmmmuummmm

SAPRA
CST:5 FAC:2 GRP:S5 . APT:INT
Pumdl::guaqe of most trade speeches of Ysgarth, native language of old families in

SAURAN
W I B
the user an ased effinity for all lizards, snakes and batrachians (frogs/toads). The
ddmdincwmto SLB mgd; in E‘gmr of glnimal tfr1elated spevl'llsh:nd ﬂ\at(;’r?)? Sl'.| of gsi:':kill
jon, or Sym casting involvi
animals to which this affinity applies. = dhc sl

SCIMITAR

CST:6/8/7 AP:24  MD:0/108 FAC:2  GRP:P2  APT. (DEX+INT)/4

A long, single-edged sword with a narrow curved blade, though some desians are somewhat
wider near the point. Class includes the cutlass, katana and sabre. Excallent for cutting or
slicing strokes. May or may not have a guard. Length is highly variable, from 30-48in.

SCUI
CST:5  FAC:4 GRP:C4 APT (DEX+INT)R2
Presenting scenes in three dimensional art, from freizes to free-standing sculpture. (C37)

SEARCH CT
CST.4 FAC:4  GRP:F3 APT (DEX+INT)R2
Findind things which are concealed in a place and in or on an object.

SEARCH PERSON
CST.3 FAC:4 GRP:F4 APT (DEX+INT)RR
Finding things which are concealed on the body or in the clothing of another person.

SEDUC
CST.6 FAC:4 GRP:A2 APT. (NT+CHA)R
Making the object of your intellectual desires the subject of your physical lusts.

SEIGE ENGINEERING
CST:5 FAC:3 GRP:l4  APT: (DEX+INT)2 )
m&m m.n and operation of seige engines, including catapults, towers. ballista,

SESETA

CST,7“’ mn?g %fﬁg T APTINT

Ancient, sec e of the Aegeran priest caste. used ligi d i
- o wl;'ng‘gngsand ri?:gls. p used by some religions and mages in

SET TRAPS

CST4 FAC:4 GRP:F5 APT. (DEX+INT)R

Setting up active and passive traps either with planned situations and material or with available
m with an appropriately increased FAC. FAC should also be adjusted for complexity

SEWING/TAILORING
CST3 FAC:2 GRP:I2 APT DEX
Using needle and thread to repair or create clothing.(A8.C5)

SEXUAL TECHNIQUE
CST.5 FAC:4 GRP:G2 APT. (DEX+CHA)R
The art of giving and receiving optimal pleasure in a sexual situation.

SHEOLIC
o primary Ressingaof Setohie, Ehes S0

pri lemonkind. a spoken and written form and is very helpful
bmm%mﬁedea!w‘m\demons. i G i

SHIPWRIGHT
CST5 FAC:3 GRP:I3 APT (DEX+INT)R
Building seagoing vessels from wood or other appropriate materials.

SHORT SWORD
CST:5/67 AP:20  MD:0/8B FAC:2  GRP:P2 APT. (DEX+INT)/4

Ashort, bladed weapon coming in several varieties. including the traditional, broad bladed style-

with or without a point to the stabbing. sharp pointed gladius style. Used 1 handed. Usual
20-28in long with a rudimentary gua?d of somp:son. ‘ o )

SHORTBOW

CST.6 RM:i9  AP:30 MD:0/08 FAC:2 GRP:Q1 APT DEXQ2

mht hand-held bow to be fired by moving infantry or horsemen. Bow should be between 36in
48in. Pull will be 30-60ibs.

VSGCGART

SILENT MOVEMENT
CST.5 FAC:4 GRP:G1 APT.AGI
Moving without making sound to attract the attention of whomever may be listening.

SIMIAN

CST:6 FAC:6 GRP:O1 APT.CHA

Gives the user an increased affinity for all apes and monkeys. The immediate effect is that it
aids in a number of animal related spells and that any SL of this skill add diraca to SL of
Contagion, Relative or Sympathy when casting spells involving animals to which this affinity

applies.

SINGING/VOICE

CST:4 FAC:2 GRP:N3 APT.CHA

Casting magic through the use ofthe voice in song. Each SL"ﬂivesSSkillAP per round. ftworks
on those spells which have one of the letters AEFGHIJLMNPQRS as the middle letter
of their classification.

SLEIGHT OF HAND

CST:7 FAC:4 GRP:F6 APT.DEX

Making things appear and disappear with skillful use ofthe hands. Covers such things as minor
magic%icksg, illusions. etc. Can be enhanced with gimmicks and supporting equipment.(G3)

SLING
CST:5 RM:6 AP: 22 MD:7/00 FAC:2  GRP:Q3 APT. DEX/2

A cloth or string assembly used to throw small stones or metal balls a fair distance with
considerable accuracy.

SOCCER
CST. 4

FAC:4  GRP:G4 APT: (NT+AGI)2
A team sport involving kicking a ball across a field to score goals.
SOMATIC
CST:6 FAC:2  GRP:N3 APT. DEX

Casting magic through the use of special hand gestures and pattens. A particularly fast
method of casting. Each SL Fives the character 6 Skill AP per round. It works only with those
spells which have one of the fetters EFGIJKMNOPQRS as the middle letter of their classifica-
tion.

SPEAR

CST.5/677 AP.24 MD: 8/8/10 FAC:2  GRP:P3  APT. (DEX+INT)/4

The classic thrusting weapon. used two handed. Has the added advantage of being a decent
staff-like club. and if made with a broad head it has the ability to slice & bitas well. ft can even
be thrown, though clumsily. 70-80in long.

SPEAR FISHING
CST. 4 FAC: 4 GRP:L1  APT: (DEX+INT)R2 o
Catching fish by the use of a spear or trident. either thrown or thrust, either in shallow seas,

lakes or rivers.

SPEAR SLING
CST:6 RM:8 AP: 30 MD: 0/0/10 FAC:2  GRP:Q3 APT. DEX/2
Aspear caster made of string and stick, designed to enhance the range and power of a thrown

spear of about 36-42in.

SPINNING
CST:3 FAC:4 GRP:l2 APT.DEX
Turning wool o flax into thread for use in weaving or other methods of fabric manufacture.

STAFF

CST:5/6/5 AP:. 18 MD:7/00 FAC:2  GRP:P1 APT. (DEX+AGP/4 .

A hardened piece of wood. 65-75in long. with both ends used to strike. generally held in two
hands. Ends are often shod with bronze or iron.

STONE CUTTING

CST. 4 FAC:4  GRP:J3 APT (DEX+INT)R2 .

Cutting stone to fit specific shapes for construction or trimming stone into ornamental
forms.?043) )

STORYTELLING

CST: 6 FAC:4 GRP:C1 APT (INT+CHAJ/‘2

Making the exploits of dead people as interesting as it the listener were actually there.
STRATEGY

CST:4 FAC:4  GRP:B1 APT INT

Understanding the big picture. or the broad situations of a military campaign.
STREET SENSE

CST:3 FAC:4 GRP:F2 APTINT

Awareness of events in the underworld and the ability to communicate and relate with the
characters who inhabit the underside of society.

STRING INSTRUMENT

CST.5 FAC: 4 GRP:C9 APT. (DEX+TAL?I2 . ‘ .
Playing a variety of string instruments(a specialty should be chosen). including harps, guitars,
mandolins, lutes. etc. Can be combined with Resonance in music-oriented magic.

SURGERY
CST.8  FAC:2

GRP:D4 APT: (DEX+JUD?(/2
Making repairs to the human body through the use of

nife. needle and thread.(D1)




: ol GF:;;M APT: (DEX’AGMQ\ .
efioat in the water and sometimes even moving through it with some effectiveness.
mmw,wﬂ&hwamwu i:gmostus%cieﬁes. APcostis«‘J.“ees

SYMBOUIC

CST5 FAC:2 h“GFPm m%wﬁ

Casting magic through the use of drawn symbols, letters, orrunes. Each SLis worth

5 Skill AP round. [t works only with those spells which ha of the lette

CDEFGIKM%ORS as the middle le'¥tar of their clasgi?ﬁcaﬁon. ve one e ener
¢ GRP:N4  APT: MAG

ic throug hthofeuaoofunl of the target which is in the control of the spell

S

CST:$

caster. "se fective this skill depends to some degree on the skill of the character with
an articstic skill which can be used along with it. When Sym'F:;hy is used to cast a spell it
decreases the Mana Point Cost of the spell for that casting. The Mana Point Cost of a spell
is based on the standard Mana Point Cost and any levels of an Empowering Skill.like this one.
Mana Point Cost reduction is (SLxModifier)/100, rounded down. The Mana Point Cost can
never be reduced below half of its original value. The modifier used is equal to 20 plus any SL
of either Painting or Sculpting which the character has. Only one of these skills can be counted
atatime, with any contributive levels gained from releated skills. This skill only works
with those spelis which have one of the letter BCDEH as the last letter of their classification.
The catch with this skillis the time which it takes to create an appropriate image, which should
be determined % ythe GM, and the knowledge whcih the character has of his target. wheih can
be severely limiting. S\/mpm may be used in combination with Contagion or Relative, if
technical considerations are met, in which case the SL of the two skills used are added together
and the Modifiers are averaged.

TACTICS
CST.4 FAC:4  GRP:B1 APT.INT
Dealing with the small picture, or the problems of conflict between small groups of men.

TAFIR

TQSTM FAC: 22 Gm&EAF'I':OIfP‘JT

rans-oceanic trade-s the Empire of lichania, someti tered in maj

e like Tt morinp”c‘l by p mes encountered in major Saes

TANNING
St tidse ant K S s et s i

iy m i er through chemical and mechanical treatment.
hcl\ms initial mnufach?re of vellum and parchmegnt.

TAPSTER/BARTENDER
CST:3  FAC:2 GRP:Ht APT. (NT+CHA)R2
Disbursing a variety of alcoholic beverages to the drinking public.

TEACHING

CST.6  FAC:2  GRP:C1 APT. (NT+CHA)R2

Transmitting knowledge to those nominallx’mlling to leam. A good teacher can impart Taught
Skill Points in skills in which he is trained. The basic rate of giving out taught SP is ((Teacher's
SL of taua%ht Skill)x(Teacher's SL of Teachmg))/(150/(10-FAé} of Skill) per month spent

studying 30 hours per week. TSP can only be spent on the skill in which they are taught.
THATCHING/ROOFING
CST.3 FAC:2 GRP:I3  APT. (DEX+AGI)R

Roofing buildings with straw or other materials, not including tile or slate, which are in the
province of the mason.

THROW ;

CST.5+/- AP:30  MD:S FAC:2  GRP:PT APT: (STR+DEX)/4

An unbalancing attack using the hands to throw the oponnent to the grounnd. MD is equal to
&Defender Size, modified normally for the DC of the attacker and doing overall damage. SDM
:Gsl' mmmh#se the ?PEcual combat table to determine the modifier for the defender's

THROWN AXE
CST.6 RM:4  AP:25 MD:0/80 FAC:2 GRP:Q2 APT DEXR
A light axe, thrown with a spin so that it will hit with the edge of the head.

THROWN HAMMER
CST.S PRM:4 AP:25 MD: 800 FAC:2 GRP:Q2 APT DEX/2
:'wwmofmvy. bluntinstruments thrown with a spin from the handle and intended to hitwith

THROWN KNIFE
CST.6 RM:3 AP:22M  D:0077 FAC:2  GRP:Q2 APT DEXR2
A weighted dagger, thrown with a spinning motion, intended to hit with the point.

TIME
CST.7

| FAC:2  GRP:C7 APT: (NT+JUD)R
Keeping track of the progress of time by various mechanical and technical methods.
TINSMITH/TINKER
CST:3 FAC:4 GRP:J2 APT (DEX+INT)R2

Working tin for omamental and functional uses. Includes the manufacture of all sorts of
inexpensive and practical items.

TOOLING
CST:4  FAC:4  GRP.I1
Decorating leather goods of all sorts.

APT: (DEX+INT)R

TORTURE

CST:6 FAC:2 GRP:D7 APT. (DEX+WIL)2 o -
Making others tell you their deepest. darkest secrets against their will through the application
of specialized techniques and instruments. Includes knowledge of methods of physical and
psychological torture. Using the pain rules detailed below. each SL adds to the effective
damage of physical damage inflicted during torture for determining AP loss for pain. The
chance of breaking someone's will is treated as an attack against the victim's WIL. Torture may
beaptﬁlied as long as the victimis alive and conscious. Each application does physical qama'se
with the SL of torture treated as the MD of the attack, though not all SL need be applied. No
attack or location roll is made. because a victim must be immobilized to be tortured. The points
of damage done are used to determine AP loss as described below for pain, plus they are
subtracted from the victim's WP. WP damage from torture in different body arsas is cumulative.
When WP reach 0 the victim's will is broken and he will tell all.

TRACKING

CST:5 FAC:4  GRP:K4 APT (NT+JUD)R . ) .
Following the traces left by a person or animal in wilderness areas, with appropriate reduction
for skill of the quarry and the age of the trail left.

TRAIL FINDING
CST: 4 FAC: 4 GRP:K2 APT: (INT+JUD)R
Locating regularly used animal and humann trails in woodland or other areas.

TRAILING
CST:5 FAC: 4 GRP:F2  APT: (NT+JUD)R2
Following a quarry in the urban environment while avoiding detection.

TRANCE PROPHECY

CST:6 FAC: 2 GRP:D2 APT: (TAL+JUD)R )
Predicting the future while in a mystic(or apparently mystic trance, by the use of judgement,
generalization and maybe a little spirituel inspiration. Predictions should be general enough

1o be flexibly applied.

TRAPPING

CST:4  FAC:3  GRP:K4 APT. (DEX+INT)R ) )
Setting traps in the wild. particularly passive traps for animals along trails or other appropriate
areas. Includes knowledge of design(with available materials), construction and placement.

TRIDENT
CST.5775 AP:22 MD:7/0@ FAC:2  GRP:P3 APT DEX2 .
Athree-headed thrusting weapon. good for disarming men and for stopping attacking animals.

Used either one or two handed. also thrown in some cases. 48-80in long.
TRIP
CST.5/- AP:28 MD: S FAC:2  GRP:P7 APT AGIR

An unbalancing attack usi’r&g the Ie\%/s to eman?le and knock down the oponnent. MD is
defender Size/4. with a SDM of 10. With this skill use the SPEcial combat table to determine

the modifier for the defender's AGI roll to avoid the effects.

TROZARD

CST.6  FAC:20 GRP:V1 APT INT

The native language of Trozards. A bit difficutt for humans to speak. For humans the
FAC should be lowered to 8.

TUMBLING

CST. 6 FAC:3 GRP:G1 APT. AGI

Artistic and atheletic body movements. including traditional tumbling as well as gymnastics and
acrobatics. Specific examples might be dives. rolls. swings. falls. etc. FAC rating should be
adjusted for circumstances and the difficulty of the move attempted.

TYLWEIDAR

CST:6 FAC:6  GRP:Ut APT.INT

The common language of the Dothian descended races on Ysgarth. Spoken in different
dialects by all of these races except the Khuzda.

UKRAL '

CST.7 FAC:20 GRP:S3 APT INT

Spoken by the extreme northern steppe tribes and the settied members of the Ukral race in the
northern mountains.

UVEZUE
CST:8 FAC:6 GRP:T3 APT.INT
The language of the Uvezich. Skraedja and Kaltuga demonic races of the Great Abyss.

VAEN
CST:5 FAC:20 'GRP:S2 APT.INT
Spoken by the dominant tribes of the northeastern steppes.

VALET . :
CST:3 GRP:A2  APT: (SOC+CHA)R

FAC: 4
Dressing and grooming others for various occasions.
VINTNING
CST:5 FAC:4 GRP:H3 APT. (NT+JUD)2

Turning grapes into wine. including knowledge of the growth and selection of grapes and the
blending of wines.
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VISUAL AIMING
CST: 4 AP:20 FAC:2 GRP:Q4 APT.DEX2
Aiming missiles fired from the eye or face, usually magical missiles.

VITAL STRKE

CST.8 FAC:2 GRP:R2 APT:(DEX+JUD)/2

Hitting a vital organ for maximal effect when attacking in close quarters. Will only work with a
point less than 2ft in blade length. If the percentage roll is made the character may
add the two D10 rolled for damage and use the total to figure his damage.

VOICESINGNG

CST.5 FAC:4 GRP.C9 APT (DEX:CHA)R

Trained use ofthe voice in music of various sorts. Can be combined with incantation in music
oriented magic.

o

WAGERNG
CST:5 FAC:4 GRP:G3 APTJUD
Betting wisely on sporting events and other risks of unknown outcome.

WANRIGHT
CST.4 FAC:4 GRP:B  APT (DEX+JUD)/2
Making moving vehicles from wood, including the manufacture of wheels and axles.

WEAVING

CST.5 FAC:4 GRP:R  APT.DEX

Using a loom to weave thread rinto cloth of some sort, including clothing fabrics.
decorative fabrics and rugs. (136, 1

WHP

CST:5/105AP:16  MD:660 FAC:2  GRP:P5 APTDEX2

A of leather, hardened and shaped to do some damage. mostly causing pain or
entangling limbs. Used one handed, about 76-80in long. '

WICKERWORKING
CST:4 FAC:4 GRP:B  APT.DEX
Weaving with wicker, from simple baskets to complex cages and even furniture.

WILDERNESS SURVIVAL

CST:3 FAC:4 GRP:K3 APTINT

Survival and wild lands, particularly unclaimed woodland, fens, moorland, fores, etc. Includes
locating food and shelter.

WIND INSTRUMENT

Blarky vty of wind st parisichcioss speciin, ncking lpes eeds, homs, ot
a wind instruments(choose specialty). including pipes. reeds, horns, etc.

Can gg combined with resonance in music 'orier?tgd magic. SRS
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SSPMSP

Persuasion Skills
SS

Military Skills
SSANe?

Intellectual Skills
SSPIMSP

Clerical Skills
SSP/MSP

Artistic Skills
SSPIMSP

Philosophical Skills
SSP/MgP

Musical Skills
SSP/MSP

Divinatorz Skills
SSP/MS

Medical Skills
SSP/MSP

Deceit Skills
SSP/MSP

%%UCHACY

DIPLOMACY
ETIQUETTE
INTRGUE

1CS

RIBERY
CONNING/
COURTLY LOVE
FLATTERY
MENDICANT/BEGGAR
AMBUSH
GENERALSHIP
LOGISTICS
STRATEGY

TACTICS
STORYTELLING

i
FOLKLORE
GEOGRAPHY

CALLIGRAPHY
CARTOGRAPHY
FORGERY
LOST SCRIPTS
PRINTING

TING

BEADNGMWRT
DRAWING/PAINTING
ILLUMINATION

SCULPTING
LINGUBTICS
ACCOUNTING
MATHEMATICS
ASTRONOMY
TIME KEEPNG
AESTHETICS
CRTICISM

PHILOSOPHY

PQETRY

RHYTHM INSTRUMENT
STRING INSTRUMENT
VOICE/SINGING

WIND INSTRUMENT
CARD READING

CAST READING
BALMISTRY
IBA.N%&’&QEHEQ’

DOWS!|
ACCUPUNCTURE
ANATOMY

BIND WOUNDS
MASSAGE

SURGERY
ARREST POISON
EMBALMING
HERBAL CURING
HERBAL HEALING
LEECHING
MIDWFERY
BABBERING
TORTU
ACTING/PLAYING
LIP READING
MIMING

QRATORY
INTIMIDATION
LEADERSHIP
COSMETICS
DISGUISE
INFILTRATE
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INT+JUD)/2
NT+JUD)/2

INT+JUD)2
33
EX+JUD)2
EX+JUD)2
JUD

U
(INT+JUD)2

NT4

INT+TAL)/2
IL+INT)/2

|NT+.TJUD)i2

NT+TAL)2

DEX+TAL)2

DEX+TAL)2
EX+CHA)/2

TAL)2
AL+JUD)2
AL+JUD)/2
[AL+JUD)2
TAL+JUD)2
(TAL+JUDY2

EX+JUD)/2
JUD

EX+JUD)/2
DEX+INT)/2
1y

EX+JUD)/2
JuD
JuD

JuD
JuD

+UDIR
PHEAX:MU/Z

£M+JUD)/2

NT+CHA)2
i
F”Ex‘*f’?&%
EX+CHA{/2
NT:CHA)JR




Perception Skills
SSPINS?

Manual Skills
SSP/PSP
Movement Skills
SSP/PSP
Gaming Skills
SSP

Sport Skills
SSPPPSP

MercantileSkills
SSP/MSP

Victuelry Skils
sSSP

Leathercratt Skils
SSPPSP

Clothworking Skills
SSP

Woodworking Skills
SSP/PSP

ASSESS PERSON
CASE/SURVEILLANCE
EVALUATE ITEM
OBSERVE

ET SENSE
NG
EAL ITEM

SEARCH AREA/
CUT PURSE
PICK POCKET

OPEN SILENTLY
PICK LOCKS

LING
PALMING
POISONING

CATFALL

CLIMBING
CONCEALMENTHIDING
SILENT MOVEMENT

TUMBLING
DANCING

SEXUAL TECHNIQUE
BOADGAMING
CARD PLAYING

CHEATING
DICING

WAGERING
BOWLING
GOLF
HURLEY
JUMPING
RUNNING

SOCCER
DRIVING

E\Qﬂ!ﬁ
REENGROCERY
HOSTLERY
MERCHANT/SALES

BUTCHERY
SALT PACKING/CURING
BAKING

BREWING
CIDERMEADE MAKING
COOKING/CUISINE
DISTILLNG

VINTNING
BOOKBINDING
COBBLERBOOTER
LEATHERSMITHING
PELTING/SKINNING
SADDLERY
TANNING

TOOLING

DYING
EMBROIDERY
KNITTING
PAPERMAKING
QUILTING
SEWING/TALORING
SPINNING

WEAVING
BOWYERY/FLETCHING
CARVING/WOODWORK
COOPERY
FRAMING/BUILDING
JOINING/CARPENTRY
SHIPWRIGHT
THATCHING/ROOFING
WAINRIGHT
WICKER WORKING
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[ F

F1
F1

H3

UD+CHA)/2
INT+JL0)

INT
INT

-

gEXiEX INT)R

[()DEEXX INT)2
+

REX

AGl

EX+AGH)/2
NT+JUD)/2
AGI

AGl
§CHA+AG!)/2
CHA)R

JUuD

JuD
EX+INT)/2
EX+JUD)/2

JUD
X+AG)/2
EX+INT)/2
EX+AGI)/2

AGI

AGI
?DNLAQJVZ
EX+AGI)/2

troue
INT+CHA)/
éDNLng[?

EX+JUD)/2
INT
(DEX+INT)/2
INT

INT
(DEX+INT)f2
INT

NT+JUD)R2
EX+INT)/2
DEX

DEX

EXHNR/?
: EX+INT)2

DEX

(DEX+JUD)/2

DEX
EX+JUD)2

EX+JUD)f2
EX+JUD)f2
EX+INT)/2
EX+AGI)/2

X+JUD)2

Mechanical Skills
SSP/MSP

Smithing Skills
SsP

Stoneworking Skills
sspP

Glaziery Skills
SSP

Rustic Skills
SSpP

Survival Skills
SSP/MSP/PSP

Hunting Skils
SSPPSP

Fishing Skills
SSP

Nautical Skills
sSSP

uatic Skills
P/PSP

Priestly Skills
SSPNGP

Magical Skills
SSP/MSP

MECHANICAL
MILLING

SEIGE ENGINEERING
ARMORY
BLADESMITH

FARRIERY
FOUNDRY/ROLLING

IRONS

BRAZIER

ETCHING
GOLD/SILVERSMITH
HILTYERY
JEWELSMITHING

TINSMITHTINKER
EXCAVATION/MINING
MASON/ENGINEER

STONE CUTTING
BRICKMAKING
ENAMELING
GLASSMAKING
GLAZIERY/STAINING
MOSAIC/TILE

ANIMAL TRAINING

GATHERING/FORAGE
LUMBERING

TRAL FINDING
DESERT SURVIVAL
MOUNTAINEERING

WILDE

HUNTING
TRACKING
TRAPPING
CLAMMING

FIND FISH

LINE FISHING
NET/TRAP FISHING
SPEARFISHING
KNOT TYING

NET WEAVING
SAIL TENDING
HELM/PILOT
NAVAL COMBAT
NAVIGATION
RIVERCRAFT
BOWING

AQUATIC SURVIVAL
DIVING

HOLD BREATH
SWIMMING
COUNSELING
HOLY MYSTERIES
UTURGY/RITUAL
PREACHING
DIVINEAD
PBAYER
ALCHEMY
DEMONOLOGY

VE

, . MAGICAL RES
Magical Technical Skills ENHANCE WILL

MSP
Spell Casting Skills
MSP

MEMORIZATION
INCANTATION
MEDITATION

RITUAL
SINGINGVOICE
SOMATIC

SYMBOLIC
Spen Empowering SanIsCOMPONENT

CONTAGION
ELEMENTAL EMP.
PLAYING
RELATIVE

YSCOCARTH
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JuD
EX+INT)/2
INT)R

INT
EX+INT)/
EX+JUD)/2
EX+INT)/2
EX+INT)/2

INT+CH31/§

INT+DEX/2

(DEX+INT)f2
|NT+J|UD /2

(DEX+INT)/2
Jub

EX+JUD)/2
DEX+INT)/2

NT+JUD)/2

X+INT)/2
&N/ZGP

IDEX:AGJL’Z
JUD+CHA)/’2
INT+JUD)/2
NT+JUD)/2
+CHA)R2
JUD+INT)/2
EJUDHN f2
INT+,JUD)/2
WIL
WL
CHA

WIL
‘Q’JHEI«»AGI)/?

DEX
SQE&JUDMZ
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0
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RESONANCE

7 S N O 5 s2
%Aﬂﬂ N 2 10 INT
Mana Manipulation Sils GATHERING ; g Hg %A ¥AAE$HJVIAN 7 10 % INT
T A e L iR W
Animal Affinites ~ AVIAN tZ; § g% %ﬁLA MACHAR | 6 10 S3 INT
SSPMSP BOVINE/EQUINE 5 5 01 CHA MARMARI 5 10 S3 INT
CANINE/LUPINE 5 6 01 CHA OLD AETRUVIAN 7 7 S3NT
FELINE 5 4 01 CHA I 108 N
INSECT 5 3 01 CHA BERLAG 6 10 St INT
PISCEAN 6 3 01 CHA GAMMAN 5 10 S4 INT
RODENT/URSINE 5 5 01 CHA HANTYRKA 5 10 S4 INT
SN : 8 o o KEANK §o0 SN
%;out:ommswns BACKSTRKE g g g} g\@wuolz (SBAA@ g g % :NN;
VLSHE § ] & DOeADR  Maglwgess WD 1 T BN
ag| uages .
BERSERKERGANG g S g SIIL T DQEVILCIQ ; ; E Ig&
o = i
ggmaswus CALUDIC 6 10 St INT Dothian Languages  DOTHIAN 6 5 Ul INT
P COMBRIAN 6 10 St INT SSP/MSP KHUZDA 6 8 Ul INT
KAELIC 6 10 St INT KOBLANG 5 9 Ut INT
KERNIOC 5 10 S1 INT TYLWEIDAR 6 6 U INT
KYVENIC 7 10 St INT Nonhuman Languages OLD TONGUE 8 8 VI INT
C 1 8 81 NI SSP/MSP TROZARD § 10 Vi INT
AESCAN 5 10 S2 INT TRACKSCH f U v N
FERSIAN 5 10 S2 INT |TARE 8§ 8 B IM
GOTTIAN 6 10 S2 INT Hand Speech (SSP)  HAND SPEECH 7 8 Wi (DEX+NTR
REDANAVOELVIGA 7 8 S2 INT




LLS T
leapons 4 10/0/ 1 +DE)/4
Ehnenoe g o 8 b,
CUDGEL 568 20 800 2 Pt (ST+DE)4
HAMMER 516 20 8o 2 P1 T+DE)4
ST M B 0 5 Pl Diacs
+AG)4
%m»ons E%%E\RD SWORD 678 24 0/100 2 P2 {gEéTili
BROADSWORD 657 2 08B 2 P2 DE+IN)/4
DAGGER 567 18 077 2 P2 (DE+IN4
FALCHION 57 2 098 2 P2 DE+ST)/4
GLAIVE 589 28 0/12/10 2 P2 (ST+DE)i4
GREATSWORD 688 2% 0118 2 P2 (DE+ST)i4
RAPIER 656 2 08B 2 P2 (DE+IN)4
SCIMITAS% - ggg 53 ggoa/e S g DE+IN)/4
SHORT / +IN)i4
Poirt Weapons HEAVY LANCE 6/10/14 34  130/15 2 P3 T2
PSP LIGHT LANCE 5810 24 90H0 2 P3 E+ST)/4
PIKE 50810 32  B8/0f14 2 P3  (ST+DE)j4
SF’%AERNI 524 %Sgo g Eg DE2+IN)i4
Axe Weapons TTLE AXE 18 22 890 2 P4
DOUBLE AXE 689 24 9108 2 P4
Articulated Weapons LAIL 61210 2 1400 2 F5
PSP LARIAT 67 28 NA 2 P5
MORNINGSTAR 587 220 8O0 2 P5
NET 666 16 606 2 P5 DE+AG)/4
WHP 5105 16 660 2 P5 ER
GARQTTE 6 20 880 2 pg DE?
Unarmed Combat BITE 5 16 06p 2 P7  DE?
PSP DODGE 5 24 NA 2 PT  AGR
GRAPPLE 5+ 3 S 2 P7T  (AG:DE)4
HAND/CLAW 586 16 544 2 P7 E?2
HEAD BUTT 510110 24 10000 2 PT  AG?2
KICK 507 2 987 2 PT  AGR2
N A U
Shield Skills ECKLER 557 20 76 2 F8 DE+JU)j4
PSP LEGION SHIELD 66610 28 908 2 P8 TR
ROUND SHIELD 558 2 118 2 P8 DE+ST)/4
CHEVRON SHIELD 669 24  B8BD 2 P8 T2
i SR SN oW =
iV -
PSP éggesow g ;2 0 0010 s 81 BE% <\
RTBOW 0/08 1
Thrown Missiles DART 5 2 20 006 2 Q DE? \
PSP JAVELN 5 6 %5 008 2 Q2 DER
DISC 5 6 25 080 2 Q2  DER
PILUM 6 5 2 009 2 Q2 DER :
THROWN AXE 6 4 %5 080 2 Q2  DER
VEO . SR
Atticulated Missiles BOLA 6 3 0 500 2
PSP SUNG 5 6 2 70 2 Z
o SPEARSLING ) 8 X 0010 2
l@m) Aiming DEVICE AIMING 6 NA 28 S 2
/MSP HAND AIMING 5 NA A S 2
VISUAL AIMING 4 NA 20 S 2
©

03 DER
03 DER
Q3  DER
Q4  DED
Q4 DER \
4 DE2
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APPENDIX E: SPELL LIST

Described here are some 500 standard spells covering a wide variety of magical
styles mlm CST indicates the Skill Pc:ir?te Cost to leagn a spell. Mana Point
isthe cost o cast that spell in Mana Points. FP costis the standard cost in Fatigue
Points to use the spell. AP cost s the AP needed to cast the spell. RES is the charactenstic
rolgdn&qnsttommﬂ\espeﬂ. RAN is the effective range of the spell in yards. DUR is the
period of time for which the effects last. DAMlsmeamountofdam:’geaspendoes. CLSis
mmwmmm:ngmemmrﬁamggzeﬂ. GRPindia;sectic:utzrsofmagesm

. ) access specific spell. ARE indicats an area u iveninsquare
units. VOL indicates a volume effected, in cubic units. RAD indicates a rad%g of eﬁ:&.

CST. 5 ' '"b"u'in 7 AP, CLS
: i : 103 : BOC GRP: PR
A LT, .

wel r being affli oubt or fear. It will remove
the effects of spelis such as Inspire Guilt or Fear of%ne form gryanomer. or it can be used‘;o

increase the self-confidence of a person, raising his save against such effects and loss of

morale by one increment for the duration (such as from WILx3% to WiLx4%).
S

. ; : 210 CLS: CEC RP:H
RAN:10 DUR: 10Mi ARE: 5M RES: NA gAMoE

from their normal size to

This causes plants to grow at an accelerated rate, going in
twice normal size for the duration of the spell it effggtsngall :lt:nngywimmg the radius of the
g e,

; § ;35 CLS: EMG GRP: AL
{H.:Nb: 10 DUR: | ARE: NA RES: MIS DAM: 1580

does overall damage to a single target by hitting him with a mist-like spray of acid from
i grzated as a missle attack bgt damage is not Iocate%. 4

: AP: 49 CLS:CNE GRP: MY
RAN:S DUR: 10M . ARE:NA RES: NA DAM: 0
This gqocbhtplm of the caster into a spiritual state of half-existence. in which he can see
and be seen (though he is transparent), but can pass through normal physical matter and
cannot manipulate anyhur)ghphysnpal. In this state the character's physical body is subsumed
into the spirttual form, which manifests characteristics of mind and spirit onrp. However. the
body can still take damage from magical weapons. if those weapons are specifically enchanted
1o hit Aetherial or spirit forms, or if it seems in the nature of the item. In the same way, magical
barriers and spells can effect the aetherial person.

g’ﬁ " MP: 17 AP. 289 CLS: CFD

GRP:EN
RAN:T DUR: 10Y ARE: NA RES: NA DAM: 0
This makes the subject immune to the effects of any aging within the duration of the spell. At
the end of that time he receives the full impact of the years avoided in a period of hours equal
1o the number of years avoided. Thus. if a person were kept ageless for 50 years he would age
g) m in 50 hours, though if the spell is cast within that period it arrests the aging process

nt where it is delaying further aging until it wears off again.
ing
é%T: 8 MP: 2 AP: 864 CLS: CEC GRP: ENSH
RAN: 10 DUR: X ARE: NA RES: TAL DAM: 50Y

This causes the physiolbgical age of a single living organism to be advanced by 20 years if a

save is failed.

Animal Affinity

CST:6 MP: 9 AP: 219 CLS:BNC GRP:BE
BAN:T DUR:W ARE: NA RES: WIL DAM: 0

This effects a single animal of a type with which the character has an affinity. It makes that
animal affable to the caster. It does not make the animal serve him, but it will aid and assist
within reason and for mutual benefit and will not attack the caster.

Acg_?agte MP: 11 AP: 61 CLS:CD GRP: NE
%‘:sglzes muvomoDnLtJ?o :vmmsizedAc;Er;;s? making it RuESab(I;eoor‘# movingDaAc&rgin to the
e e e
will normally be set to take verbal orders.

(A:nS"rP? it MP.7 AP
: g . 25 CLS: CID GRP: HE
RAN: 10 DUR: 1M ARE: NA RES: NA DAM: 5

This willincrease the mobility of one plant of up to 1 Cubic Meter in volume (bush size). itallows
that plant to grasp or attack those coming near it, stretching out limbs to do so. but does not
make it truly mobile or capable of free movement. The plant will be given approximatly avera

human STR and DEX, but no real intelligence beyond the ability to follow the orders of the
Annihilate Matter(non-liviny
CST. 13 MP: 189) AP: 438 CLS: DRB GRP:W
T capletly ebreiss matie Wi .3 cuic yard re. up . &t o 60 ponts o
r within a !
. o cubic yard area, up to a points o

VYVSGART

Anti-Detection Field

CST.9 MP: 11 AP: 146 CLS: AFD GRP: DIWIEN

RAN: 10 DUR: 1H ARE:NA RES: S DAM: 0

This protects all persons and objects within the given radius of the caster from being effected
anlyd %etection spell unless itis of increased CL. The locus of the spell moves with the caster

should he move.

Anti-Teleport Field

CST: 15 MP: 12 AP: 389 CLS: AND GRP:WM

RAN: 30 DUR: 1H ARE: NA RES: S DAM: 0

This prevents the function of Teleportation and similar transport spelis classed AKD. AKE o
AKF castinto or out of the radius of the spell. This radius is as given, and is fixed for the duration

in the place where it is cast.

Armor of Righteousness
CST.2 MP: 4 AP: 85 CLS: DFE GRP: EN
RAN: S DUR: 10Mi RES: NA DAM

ARE: S :3
This protects the caster with a field of invisible force which raises his effective Defense Skill
Rating by the indicated amount for the duration of the spell.

Assimilate with Earth

CST:5 MP: 6 AP: 49 CLS: DNE GRP:GE
RAN:S DUR: 10M ARE: NA RES: NA DAM:0
This allows the caster to merge with earth matter. travelling through it fully assimilated with the

matter at normal movement rate, though movement rate is halved in solid stone. And divided
by four in metals.

Astral/Mental Projection
CST. 8 MP:6 AP: 59 CLS: BNE GRP: MYSH
RAN: S DUR: 10M ARE: NA RES: NA DAM: NA

This allows the caster tosend his spiritout from his body upto the duration of the spell and within
the distance that he could run in that period. though he loses no fatigue for running in that form.
This spirttis invisible and can not speak or affect the real world, but he can see and ear anything
heencounters. as well as being able to through solid objects and pass over obstacles like
water, as he is essentially levitating. The remains behind at minimal body function. and
if the body is slain the spirit is stuck in spirit form until it goes wherever it belongs. It is also
theoretically possible to sever the connection between the spirit and the body in this condition
E?' ?;plicat'on of a weapon which can do darna?e to spirits and doing 2 times the body's total

it Points in damage to the connecting chord. The spirit released by this spell consists of the
Mental and Spiritual portions of the subject.

Attack Other Planes
CST MP: 8 AP: 70 CLS: AEE GRP: ENMYWI
RAN:S DUR: 10M ARE: NA RES: NA DAM: 0

This allows a character to extend his physical presence into other half-planes of existence while
remaining in the normal world. or in one of those hatf-worlds, such as the Spectral. Aetherial
ar Astral planes. It will allow him to see astral and aetherial beings. as well as being able to
attack any beings in those planes or manipulate objects there. If he is in one of those planes.
it allows him to effect the real world. The catch is that while he can effect the real world. it can
also effect him. and though normally immaterial. he will take damaﬁg‘e if hit while using this spell.
However, that damage is totalled and taken as overall damage rather than as located damage.

Attract Beast

CST: 7 MP: 14 AP: 196 CLS:CGD GRP:BM
RAN : 10K DUR: 1H ARE: NA RES: WIL DAM: 0

This attracts any one creature within range of a type with which the caster has an affinity.
Attract Fish

CST:3 MP: 6 AP: 35 CLS: CGD GRP: HYSH
RAN: 100 DEL: 10Mi ARE: NA RES: WIL DAM: 0

This attracts to the locus of the caster all of the fish of a specific type or just all available
fish within the indicated radius. assuming that those fish can get to him by swimming They
will not jump out of the water into his boat, but they will swim into well placed nets. etc.

Auditory lllusion

CST: 9 MP: AP: 175 CLS: BMA CLs: CO

RAN : 3M(v) DUR: 10M ARE: NA RES: NA DAM: NA

This forms the auditory oom?onent of an illusion. It creates a sound or sequence of sounds
programmed by the caster. In addition. with the Sensory Link spell it can be used to create
sound on command at a distance and to receive sound input. Sounds can be of any nature or
volume conceivable to the caster or part of his experience. with accuracy dependent on his
memory and imagination.

Aurora
CST: 10 MP:8 AP: 35 CLS: GNE GRP: LI
RAN:S DUR: 1M ARE: NA RES: NA DAM: 10

This surrounds the caster in a glowin
he comes in direct physical contact. The damage done lasts for the
effect in those rounds when the caster hits or touches a target.

field of light. which does damage to anygne with hu:\som
uration, but only has an

Aware Air
CST. 8 MP: 8 AP: 47 CLS: BBA GRP: DI
RAN : 100 DUR: 1M ARE: NA RES: NA DAM: 0

This makes the caster aware of moving masses and creatures anywhere within the range given,
even if they are obscured. hidden orinvisible. it does notregister masses or creatures less than
20Ibs. Also. the range within which it works is not linear, but walking range. as in the distance
the caster would have to actually walk to reach the source of the motion.




Babe!

CST: 12 MP: 10 AP: 168 CLS:BOA GRP:PR

RAN: 10R DUR: 10M ARE: NA RES: INT DAM: 0

This spell works against all targets in a set area, causing them to be unable to understand the

sech of eise they encounter for the duration of the spell and making their speech
unintelligible fo anyone else for that same duration. The only person who can understand them
:%sgakbﬂmnshusterofﬁespelﬁhaysomdas arespeaking unknown foreing
BC.SI!I’O'SM MP:8 AP CLS
; : ;24 :GMG GRP: PY
RAN: 10 DUR:C ARE:NA RES:MIS DAM: 10
Thisfires aball of coherent flame atasingle to do located damage ff it hits. The attacker

uses his missile SR with an appropriate ing skill to determine it he hits.

BCQW MP: 2 AP: 349 CLS:AFB
: A s : RP:
Bt ot A e L

use against pos origin, like demons and deities. If iti
successful it bars that from the world on which it isngastform duration of thee:pelL s'g
that he cannct enter of existence until it runs out. It effects only beings who are
naturally magical and who are not primarily mortal in nature.
a&?%"w MP: 11 AP,

4 2 : 102 CLS:AOG GRP:ENGE
RAN: 10 DUR:1HA  ARE:INA RES:MIS DAM: 0
This isa Gaze Te based missile attack. Ifit hits the target must make a 3xTAL% roll
or be turned to fairly hard stone for the duration of the spell, returning to normal, still alive at the
end of that duration.

CSTac,f MP:8 AP: 47 CLS RP

: % : :HMG GRP:DA

Fres  earof drk nergy . sige et Soing ceted o fyo damege 1. Warks
a ing located clu lamage if it hits. Wo

mmmmWWG&gmanW? v

Beam of Light

CST:6 MP:8 AP: 24 CLS:GMG GRP:U

R, SO

i a in lamage if it hits. Works wi

the Hand Targetiig, St Targeting or Eye Targetting skils,

CST:8 MP:8 AP- 68 CLS:COE GRP:BM

RAN:S DUR: 10M AFE:NA RES:NA DAM: 0

This allows take the form of any animal with which he has an affinity of some sort.

hi the casterto T
with all the abilites and charactensiics of that type of animal, though retaining human

AP-54 CLS:AAC GRP:BM
N : 10 DUR- M ARE:NA RES: WIL DAM: 0
R o ey e L bbbt Lt i
A same it X
humultpm type re every time itis case. if the character

£

Bind Soul

CST:9 MP: 15 AP-608 CLS:ANC GRP: MYNE
RAN: 10 DUR W NENA RES: S DAM:NA
Thiswill bind asoulor spiritintoan objectaslongas noothermatrices

wi ofherrgtrally generated

or spirits are aiready there. Soth sprt and caster must agree to this and the spirit must not
already be bound to some ke #sbody. Sever Soulcan be usedtoseparate spirits
and bodies. If the spirit is umwiling 1 be bound. it must be dominated in a Will Battle. which
can be initiated with an approprste spel. Qummisbound. it may attempt to break free,
doing Will Battie with a barmer squal  Caster's WIL x 5 Will Points per CL of the spell. Note
thatatCasting Leve! 1 Bind'Souloniyweris on spirits equal to or lower than the level summoned
with Lesser Summ 2 CL are needied for spirits of the level of Prime Summoning. 3CL
are m m f Pe ieve o Cremer :mnoml:% w?mnogr a spirittois bound, it can I?e
ng- t Living Mazx oritcan eorrgl‘ aTrigger touse its own spells.
ffithas them. Splimund-ynz afpower.%utLesserS irits usual

have around 50 MP. Prime aroure 100 and r Spirits around 200. S| illPointsfgll'

programming such a spirt e at about the same level as the spirit's MP.
gg?m NP7 By CLS:DNC

: - =111 ; GRP:GE
RAN: 10 DUR v AENA RES: AGI DAM: 0

This causes the earth arounci the flaet of the character to rise up around his legs and hold him

immobile if he fails to maike sewe can be broken ifa STR roll is made, and such a
roll can be made once smodfied for thetype of earth available. Sand/
Dirthas aroll of ‘obreaiciee. Sandsone orother sedimentary stone hasaroll ofSTRX3
1o break free. Granite or ofher ignecus mck has a2 STRX rolito break free. Marble, obsidian
or other metamorphic rock has 2 STt mol © breek free. .
Bindnsgl.ight

CST. MP- 10 - CLS:GNC GRP:U

RAN: 10 . DUR 1M IE-: FES:HMIE DQM:O
Creates a wn = frec stthe target. ithits ite s into glowin
bands which engulf e arse At and three adjacent mﬁn all dirgctionsg.
Constriction does no damage. Sut e Somas cam only be broken on a STR% roll on 1D100.

Bladesh
CST. MP: 5 AP: 54 CLS:DEC GRP:EN
RAN:T DUR: 1M ARE:NA RES: NA DAM: 2 |

This accentuates the natural qualities of a bladed weapon, making it sharper than it would
normally be and increasing;he Maximum Damage (after DC adjustment) by the indicated

amount for the duration of the spell.

Bleeding Death

CST.7 MP: 13 AP:1 CLS:CFB GRP: PHSH
RAN: T DUR: 1Mo ARE:NA RES: CON DAM: S

This afflicts a single tarPet with the equivilent of haemophelia It essentially makes the
target incapable of healing naturally o through normal medical means for the duration of
the spell When he takes wounds he will bleed normally but will not stop or heal as

expected He can be cured by magical healing at half effectiveness.

Bless Earth

CST:9 MP: 17 AP: 340 CLS:DEA GRP:HE

RAN: T DUR: 1Se ARE: 100R RES: NA DAM:0
When cast on an area of land this will increase its fertility and its yield b¥a|2°% it also gives
it an equivalent amount of protection against natural disasters and crop failures.

Blight Plant
5 MP: 1 AP: 275 CLS:CPsC GRP: HESH
RAN:T DUR:I ARE:NA RES: NA DAM:10
This causes a plant touched by the caster to wither and die. It does the equivalent of 6 points
ofdamagetothe plant. aboutenough tokillasmall bush of 1 Cubic Meterinsize. Higher Casting
Levels would be needed for larger plants. Plants blighted turn brown and wither, losing their
leaves and eventually dying. Damage from successive blightings is cumulative uniess healed.

Bod1y Awareness/intermal Analysis

CSsT.2 MP: 2 AP:5
RAN:S DUR:1 DEL
DAM:0 ) )
This increases a character's awareness of the status of his own body and internal systems. t
will inform him of any diseases. disorders. imbalances or any other variations from normal
health. While itwill note the effects and presence of different disorders itwill notidentify causes
or cures.

Bolt of Steel

CST: MP: 8 AP: 58 CLS:DMG GRP:GE
RAN:30 DUR:| ARE: NA RES:MIS DAM: 10

This creates a sharpened bolt of steel and projects it at a target. hopefully skewering him and
doing located damage.

CLS:BEE GRP: MY
10M RES:NA

Bondin
CST: 4g MP; 11 AP: 270 CLS:DNC GRP:EN
RAN: T DUR: 1We ARE: 5M RES:NA DAM:0

This binds together two touching surfaces over an area up to‘t.he lengfh which the caster
can trace with his finger up to the total Ien'?h indicated. it requires a STRx(3/#Meters
Joined)% roll to break the bond if both surfaces are of the same material, and a roll within

twice that amount if the two surfaces are made of different materials.

Bonds of Darkness

CST.8 MP: 10 AP: 180 CLS:HNC GRP:DA
DUR: 10M ARE:NA RES: MIS DAM: 0

RAN: 10 1

Creates aball of darkness which is fired atthe target. If it hits it expands into black bands which
engulfandimmobilize the area hitand three adjacent areas in all directions. Constriction does
no damage. but the bonds can only be broken on & STR% roll on 1D100.

Bonds of Flame
CST:8 MP: 12 AP: 130 CLS:GNC GRP:PY
RAN:10 DUR: 1M ARE:NA RES:MIS DAM: 10

This creates bonds of flaming matter which fly from the hands of the caster towards atargetas
a missile. On impact spread apart. wrapping around that person. doing overall flame
damage for the duration of the spell. The bonds can be broken if a 3xSTR% roll is made. but
in each round a break is attempted, even if it succeeds, the victim will take double damage.

Bonds of Power
CST: 11 AP:7
RAN: 10 DUR: 10 ARE:NA RES:MIS DAM: 0

Creates afield of pure energy which is fired at the target. If ithits it expands into invisible bands
which engulfand immobilize the area hitand three adjacentareas in alldirections. Constriction
does no damage. but the bonds can only be broken on a STR% roll on 1D100.

CLS:HNG GRP:W

Borrow Knowledge

CST: 10 MP: 10 AP:270 CLS:BMD GRP: MY
RAN: T DUR: 10Mi ARE:NA RES: NA DAM: 0

This allows the caster to duplicate skills which he has seen a particular use He may

ive himsetf the indicated SP in any skill of the target he chooses. with no loss or damage
the source of that knowledge. with number of SP duplicated increasing with CL.up toa
maximum of the SL of the target.

Break Bonds ) . ¢

CST:3 MP: 6 AP: 80 CLS:DNC GRP:ENSHWA
w1 DUR: X ARE: T RES: NA DAM: 30S

This will break such rigid. manufactured bindings as manacles. chains and clamps. doing

the indicated amount of damage The resistance of such bindings is variable, but the typical
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well made manacie will have 30-50 resistive HP.

Breathe
CST:§ CLS: EOE GRP: HY
RAN:S RES: NA DAM: 0
aliows the caster to breathe water as if it were air, through his mouth, for the duration of
ell. While the spell is in force he will not be able to breathe normal air, capable only of
oxygen suspended in water. It can be cancelled at will by the caster.

Burial
CsT.8 MP: 20 AP; 900 CLS:DNC GRP: GE
Thie cavsshe g 5 ope up nd swalow  sige et ning hn 019
ground to open up and swallow a sin et. burying him 10ft beneath the

surface for the duration of the s, F This may be afatgl efgcgt asﬂ'g'sgell does damage from
crushing and suffocation on the type of earth present. For loose dirt/sand damage is 1

L T e o

. Diggi is i

m in the spell Binding Eanh?g " one onee permine

Call Flying Beast
CST:F'ymg MP: 14
RAN

This
the

AP. 196 CLS: CGD GRP: BM

WN : 1KM DUR: 1H ARE: NA RES: WIL DAM: NA
This will summon to the caster the nearest winged creature of sufficient size to bear him through
the air, it such a beastis available within the range. Italso initiates a will battle when the mount
arrives, and if the caster wins that contest he will be able to control the mount for the duration
ofthe spell, atwhich time the beast will leave without malice and he will regain half his Will Points
low hman e 1OWIL0r SO WP (W porse, o) 1o sperman el oo

or winged horses, rocs) to superhuman levels of as much
8 30 or 40 WIL or 150-200 WP (Dragons, Hriti). }1osipa
Call L?htning )
CST. MP: 1IB AP. 65 CLS: GJC GRP: AE

RAN : 1000 DUR:| ARE: NA RES: MIS DAM: 50

This spell will summon lightning from the sky to strike any target within range, rolled as a missile
attack. The lightning boft does overall dam?e to the target. It can only be cast if the weather
is stormy. Damage can be modified up or down to adjust for the weather.

Call of the Wild

CST. 14 MP: 11 AP: 255 CLS: BOD
RAN:10  DUR1H ARE: NA RES: WIL DAM: 0

The target of this :Fgelll becomes convinced that he is an animal of atype specified by the caster.
it the caster has affinity with that animal type the target will temporarily gain that affinity and the
ability to communicate with that ir mental attributes.

ngswm MP: 17 AP

: : ;174 CLS:FGD GRP: AE

RAN : 300K DUR: 1H _ARE:NA RES: NA DAM: 0

This will summon up the nearest available storm. drawing it at an accelerated rate to the locus
of the caster. The size and nature of the storm will depend on what is actually available within
range, and there will be a delay based on the distance to the storm and its size. The basic
movement rate is 50kmph, but as little as half that if the storm is particularly large.

GRP: BE

species, as well as some of

Call Wind
CST MP: 9 AP: 59 CLS: FEA GRP: AE
RAN : 30 DUR: 10M ARE: NA RES: AGI DAM: §

This creates wind of up to 15mph per CL, blowing in & direction of the caster's choice for the
duration of the spell. Increased CL add 15mph each to the wind speed. with parallel increase
inthe amount of damage done overall. Winds over 75mph can be classed as of hurricane force.

Cause Dk

CST.8 MP: 8 AP: 176 CLS: CPsD GRP: PHSH
RAN: 10 _ DUR:I DEL: 1We RES: CON DAM: 60

This affiicts a single with & disease with which the caster is familiar. It creates all the
symptoms and the disease and will do up to the indicated amount of damage over the
indicated period of delay if a CONx3% roll is failed. I the roll is made, damage is halved.
Increased CL

Cause Stygmata

CST: 10 MP: 19 AP; 632 CLs: coC GRP: PRPHMY
RAN: 10 DUR: 1Y ARE: NA RES: ZEA DAM: 0

This spell can be cast on any wound from any type of n. It causes the damage from that

wound to be uncurable for the duration of the spell. If any kind of healing is done. it will wear
off down to the original damage at a rate equal to that character's normal rate of healing.
essentially unhealing itself. All blood loss, pain and incapacitation is as would be expected for
that wound until the spell wears off. Natural regeneration is also ineffective against it.

rial Binding
CsT MP: 18
RAN:T : X

AP T CLS: DNC GRP: ENGE
This willjoin

wgmogr?ym PO 1R o Erocghtiogeth
n r surfaces of the same material. providin, are brought er
forthe casting of the spell. They will be joined as if they were onewh%le %it. Thou %thbg must
be of the same substance, they need not be from the same source. so wood from two different
mafmesam:r?gcwsoould be joined. The area of the surface to be joined can be no more
than 1 square yard, in any configuration. :

CST: MP: 13 AP: 380 CLS:CRC GRP: NE
RAN:5  DURI ARE: SM RES: CON DAM: S

This will kill a single within ra:?:sif he fails a CONx3% roll 1t kills by scrambling vital
organs, leaving bruise like purple marks all over the outside of the corpse.

VSGCGART H

Circle of Binding
CST:8 MP: AP: 47 CLS: AFF GRP: SONE
RAN: 1M DUR: 10M ARE: NA RES: S DAM: S

This creates a circle of magical power which will contain and restrict the movements of spirits.
Itis specifically designed to work with natural spirits. such as elementals, djinni, dryads, sprites.
etc. It will work with extra-planal spirits like demons and undead as well, but at halt
effectiveness. Its direct effect is to take the WIL of the caster and establish a containing barrier
of Will Points equal to his WIL which the spirit must eliminate in order to escape.

Circle of Blades
CST: MP: 8 AP: 116 CLS: DMF GRP: WZ
RAN:3 DUR: 1M ARE: NA RES: AGI DAM: 10

This creates a barrier of magically summoned steel blades around the caster. Anyone
attempting to cross the barrier will take the indicated damage. i 2?( make a successful save

they may also cross the barrier, but if they fail they will be repulsed by it.

Circle of Flame

CST: 12 MP. 9 AP: 59 CLS: GMF GRP: PY
RAN:3 DUR: 1M ARE: NA RES: AGI DAM: 15

This creates an encircling wall of fame arround the caster at the given radius. Allwho attempt
fo cross it for the duration of the spell take the indicated damage while crossing. f they make
their 3xAGI% save. that is all that happens to them, but if they fail they take 10 points the round
after passing through. then 8 points. then 6. then 4, then 2. s the flame which clings to them

goes out.

Circle of Protection
CST:9 MP:9 AP: 59 CLS: AFF GRP: ENST
RAN: 1 DUR: 1M ARE: NA RES: MAG DAM: 10

This creates a protective barrier around the caster which keeps out entities whose existence
is essentially based on magic orwho are dependent on some form of magic to be present. Such
entities crossing this barrier will take the indicated damage. They may then make a 3xWIL roll
and if they make it they can cross. If they fail they are repulsed and may try egain. This spell
also works against pure magic. reducing the Mana Power of any spells crossing it (in either
direction) by SMP.

Circle of Thorns
CST.9 MP: 12 AP: 260 CLS: DMF GRP: HE
RAN: 10 DUR: 10M ARE: NA RES: NA DAM: 50S

This creates a circular barrier of thors in & 10 meter radius around the caster with a height of
10M. The barrier cannot be seen through clearly. butone may break throughit. taking the stated
damage either as overall dama?e or as the same total of damage broken down into any number

of seperate attacks as the caster chooses.

Clairaudience

CST:9 MP: 14 AP: 212 CLS: BEB GRP: DIMY
RAN : 100K DUR: 1M ARE: NA RES: NA DAM: 0

This allows the caster to hear sounds and conversation taking place somewhere within range.
Those sounds can be centered anywhere within a 10M radius of a person, object or specific
place he is familiar with.

Clairvoyance
CST:9 MP: 14 AP: 212 CLS: BEB GRP: DIMY
RAN : 100K DUR: M ARE: NA RES: NA DAM: 0

This allows the caster to see events happening elsewhere within range. Those events can be
centered anywhere within a 10M radius of a person, object or specific place he is familiar with.
Clirllging Flame
CS1:3 MP:5 AP: 33 CLS: GMC GRP: ENPY
RAN : DUR: 1M ARE: NA RES: NA DAM: 4

This creates flame which clings to a person or object.. tt does not bur the object itis cast on,
but anything which comes into direct contact with the burning object takes the indicated
damage eachtime itistouched. The flame cannot be extinguished or quenched by non-magical
means.>

Cloaking Darkness
CST.8 MP: 6 AP: 65 CLS: HMD GRP: DA
RAN : 3R DUR: 10M ARE: NA RES: NA DAM: 0

This completely covers one person in & light absorbing field of darkness so that he cannot be
recognized in light save as an roughly human form of darkness. and in darkness or shadow he
is next toinvisible. spotted only on an Observe roll divided by 5in full darkness or by 3in shadow.
modified for the situation.

Cloud of Darkness

CST: 12 : AP: 265 CLS: FMD GRP: DA

RAN: 10 DUR: 10M ARE: NA RES: AGI DAM: 4

This creates a cloud of darkness which the caster can move around freely at normal walking
movement within the stated range of wherever he happens to be or go. Everything within that
cloud is obscured from without and from within the cloud nothing inside or outside the cloud can
be seen. In addition. anyone inside the cloud takes 4 points of overall damage each round that
he is trapped in it. A 3xAGI% roll can be made to avoid being caught in the cloud. and once
inside a 3xAGI% roll can be made each round to éscape. Note that the cloud can be outrun
by most characters.

Cloud of Dust

CST. 6 MP: 10 ; CLS: DJA GRP: GE

RAN : 3M DUR: 1M ARE: NA RES: AGI DAM: 50AP

This creates a cloud of dust. movable bX the caster at normal wdkinwovement. Any who are
caught within the cloud may make an AGIx3% roll to evade. or will take the stated amount of
AP reduction each round that they are in the cloud.




Cloud of Light

CST 23 MP: 18 AP:234 CLS: GMF GRP: U
RAN:10 DUR:IM  ARE:NA RES: AGI DAM: 10

This creates a cloud of light, which the caster can move around freely at normal walking

the stated range of wherever he happens to be or go. Everything within that
cloud is obscured from without and from within the cloud nothing insi crousm?hgecloudan
In addition, anyone inside the cloud takes 6 points of overall damage each round that
hopnmmrt A 3XAGI% roll can be made to avoid being caught in the cloud, and once
wmmoam&:umbsmdemhmundmmpe. Note that the cloud can be outrun

Command Wind
CST. 4 MP:9 AP: 25 CLS:. FJC GRP: AE
RAN : 100 DUR 10M ARE: NA RES: S DAM: 0

This aliows the caster toalter the direction and orientation of an existing wind by one compass
point (North to East, for exampie), for the duration of the spell. Wind speed and effects remain

AP. 22 CLS: AAB GRP: PR
. DEL: 10M RES: NA DAM: 0
to his god or to servants of his god who may be listening on his
the entity conferred with to do anything at all, but each casting will
sllow the character to ask omes'qr no question, which should probably answer
is in the interests and ability of the being in question. Amore elaborate answer can
is in the interests of the deity.

MP: 18
DUR:NA

AP: 1388 CLS: CLB GRP: BE

: JR: ARE: NA RES: WIL DAM: 0

o umo&s.an animal of a type with whic%cm caster has gnrif'nﬁgﬂy. if iti: wr%:g range,
nearest imen or & 8 , an rting it to

mor::g : msp';c specific specimen, porting caster

MP: 27 GRP: PR

DUR: 1M

AP: 1969 CLS:ANC

RAN:T \ ARE: NA RES: ZEA DAM: 10

This renders one object or person holy for the duration of the spell. Anyone who does not
ip the deity of the priest casting the spell who touches the consecrated being or object

will take the indicated damage each time he touches it. uniess he can make a ZEA save. This

does not apply if 8 consecrated being touches someone else voluntarily.

:

Control
CST:3 MP:9 AP: 146 CLs:BC GRP: BE
RAN:10 DUR: 10 ARE: NA RES: WIL DAM: WIL

This initiates & standard will battie between the caster and a target animal with which he has
an ‘ﬁn%‘HB WIL is treated as being his WIL plus his levels of Will Enhancement and that
i

effinity. Animal WILs cover a full range, roughly equal in most cases to 2x the cost per SL of
the affinity for that breed. e iy oq -
Control Dreams

CST. 4 MP: 12 AP: 260 CLS:BC GRP: MY

RAN : 3KM DUR: | ARE: NA RES: TAL DAM: 0

This spell can be caston an_Fhenrget with whom the caster is familiar who is within the range.
even itthey are out of sight. The caster can shape any dreamimage he wishes, within the limits

of hisimagination and implant itin the mind of the target so that he experiences the dream. Such

adream can be prophetic. terrifying or of any other nature, and it can be programmed to wake
the victim up and cause him to lose up to 6 hours of sleep minus 1 hour for each 5 points of WIL
the victim has. It can also be combined with other appropriate spells like Dreamkiller.
Control/Alter

CST. MP: 10 AP: 30 CLS:FJC GRP: AE

RAN : 300 DUR: 10M ARE: NA RES: S DAM: 0

This gives the caster a basic control over weather. It essentially allows complete control over
a small shower or light wind of about 15mph, but limited control over larger weather conditions
unless castat a higherCL. Treata 15mph wind as 1stranking. and add 1o the ranking foreach
30mph over that, and divide the Mi for controlling the weather by the rank of the wind. For rain
storms approximate an equivalent rank based on volume. Control of the weather means that
the v;lendorvolt:’r;\e of gmcan be mcreages byu Lt?Nonr;m ranlég;r CL. an“cme direg’oln ofovfumd
can be altered by up to one com ntper CL (North to East, etc). Maneuverability of the
summoned storm isp as noted a!:omvses poripe ) i

Conversion
CST: 11 MP: 12 AP: 1 CLS: BOB GRP. PR
RAN:T DUR: W ARE: NA RES: ZEA DAM: 1

This convinces a single target that he would love to join your religion, whatever it may be and
whatever h:J:ngr religious convictions, though it will eventually wear off. It does this by
effectively reducing his ZEA one point per CL, with no normal saving roll. All ZEA points
eliminated in this way become ZEA points devoted to the god he is being converted to, except
for acquired points of ZEA. His remmsbnonnalatarateohggmtperweekperpoint
of ZEA which remains unconverted, starting at the end of a week. If he has no points of ZEA
left, he Wil still remember his prior faith, butthink that he was in error and remain in his new faith.

Creats Air
CST: 8 MP: 10 ; CLS: FMD GRP: AE
ARE: NA RES: NA DAM: 0

RAN: 1 DUR: X
This creatss & volume of new, untainted, breathable air totalling 1 Cubic Meter, lasting until it

dissipates.

Create Food
CST: 10 MP: 16 AP: 576 CLS: DMD GRP: PRSH
RAN: T DUR: X ARE: NA RES: NA DAM: 0

This creates enough edible food to keep one persona alive for one day. though the food created
is bland and not particularly tasty.

Create Light

CST:2 MP: 4 AP 15 CLS:GMC GRP: LM
RAN:T DUR: 10M ARE:NA RES: NA DAM: 0

This creates a glowing area of Ii%r;t about 6 inches in diameter on any non-living surface
touched. tt will give off enough light to create the equivalent of the light of one torch.
Create Matrix

CST: 4 MP:7 LS: AMC GRP: ENAR

AP: 130 C

RAN: T DUR: 1Ho CAP: 10MPRES:NA  DAM: 0
This creates a magical matrix on any magically neutral object (anything which has neither a
Talent or MP of its own) For the duration of the spell that matrix will store the indicated
number of MP as & reservoir and an equal number of MP worth of spell effects Use
Empower Matrix to store MP in the Matrix. Just casting a spell into the Matrix will store the
:r | there for the duration. Use Triggering (which takes up part of the capacity of the

atrix) to define when the effect (spell) is triggered The Iife of an already existing Matrix
can be extended with the spell Preserve Magic The only way to create a truly permanent
magical effect is with the use of a Living Matrix (a soul).

Create MistFog
CST. 12 MP: 12 AP: 156 CLS: FMF GRP: HYAE
RAN: 10 DUR: 1M ARE: NA RES: AGI DAM: 50AP

This creates a bank of mist, movable by the caster at normal walking movement. Any who are
caught within the mist may make an AGIx3% roll to evade, or will take the stated amount of AP

reduction each round that they are in the cloud.
Create Water
CST: 6 MP: 10 AP: 180 CLS: EMD GRP: AE
RAN:1 DUR: X ARE: NA RES: NA DAM: 0
This creates 1CuM of clean. drinkable water which lasts until it evaporates.

Crumbling/Corrosion

CST. 2 MP: 4 AP: 36 CLS:DRC GRP:GE
RAN:1 DUR: | ARE: NA RES: NA DAM: 10

This causes any non-living. non-organic material within range to take damage as indicated from
corrosion or crumbling.

Cure Disease
CST.7 MP: 13 AP: 381 CLS:CNC GRP; PH
RAN:T DUR:| ARE: NA RES: NA DAM: 10S

This cures a single disease for a sir;gle target. It will work on aimost any disease of natural
origin, but the caster must spe m e disease to be cured. and it will only work if he has
diagnosed the disease correctly. Note that it cures 6 points of damage. so if the disease in
question is more potent. has done or will do more damage. the CL will have to be increased.

Cure Hide

CST. MP: 18 AP: 486 CLS: DEC
RAN:T DUR: X ARE: NA RES:NA DAM: NA

This converts raw animal pelts into cured leather to the caster's s| itions. The spell effects
a surface area of pelt equal to one square yard. It will not work on a living animal.

GRP: SH

Cure Paralysis
CST: 8 MP: 11 AP: 454 CLS:cacC GRP: PH
RAN:T DUR: X ARE: NA RES: NA DAM: 50

This cures damage to the spine which is represented as a ‘P’ result or Paralysis onthe damage
char}t. It will restore that damage to just under the number of points of damage which yield that
result.

Curse
CST: 23 MP: 25 AP: 1300 CLS: APB GRP: PR
RAN : 1000 DUR: 1Y ARE: NA RES: ZEA DAM: S

This allows the caster to affiict a single person with any of a number of horrible maladies for the
duration of the spell. These include wounds which never heal, loss of characteristic points.
increase in chance of fumbling. decrease in chance of hitting or other more vague effects to be

otiated with the GM. No damage or disease caused can be for more than 18 points of total
MD. No percentage alteration can be for more than 9%. No alteration to characteristics can
be for more than 3 points. nor can fumble percentage be increased more than 3 points. All of
these can be increased with increased CLs. and are good guidelines for GM adjustment of the
e?ects. Efffcts can be mixed and made artistic. There is a delay before the spell takes effect
of one week.

clone
CST: 17 MP: 17 AP: 70 CLS: FJF GRP: AE
RAN : 30 DUR: 10M ARE: NA RES: AGI DAM: 10/CR
This creates a cyclone of limited size and duration which moves under he control of the caster
doing damage to all those within its area if the caster directs it at them and they fail their evasion
roll, which they may attempt each round.

Dangersense
CST: 10 MP: 10 AP: 90 CLS:BBD GRP: DI
RAN : 100 DUR: 10M ARE: NA RES: NA DAM: 0

This informs the caster of any forthcoming danger for the duration of the spell. The source of
the danger is not specified. though awareness intensifies with proximity. Danger can be sensed
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up to 10 minutes in advance, from a source up to 100 meters away.

Death Ray
CcsT: 9 MP:7 AP; 53 CLS: ARG GRP: NE
This o 8y of darrss fom the ger f th castr s el tack gt

are r r.as & missile attack against ifi
hrgct.Ifnhm.ﬁnmatmmmnageoowa%mllordieonmespot B
Defi
CST: 11 MP: 18 AP: 875 CLS: ANC GRP: PR
RAN:T DUR: 1 ARE: NA RES: ZEA DAM: 508

Y
When cast on a specific place or object of up to 1 meter in area this spell makes that place
mnammetouchdmgmwhoisafmssamefaMasmecaster,pvglhichcanbede%ned
as he chooses. The effect of the spell is to do the stated damage to
myonevihotouchesmeobpcwwmomenthemchesit,asoveralldmn%immeAP
If the person who takes the object makes a % roll he
takesh joes not roll within ZEA% on that roll he will drop the defiled object,
and will face the same damage should he attempt to pick it up again.

D-qumon' (area)
CST: 11 MP: 15 AP: 405 CLS:END GRP: HY
RAN:30 DUR: | ARE: NA RES: CON DAM: 10
This reduces the amourtt water leve! of everything within the radius of the spell. For everyone
in range, it does the stated damage, unless a % roll is made to halve the damage.
Otherwise, it has the effect of lowering the water level of free water by up to 1 Cubic Meter.
mmm MP:4 AP: 15

: : 1 CLS: ABD GRP:DI
RAN: 10 DUR: | ARE: NA RES: NA DAM: 0

This will inform the caster if there is a curse of some sort effecting any target within the range
ot e e e o

. Rwill n e specific locus of the curse caster i
that locus in the casting of the spell. s SREEESS riaing

Detact Enmity

CST:7 MP:7 AP: 45 CLS: BBD GRP: DI

RAN: 10 DUR: 1 . AFE:NA RES: NA DAM: 0

This will inform the caster if any being within the radius of the spell is inimical to him. However.

2::!11" nn%m slxllch information for a specific target unless the caster touches that target on
spell.

-,
: ; 21 CLS: ABD GRP: DI
RAN: 10 DUR: | ARE: NA RES: NA DAM: 0

manmwiﬁcwwm range, this willinform the caster if that target s reality or
n.

Detect Impurity

CST:3 MP: 4 AP: 12 CLS: DBD GRP: DI

RAN: 10 DUR: | ARE: NA RES: NA DAM: 0

When castona ;ooclﬁc substance within range this will inform the caster if there is any impurity
in that quantity of the substance, based on the caster's own awareness of the proper maﬁe-up
of that substance. it will not tell him the nature of the impurity and gives only a rough idea of
the amount of impurity.

Detact Invisible
CST:. 4 MP: 4 AP: 15 CLS: ABD GRP: DI
RAN:10 DUR: | ARE: NA RES: NA DAM: 0

When cast in an area, this will inform the caster if there is any material object of being within
that area which is concealed from normal. non-magical vision by invisibility or some other
magical obscurement. It will not give the specific location or description of the invisible thing.

Detect Magic
CST. 4 MP: 4 AP: 12 CLS: ABA GRP: DIEN
RAN: 10 DUR: | ARE: NA RES: S DAM: 0
;l;h‘uls f;:rll‘l’nwnf'onrgm n?:iy c:fsg; if there nig.arrt\iagigrresqnt wm? the raéiius ﬁthe bsepgll‘ and Five a vag#e
concentration icin ‘ i if
target or area within the given range. s area. Tloanaieobedt AR
CST:3 MP: 4 AP
; 5 ;12 CLS: DBD GRP: DI
RAN: 10 DUR: | ARE: NA RES: NA DAM: 0

This will inform the caster if a person has poison in their system or if a substance it is used on
contains material hazardous to human health.

Detact j

CST: 7 MP.7 AP: 45 CLS: BBD GRP: DI

T i ik i come e s Wit ssensat & o
will i rif a ing on whom it is i irt

Mhmwhiohisnaﬁvetosmbody.ng * yasn o

Detect Verity

CST. 10 MP: 10 AP: 90 CLS: BBD GRP: DI

RAN : 10M DUR: 10M ARE: NA RES: NA DAM: 0 )
This allows the caster to know whether statements made to him during the duration of the spell
are true or faise. |t is not sophisticated enough to detect skillfully constructed half-truths or
misleading statements.

VSGARTH

Dharma Vision

CST:9 MP: 7 AP: 1 CLS: ACD GRP: PYPR
RAN: 10 DUR:| ARE: NA RES: ZEA DAM:

This allows the caster to see the Dharma level of someone he looks at. He will see their DP
@s an aura, letting him judge the approximate number of positive or negative DP.

nose
csth:2 : AP: 44 CLS:CCC GRP: PH
RAN: T DUR:| ARE: NA RES: NA DAM: 0
This allows the caster to determine what disease is affiicting a e?jaeciﬁc target. lf the target is
sufferir:g with more than one disease. the result may be garbled or confused, and it may not
detect the disease which the caster most needs to find.

Diffraction Wall
CST:9 MP.7 AP: 36 CLS: GMF GRP: WIL
RAN : 10 DUR: 10M ARE: NA RES: S DAM: S

This creates an invisible wall which has the effect of breaking I?ht down into its component
:recﬁmcopic elements. The wall is 10 meters square, and is particularly effective in

iminating all forms of light beams or other light attacks which pass through it. Itis particularly
devastating agains the spell Light Beam Transport.

Disenchantmen

ate Magic
CST. P: 12 AP: 389 CLS: ANC GRP: EN
RAN:T DUR: X ARE: NA RES: S DAM: 0
This negates magic on an object or in an area. eliminating spells or rs of up to 6 Mana
Points in cost. Anything of a greater level of power will be reduced in power by that same
amount, with parallel reduction in effectiveness.
Disinﬁ_?raﬁng Boit
CST. MP: 14 AP: 177 CLS: DRG GRP:W
RAN: 10 DUR:| ARE: NA RES: MIS DAM: 508

This fires a bolt of supernatural force which disintigrates any area of the body hit. doing 20pts
of damage or completely eliminating any body area which has less than 20% of the total overall
HP whichever is worse. Thus. in the limbs or head it is quite & bit more serious than if it hits

in the torso.

Dissent

CST. 6 MP: 10 AP: 144 CLS:BIA GRP: PR
RAN : 10R DUR: 10M ARE: NA RES: JUD DAM: 0

This causes all persons within the radius of the spell to become quarrelsome. s if they had
some sort of serious argument with those who are reg‘u!arly their comrades. It starts to work
as anargument. and then should escalate to blows for e final third of the duration. The victims
are irational. and will also quarre! with those who are not effected.

Dream Sending
CST:7 MP:7 AP: 133 CLS: AMD GRP: SH
RAN: S DUR: 1H ARE: NA RES: NA DAM: S

This allows the caster to create a supernatural surrogate who travels in the world of dream.
seeks out a specific target and destroys it. The creature thus created has its physical existence
only in the dream world. and its attributes are determined by the caster based on his own WP
which are used to create it. It will attack anyone it is sentafter. in their dream form (see Dream
Walking) or through their surrogate. If the Dream Sending is slain it will kill the caster. and any
damage ittakes is taken as SP damage by the caster. The costs to create the creature are the
same as those for Manifest Will Combat.

Dream Walking

CST. 10 MP: 7 AP: 27 CLS: AKE GRP: SH
RAN:S DUR: 1H ARE: NA RES: NA DAM: S

This allows the caster to enter the dream world in his own form. However. all of the stats of the
d;?am form of the person are adjusted for his WP. Al stats are WP% of their normal real-world
value.

Dreamslaying

CST: 20 MP: 16 AP: 415 CLS:BRB
RAN : 1000 DUR: | DEL: 1Ho RES: NA :
This spell affiicts a specific target who is asleep and dreaming. slaying him if he fails to make
a WIDL% roll. It will work on any target within range. providing he is asleep at the time.

Drench

CST:2 MP:9 AP: 179 CLS:ELC GRP: HY

RAN: 10 DUR: | ARE: NA RES: AGI DAM: 120

This creates a 1 Cubic Yeter volume of water which it hurls at a specific target doing the
indicated amount of AP damage when it hits.

Dust Storm

CST. 6 MP: 10 AP: 40 CLS: DJA GRP: GE

RAN : 3M DUR: 1M ARE: NA RES: AGI DAM: 4

This creates a storm of dust. movable by the caster at normal walking movement. Any who are

GRP: MYSH
DAM: 0

caught within the cloud may make an AGIx3% roll to evade, or will take the stated amount of
overall damage each round they are in the cloud.

Earm%uake

CST: MP: 13 AP: 68 CLS: DJA GRP: GE

RAN: 1K DUR: M ARE: NA RES: AGI DAM: 10

This causes the ground to shake furiously. All those in the radius effected must make a save
or theEwill take the indicated damage overall at the start of the effect and a maximum of 100AP
per CR of the quake. diminishing by 10 per subsequent round after the first.




csr-é ‘ MP: 10 AP:180 CLS: BED GRP
RAN: 1K DUR: 10Mi AFE: NA RES: NA oAmigE

This allows the casterto gaze nto an area of earth and see as ifhe werelooking out of any piece
ufmenmemmmgl::nge. i the pi tveislooldnginmispanofagognﬁnuoug/ginof

the same mineral he can also hear what . The ofvisi i
L iy ! res. Therange of vision outofthe stone s only
(E:hs?n;h MP:3 AP: 25 CLs

: : ; : ARC GRP: ENST
RAN:3 DUR:I =~ ARE:NA RES:MAG DAM: S
Muuqe_dtooﬁmrdema%wmanobjectorm‘byblasﬁngitwiﬁ'nmanafromﬂwecester.
Each additional MP devoted to the spell in addition to the basic cost knacks one MP off the MP
strength of the target spell or enchangment.
CEEHT“LMWMP‘M AP: 343 CLS:COD

: : : : GRP:NE
RAN: 10 DUR: X ARE:NA RES: TAL DAM: X

This converts the blood of asingle target to embalming fiuid with the natural resuttof alingering.
wwm,w.m&mm. - reresoalngenng

ECSmI7 o MP.7 AP: 111 CLS:CND G
. 5 5 : RP: MYPR
RAN:T DUR: X ARE:NA RES:NA DAM: 15

This allows the casterto assume another person's wounds. fransfering them tothe paralle!
of his body. Itwillhaalupto12poimsonanysinglewoundpercasugng. oot
MP:7 CLS: AKC

Emgwum

CST:5 AP: 45 ; GRP:ENAR

RAN: T DUR:X CAP: 10MPRES:NA DAM:0

This transfers Mana Points into an aleready existing Matrix When the cost is paid the

mmdeP > from ﬂnz mu;:l uansf‘e;’rh X *i’nto %emMaﬁx rlvhere ge w:l;erzmain‘ until
res or are up, at which point this spell ma) used again to

replenishthe et REEES IS :

Em’glhﬂ
CST. MP:9 AP: 41 CLS:CJD GRP: HE
RAN: 10 DUR: 1M ARE:NA RES:AGI DAM: 10

This animates underbrush and cther available plantiife to entangle and restrain any target
within range, assuming such growth is available. The targetmay make an AGIx3% roll to avoid
being entangled each round for the duration of the spell, but if he fails it he takes the indicated
damage. If entangled, the character may attempt to break free with & STRx3% roll. but if he
fails he automatically takes the stated damage that round. and if he succeeds. he can be

entangled again next round if he fails his AGI roll.

Eternal

CST: MP: 18 AP: 175 CLS:BHB GRP.EN
RAN:T  DURX ARE:NA RES: WL DAM: 0
This puts & single target to sleep forever, or until the spell is dispelled

Evi

CST. MP: 1. AP:412 CLS:AOC GRP: SHEN
RAN:3 DUR:W ARE:NA RES: TAL DAM: 0

This lets the caster select a single target to suffer the displeasure of fate. turning luck against
them, should they faila TALx3% roll when the spellis cast. The direct effectis toreduce all rolls
that character makes for the duration of the spell by 3% per Casting Level of this spell. This
includes all combat and resistence rolls against characteristics, as well as anything else which

seems appropriate.

st e P cs
s 3 104 :AGB GRP: PR
RAN:T DUR: X ARE:NA RES:NA DAM: WIL

This will initiate & Wil Battie with a spirit which is not native to the body which it inhabits. [t
increases the WR ofthe exorcist by 50% for each casting level. and if he loses the battle. only
gvoe s%oeseased person suffers, unless the spirit is capable of switching bodies and desires to

Extended
CST:.7 MP: 11 AP: 117 CLS: AFA GRP:ENWI
RAN: 10 DUR: 1H RAD: 10 RES: S DAM: 10

Provides a mana shield over an extended area of effect. If any spells are cast within the
indicated radius or are castinto the perimiter of that ureatheg‘are intercepted by the casterand
he will lose MP to negate MP cast at a rate of 110 1 up to the DAM limtt of the spell.

hFires

MP: 14 AP: 118 CLS:GED GRP:PY
RAN: 100 DUR: X RAD: 100 RES: NA DAM: 0
This will cause all fires within the wdncaéege mr‘;ﬁtseéo be exﬁ;g;ishgd insta.ntli . Kfa ﬁ;teh is
particulariy large or magical in origin it mi some sortof resistence rollbased either
mmmmmmm% ofthg spellgﬁ'\atcreated it.

Extra Di

CST: 13 MP: 1 AP: 203 CLS: AKC GRP:WM

RAN: T DUR:1W ARE:NA RES: NA DAM: 0 ’
This creates whatis essentially aninvisible closet, inked to the body of the caster with a volume
of one cubic meter. The caster alone can reach into this area at will and leave items there or
remove whatever has been leftthere. This storage exists outside of space and time and has

no real-space mass or volume.

Eyes of the Beast

CST:8 MP:11 AP: 164 CLS:CNB GRP: BESH

RAN : 1000 DUR: 10Mi ARE:NA RES:NA DAM: 0

This allows the caster to see through the eyes of a specific animal which he has seen or had
c!

contactwith and of a type with which he has an affinity. He will see with all the advantages and
limitations of the vision of that creature as long as it is within range.
(E:\ées of the Serpent

T.6 MP: 8 AP: 219 CLS:BNC GRP: BESH
RAN: 10 DUR: 1M ARE:NA :0

RES: DEX :
Immobilizes a target who failes his resistence roll and thereforee looks into the hypnotic and
serpent-like gaze of the caster. Immobilized characters may make a second resistence roll if
they are seriously shaken or jarred. or at a very loud noise.

Fall of Darkness
CST. 16 MP: 21 AP: 636 CLS:HMA GRP:DA
RAN : 30 DUR: 1M ARE:NA RES:AGI DAM: 10

This causes globs of darkness to fall from the sky. striking at random, hitting everyone within
range who fails their AGIx3% roll each round for the duration of the spell. Victims may roll to
evade eachround, but cannotescape fully untilthe spell runs out. Damage doneis located club

type damage.
Fall of Light

CST: 21 MP: 21 AP:318 CLS:GMA GRP:U
RAN:30 DUR: 1M ARE:NA RES: AGI DAM: 10

This causes bolts of light (not li?htning) tofallfromthe slg. striking atrandom, hitting everyone
within range who fails their AGIx3% roll each round for the duration of the spell. Victims may

roll to evade each round. but cannot escape fully until the spell runs out. Damage done is
located club type damage.

Fall of Water_/DeIu%j

CST:3 P: 7 AP: 87 CLS:ELA GRP: HY
RAN:5 DUR: 1Mi ARE:NA RES: AGI DAM: 20AP
This causes a large volume of water to fall on a si%nle target within ran?e. doing the indicated
amount of AP damage per round it they target fails the resistence roll.

Falling Flame

CST: 21 MP: 21 AP:318 CLS:GMA GRP:PY
RAN:50 DUR: 1M RAD10 RES: AGI DAM: 10

This causes blobs of flaming matter to fall from the sky. striking everyone within the indicated
radius of effect who fails an AGI roll. They continue to fall every round for the duration of the
spell, but each target may make a resistence roll each round.

Felse Fire

CST: 4 MP: 4 AP: 35 CLS: AMF GRP:COST
RAN:T DUR: 10Mi ARE:NA RES:NA DAM: 0

This creates whatlooks like fire. centered on an object which the caster touches. Itlasts for the
duration ofthe spell. giving off the same amount of light as a good torch, but giving off no heat.

Farhearin

CST:8 MP: 9 AP: 117 CLS:BEA GRP:SH

RAN: 100 DUR: 10Mi ARE:NA RES: NA DAM: 0

This allows the casterto listen in on any sound within the indicated range as if he were present
atthat spot. It will not allow the caseter to hear through physical barriers.

Farkill

CST. 18 MP: 1 AP: 438 CLS:CR8 GRP:NE

RAN: 1K DUR: X ARE:NA RES:CON X

Kills a single target with which the character is familiar at any range if he fails his resistence roll.
Farsig,ht

CST. MP:8 AP:70 CLS:BEE GRP: ST

RAN : S/30K DUR: 1M ARE:NA RES:NA DAM: 0

This allows the caster to Isee anything within the given range as if he were present'amat spot
It will not allow the caseter to see through or around physical barriers.

Fatigue

CST: 14 MP: 14 AP:44 CLS:CND GRP:MY
RAN:3 DUR:1 ARE:NA RES: TAL DAM: 10

This drains fatigue from a specific target. tiring from a specific target. tiring him and transferring
that enerFy to the caster. Thus, it works as a direct transfer of FP from?arsetto caster. ifthe
target fails his TALx3% roll. The DAM indicated is the number of FP transfered. As a result.
after paying for the spell. the caster can actually come out ahead on FP.

Fear Fixation

CST: 10 MP: 11 AP: 197 CLS:BNB GRP:EN

RAN: 10 DUR: 1H ARE:NA RES: WIL DAM: 0

This causes a particular target to develope a fixated aversion to a particular object or class of
objects for the duration of the spell. for example. a fear of swords, or walls or trees, which will
make the victem incapable of approaching or using objects fitting that description.

Filial Binding
CST: 12 MP. 16 AP: 415 CLS:ANB GRP:SO

:T DUR: 1Y ARE:NA RES: WIL DAM: 0
This binds a familiar spitit to the caster. it will only work on creatures or beings with INT of less
than 6, and will not work on human beings. A creature on which it is cast will be totally loyal
unto death to the caster and will serve him for the duration of the spell. With extended duration

VSGCARTH



the creature
hismoodsan?y

Firesi
CST:E MP: 12 AP:T2

RAN: 10K DUR: 1M ARE:NA
Thisallows the casterto see outof any fire withinrange
of vision is the same as it would be if he were where

also develop limited empathy with the caster and some ability to understand

CLS:GAD GRP: SOSH
by ok mioa roneai, H
ngintoafirenearhim. Hisrange
ﬂneﬁrehgislookingomdislooar:e'?

(F:ST 23 MP: 23 AP
; ; : 244 CLS:GMA GRP:PY
RAN: 30 DUR: 1M RAD: 50 RES: NA DAM: 10
This causes expanding walls of flame to spread out from the caster effecting everyone around
m,wmne\aixd@usemmmdeofa‘l%gmdmw gfzﬁc_tmq:g‘neﬁim. Eacor}
round icated damage toanyone within range i
the spell. Damage is overall bum damage. l CERIRSREIRC
(F‘,'ST 10 MP.
; ;10 AP: 30

w&&mm&%xﬁa {romone e i !

is ve one fire into which he steps to any other fire large enough
1o walk out of which is within . Transportation is ing:anﬁ‘;yeous‘ If the fire onu e
destination end is smaller than the of the traveler it will be extinguished in a shower of

CLS:GKD GRP:PY
RES:NA DAM: 0

CST. 14 MP: 11

: ;1 AP:51 CLS: GOE GRP:PY
RAN:S DUR: 1M ARE:NA RES:NA DAM: 10

This transforms the caster into a flame of about the same volume as his body. He can do the
indicated amount of damage to anything he touches ata cost of 30 AP per attack and doin
overall bum damage. In this form he is immune to normal physical damage. but does take ful
damage from wind attacks and double damage from water Lased attacks.

EST:; . MP:3
DUR: 1

AP:9 CLS:GMC
RAN: T E ; DAM: 5

\ . ARE:NA RES: NA
This creates a small flame at the tip of the index finger of the caster which can start a fire or
just provide a small amount of light.

GRP:PY

Flameweb
CST: 19 MP: 15 AP: 1 CLS: GMF GRP: PY
RAN: 10 DUR: 10M ARE:NA RES:MIS DAM: 10

This fires an enveloping web of burning strands ata single man-size target. t does damage
forthe duration ofthe spellin the indicated amount atoverall burn damage: A roll mustbemade
&nmw like any missile spell, and he may make a STR% roll each round to try to break

CFg'sl'hs - MP: 9 AP: 59
: : : CLS:GMA GRP: U
RAN:10R _DUR: 1M ARE:NA RES: DEX DAM: 0
This causes a bright flash of light o originate from the caster's hand. Anyone who fails a
DEXx3% roll will be blinded for the durafion of the spell. The duration of the flash is actually
than a round.
Cﬂg’i ? oot MP: 9 AP.
: : : 68 CLS:BGC GRP:EN
RAN:3 DUR: 10M ARE:NA RES: WIL DAM: 0

This causes asingletarget who fails his resistence torun as faraway as possible fromthe caster
and to keep fleeing for the duration of the spell. R pous

Fli

CST: MP: 11 AP: 109 CLS:CEE GRP:EN

RAN: 300 DUR: M DEL: 1M RES: NA DAM: NA:

This allows the caster to take to the air and fy for the duration of the spell and for a distance

up to the distance indicated. Flight is at a rate of up to 50 ne minute.
g?om rrateforashonerperiod'%f o ofup meters per CR for one minute. ora

Eapesle ey AP35
3 ] : CLS: HMG GRP: WII
RAN: 10 DUR:| ARE:NA RES: MIS DAM: 10

This fires a missile of invisible force from the hand of the caster at a single target. If the attack
hits it does the indicated amount of damage. Unlike other missile spelis the cagter may specify
in advance if it does Club, Edge or Pointtype damage.

E%r%e%hield MP: 11 AP: 175
! A 2 CLS: HMF GRP:W
RAN:3R DUR: 10M ARE:NA RES: NA DAM: 50

Creates a shield made of invisible force around the hand of the caster. It may be used for
defensa like aRound Shield, and also blocks damage upto the indicated amoutas acumulative
fotal to any areas of the body which it is covering at a given time.

Form of Derkness

CST:9 MP: 6 AP: 31 CLS:HOE GRP:DA
RAN:S DUR: 10M ARE:NA R DAM: 0 :
This alters the material form of the caster from fiesh and blood to pure darkness, so that he is
immaterial, looks rather like & cloud of shadow, and is pretty close to invisible in darkness. He
cannot n:g:puﬁh:‘ or be effected by physical objects. buttakes double damage fromlightbased
attacks in this form.

EXE R

Form of Light

CST:8 MP:6 AP: 16 CLS: GOE GRP:U

RAN:S DUR: 10M ARE:NA RES:NA DAM: 10

This alters the material form of the caster from flesh and blood to pure light, so that he is
immaterial, looks rather like a cloud of light.and is pretty close to invisible in bright sunshine.
He cannot manipulate or be effected by physical objects, but takes double damage from
darkness based attacks in this form..

Freedom in Water

CST.5 MP: 6 AP: 39 CLS:ENE GRP:HY
RAN:S DUR: 10M ARE:NA RES:NA DAM: 0
This allows a land-dwelling being to move in water as if he were native to that element.
Frozen Terror

CST:2 MP:9 AP 73 CLS:BHC GRP:
RAN:3 DUR: 10M ARE:NA RES: WIL DAM: 0

This immobilizes a single target for the duration of the spell. His muscles lock and he loses
the ability to move or speak out of sheerfright. t can be broken by damage. a violent impact
or shaking, any of which will allow a second resistence roll to regain awareness.

Golden Aura

CST: 10 MP: 10
RAN: 1S DUR: 1M
This surrounds the caster in a field of gol

AP:54 CLS:GME GRP:

: RESINA DAM: 10
den light which does damage to anyone who comes
within the indicated radius or touches the caster. Inaddition. it gives offlight equivalent to that
of atorch. The damage done is overall burn type damage. Specific individuals or types of
beings can be identified at the time the spell is cast as not being effected by it.

Greater Summonin&

CST:8 P: 17 AP:573 CLS:ALB GRP:SO

RAN : X DUR: 10M ARE:NA RES: WIL DAM: 0

This summons a demon of the caster's choosing from wherever he may be. The caster must
know the name and identity of the demon in c\x’estion_. it is specifically designed for use on
demons of the greatest power with 400 or more WP I itis cast without a specific demonin mind
it will operate randomly. often calling up a far more powerful demon than was intended

Hallucination/Waking Dream
CST: 13 M%’: 10 AP: 216 CLS: BMF GRP; COSH
RAN: 10 DUR: 10M ARE:NA RES: JUD DAM: 30AP

Thiscauses asingle target to be affiicted with distracting visions determined by the caster. The
indicated damage is AP damage resulting from beia%dnstracted. The exact nature and
appearance of the hallucinationsis up tothe caster. AJUD roll may be made to resist the effects

Heal Beast
CST. MP: 10 AP: 275 CLS:CPsC GRP:HE

RAN:T DUR: X ARE:NA RES:NA DAM: 10
This will heal any kind of wound short of damage to organs or bones or fatal damage done to
any kind of animal with which the caster has an affinity.

Heal Bruises and Rugtures

CST.4 MP: 7 AP: 135 CLS:CPsC GRP: PH
RAN:T DUR: X ARE:NA RES: NA DAM: 10

This heals all types of damage either overall or located caused by blunt objects or weapons of
the Clubclassification. ltwillnotheal B.A.S. P or # effects. though itcan heal the damage which
caused them. In the case of # results it will delay the effects. butthe healing will wear off ata
rate of 1 pointevery CON/# rounds. When a character has multiple wounds it must be directed
at a specific one and does not overflow from one wound to another.

Heal Bumns
CST:2
RAN:T

MP:4 AP: 44 CLS:CPsC GRP: PH

: DUR: X ARE:NA RES:NA DAM: 10

This heals all tépes ofdamage eitheroverall orlocated caused by fire or radiant energy attacks.
ltwillnotheal B. A. S. P or # effects. though it can heal the damage which caused them. In the
case of # results it will delay the effects. but the healing will wear off at a rate of 1 pointevery
CON/# rounds. When a character has muttiple wounds it must be directed ata specific one and
does not overflow from one wound to anotner.

Heal Plant
CST:5 MP: 10 AP: 275 CLS:CPsC GRP:HE
RAN:T DUR: X ARE:NA RES: NA DAM: 10
Thishealsdamage toany kind of plantshortof obviously fatal damage or bringing the plant back
from death.
Heal Punctures
CST: 4 MP:7 AP: 135 CLS:CPsC GRP: PH

DUR: X ARE:NA RES: NA DAM: 10

BAN:T

This heals all types of damage either overall or located caused by puncture or Point type
attacks. itwilinothealB.A. S.Por# effects. thoughit can heal the damage which caused them.
In the case of # resuits it will delay the effects. but the healing will wear off at a rate of 1 point
every CON/# rounds. When a character has multiple wounds it must be directed at a specific
one and does not overflow from one wound to another.

Heal Wounds

CST:4 MP:7 AP: 135 CLS:CPsC GRP: PH
BAN:T DUR: X ARE: NA RES: NA DAM: 10

This heals all types of damage either overall or located caused by cuts or Edge type attacks.

it can heal the damage which caused them. Inthe

Itwill notheal B. A. S. P or # effects. though
%ut the healing will wear off at a rate of 1 pointevery

case of # results it will delay the effects.
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CON/# rounds. Whenaeharacterhasmufﬁg:woundsitmwtbedirected ata specific one and
r.

does not overflow from one wound to

CST: 8 MP.9 AP: 39 CLS: GEA GRP: PY

RAN: 10 DUR: 10M ARE: NA RES: NA DAM: 10%

This spell will lower or raise the temperature in the indicated area by up to 15% per Casting

Level. Such changes in temperature do nothave ific effect as far as damaging anyone
in that area, unless an extremely low or exwememmmperamre results. agnsgt huyman
characters each 5 degrees over 100 or below 40 does 1 point of damage per minute overall.

AP: 223 CLS:CCC
RAN: ARE: NA RES:
DAM:

Whencaston a plantthis informs the rof any special properties which that plant may have,
forhoding,nsapobon,orforanybﬂﬂ“::epurﬁaye. P ey

GRP: HE

e s

: : AP: 48 CLS:CHC GRP: BE
RAN:10  DURIM  ARE:NA RES: WIL DAM: 0

This will immobilize any animal it is cast on for the duration of the spell or until it is physically
injured or subjected to unavoidable distraction. The creature does get a resistence roll, and
it does not work on any creature of INT greater than 6.

Ho%Chant

CST:5 MP.g AP: 59 CLS: AGB GRP: PR
RAN:10  DURIMi  ARE:10 RES: WIL DAM: 20AP
This is an ongoing incantation which causes all beings inimical to the caster or of a particular

reli ormoral inclination specified by the caster to be repulsed from an area of the indicated
around him unless they can the indicated Wl{ﬁ% roll. '
Sign
M(.78‘:"% 5 MP:9 AP: 59 CLS: AGB GRP: PR
RAN:T DUR: 1Mi ARE: 10 RES: WIL DAM: 20AP

This allows the caster to draw aspecial runein the air or on a target which glows for the duration
of the spell. It causes all beings inimical to the caster or of a particular religious or moral

inclination specified by the r who can see the sign to be repulsed from an area of the
indicated radius around the sign unless they can ma\keg the indicaltaed WILx3% roll.

Imgo of Life

csT.8 MP:7 AP: 85 CLS: BMF GRP: DIMY
RAN: T DUR: 1Da ARE: NA RES: NA DAM:

This creates an imﬁe on any magically neutral surface of any scene seen by the caster
within the duration of the spgll.mﬁge im'de is in full color as thz caster saw i?yand lasts for
the indicated duration or until he chooses to dispell it.

Karma Vision
CST:9 MP:7 AP: 162 CLS: ACD GRP: PYPR
RAN: 10 DUR:1 ARE: NA RES: ZEA DAM: 0

This allows the caster to see the Karma level of any single person or object. It will register as
avisible aura around that target, visible only to the caster. ranging from white to black. the shade
of gray dependent on the number of positive or negative KP. would read as a pure, neutral
gray, many +KP as clean white, and many -KP as dead black.

gg?g ?m MP: 24 AP
s : : 1037 CLS:CRA GRP: DA
RAN: 10R DUR: 1M ARE: NA RES: WIL DAM: 0

This creates a thick cloud of magical darkness. which moves about at no more than 3kph within
ht of the caster for the duration of the spell. Anyone who is caught in the cloud for any part
a round must make a WILx3% roll or drop dead on the spot. If they see the cloud coming
they may make an AGIx3% roll to evade it as well.

Killing Joy
CST 14 MP: 15 AP: 284 CLS: BOB GRP: EN
RAN:3 DUR: 10M ARE: NA RES: WIL DAM: 5

This afficts  single target with what is essentially a terminal orgasm. They lose SOAP during
each round of the spell, and take 2 points of overall damage each round. Since the spell lasts
for 100 rounds, most characters will be immobilized and die slowly. However, they enjoy the

experience a lot. They may make a WILx3% roll to halve the AP damage by resisting the
pleasure, allowing them to do something about their predicament. i .
Killing Time

CST8 MP: 12 AP: 156 CLS: AEB GRP:W
RAN:3 DUR: 10M ARE: NA RES: NA DAM: 5

This causes a single target to experience the passage of time at an extremely accelerated rate.
Each round the spell lasts for he ages 12 years and takes 2 points of overzl damage. All the

ects of the aging affiict him as well as the damage. and ideally the victim will
eventually die, either from loss of characteristics or from straight damage.

Knit Bone

CST:6 MP: 11 AP: 333 CLS: CPsC GRP: PH
RAN:T DUR: X ARE: NA RES: NA DAM: 50

This rejoins bones which have been broken, having a B result for damage. It must be cast
npam for each bone repaired.

Knots of Pain

CST.7 MP: 14 AP: 343 CLS: COC GRP: PH

RAN: 10 DUR: Mi ARE: NA RES: WIL DAM: 80

This wracks the target with terrible pain, doing 40 points of AP dameﬁe for each round of
duration of the spell'and 4 points of overall damage for each round of the duration. The AP
damage is from the pain which goes with the spell-and it can be halved by making a WiLx3%

roll.
Laying on Hands

CgT:% MP: 17 AP: 795 CLS: CPsC GRP: PR
RAN:T DUR: | ARE: NA RES: NA _DAM: 10

This nngfl;leal the indicated amount of any form of damage which has nospecial effect, an| effect
ora ect.

Light Beam Transport

CST: 9 MP: 9 AP: 25 CLS: GKD GRP: LI

RAN : 3K DUR:| ARE: NA RES:NA ~ DAMINA
This converts the caster into a coherent beam of light and transports him at the speed of light
to a destination which is within his line of sight. If the beam of light encounters some solid object
before it reaches its goal. it stops and the caster materialzes. Diffraction or refiection can do
horrible things to the caster.

Lightning Ball

CST:6 : AP 18 CLS: GMG GRP: AE

RAN: 10 DUR: | ARE: NA RES: MIS DAM: 10

This fires a ball of electricity at a single target. as a missile. to do overall damage. This damage

?gtgested as burn damage. except when it exceeds 1 times damage, after which tis treated as
ub damage.

Lightnin7g Barrier

CST: 1 MP: 13 AP: 1 CLS: GMF GRP: AE

RAN : 10 DUR: 10M ARE: NA RES: NA DAM: 50
Thiscreates a wall of electricity. visible from slight static discharges around the edges. Anyone
passing ﬁ\rou%;it takes the indicated amount of damage and must make a WIL save to carry
on. It has an AP modifier of 5. so it may take more than one round for some people to pass
through, in which case the same damage is done in subsequentrounds. This damage is treated
s:r:urn damage. except when it exceeds 1 times damage. after which it is treated as club

age.

Lighming Bolt

CST: 6 MP: 7 AP: 18 CLS: GMG GRP: AE

RAN: 10 DUR:| ARE: NA RES: MIS DAM:10
This fires a bolt of lightning, as a missile. striking a single target for located damage which is
u'leag%d as burn damage. except when it exceeds 1times damage. after which it is treated as
club damage.

Locate Mineral
CST: 4 MP: 10 AP: 325 CLS: DDD GRP:GE
RAN : 10K DUR:| ARE: NA RES: NA DAM: 0

This willtell the caster where the nearest and largest deposit of a particular mineral is to be found
within range. Size of deposit is balanced off against distance. so a nearby deposit would
register the same as one twice the distance and twice the size. it gives only the largest deposit.
not a guide to all deposits.

Locate Object
CST: 4 MP: 12 AP: 281 CLS: DDB GRP: DI
RAN : 1K DUR: 1M ARE: NA RES: NA DAM: 0

This will tell the caster the direction and general circumstances of an object w'nh'which he is
familiar. He will know which direction it is relative to his position. and get a rough mental image
of its immediate surroundings. within sight range from the locus of the object.

Locate Person
CST:5 MP: 12 AP: 281 CLS: CDB GRP: DI
RAN: 1K DUR:1C ARE: NA RES: NA DAM: 0

This will tell the caster the direction and general circumstances of a person with whom he is
familiar. He will know which direction it is relative to his position. and tget arough mental image

of its immediate surroundings. within sight range from the locus of that person.
Locate Plant

CST. 5 MP: 10 AP: 325 CLS: COD GRP: DI
RAN : 1K DUR: 1M ARE: NA RES: NA DAM: 0

This will tell the caster the direction and general circumstances of the nearest specimen of a
plant type he desires to find and is familiar with. He will know which direction it is relative to his
position, and get a rough mental image of its immediate surroundings. within sight range from
the locus of that plant>.

Locate Treasure

CST:8 MP: 20 AP: 1300 CLS: DDD GRP: DI

RAN: 1K DUR: 1H ARE: NA RES: NA DAM: NA

This guides the caster to the object of highest value within range. If itis specified by the caster

it will locate only items not in the direct possession of another person, but otherwise it goes
strictly by value. Value should be adjusted for range. so something twice as far away as
something of half its value would register as the same value.

Madwind - -

CST. 16 MP: 13 AP: 284 CLS: BOA GRP: ENSH
RAN: 30 DUR: | DEL: 10M RES:TAL ~~ DAM:SOWP .
This calls up a supernatural wind which causes all those who are struck by it within the indicated
area to be driven mad if they fail a TALx3% roll. The\‘ get to make that roll each round. Each
time they fail it they lose 20WP. When their WP reach 0 they go mad. losing all grip on reality.
being afflicted with disabling mental iliness. ranging from psychosis to dementia to outright
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catatonia as seems appropriate.
Ih?c‘ Marker/Wizard's Mark
CST: 10 MP: 13 AP:274 CLS:ANB GRP:EN
Thi ks afamet i s nth catr s resance with an wsle mahch
ile heis in r's presence with an invisible which links him
1o the caster. After that point babry s’F‘ells castg{the caster of this spell on the target have their
| doubled. ltis ly useful

effective Casting Level | for detection lis and keepin
nckofpoopler.‘ql'l'nmarkisvisiblew Sightand similaurpowertzzl.p”pe P

ST e e
: ; ;44 CLS:ABB CLS:EN
%‘A.;d 110K M%JR: ".:J%lly NeAm RES:MAGla' DIL&A: 0

his sensitizes m, usually a silver .fo point at a particular target. as long as itis
within 10,000M. That canbe 8pécific or v ific, thus including both unique gersons
or objects or particular types of things. In order to work the spell it is necessary to have
something associated with the targets. so Relative or Contagious magic must be used.

GRP: MY
DAM: 0

MP:7 AP: 36

ARE:NA

CLS:ABA
RES: TAL

CST:4 MP.

: :6 AP: 98 CLS:ANC GRP:EN

RAN:T DUR:| ARE:NA RES: TAL DAM: 10MP

thnm%mnMatga;gn&f;omlrsp%’c;ﬁcwga:nddgm%emzme?ﬂﬁg dr&inin off more
costs pell, so the caster ends up with an it. Note that this works

on people, not on enchantments, spels or matrices ot any kind. i '

Mapping
CST:6 MP:9 AP:253 CLS:ADA GRP:ENDI
RAN : 1000 DUR: | DEL: 1Ho RES: NA DAM: 0

This will create onany surface an image. in points which appearto be bumtthere. the positions
of all major mana sources within the indicated radius relative to the position of the caspfesr. The
size of the marks will W the intensity of the mana sources involved. No concentrations

of less than 50MP will up so the average peasant will not appear on such a map.
CST: 12 MP: 10 AP

: : . 264 CLS:ACA GRP: ENDI
RAN:10 DUR: 1Mi ARE:NA RES: NA DAM: 0
This will reveal an i

: e of the patterns of mana which existed in a given area where itis cast

during the pastweek. Most use‘f,z:a!ly. itwillindicate if any sources of Enusueliy high mana have

md mrougih thatarea in that time, and the general configuration of that mana, though the
Sight skill or spell can act with this spell o give greater accuracy and detail.

CST:8 . MP:9 AP.

5 ; : 98 CLS:AFD GRP: ENST

RAN:S DUR: 1Da ARE:NA RES:NA DAM: 0

m’s a?mvssg: mht?‘ ;?sorb l-s'epell ambsk:&:ta?o%oh; gne ofhis ownLMam'a F;c&nts foreach
s whicl im. He can al upto r Casti of this spell

spell used on him. Higher CL would allow a higr?er level of%%sorbﬁgr% i

SO AP

: s .73 CLS:ABD GRP: ENST
RAN: 0 DUR: 1Ho _ ARE:NA RES: NA DAM: 0

This spell works exactly like the skill of the same name. but for the limited duration of spell. it

gives the caster the ability to see patterns of Mana. giving him a rough idea of Mana
concentrations and levels of magical power in persons angcl objgects. ¥
CST: 11;ackmg MP: 13 AP
1 -4 ;558 CLS:ACD GRP:ENDI
RAN : 1000 DUR: 12Ho ARE:NA RES: TAL DAM: 0

This lllows the caster to follow the trail of a certain mana pattern, either that of a being or an
item, if he is familiar with the mana pattern in questions and if he has a starting point which is

within 1000M of a where that mana pattern has been present. It will allow him to follow
the mana trail for the duration of the spell, and may be recast to renew the tracking effect.

: : AP 585 CLS: AVB GRP: MY
RAN :Q‘MV DUR: 1Da ARE:NA RES: WIL DAM: 0

> iritwhich is programmed to seek out specific thoﬂht patterns. When itfinds them,
itwill mark that person with a visible symbol which will cause all those who see itto wish toslay
thatperson ifthey fail a WIL save. After this. it will carry on to the next nearest person with that

thought pattern, carrying this on for as long as its duration.
MP: 10 AP: 120 CLS:AFC GRP:EN
NA RES: NA

Mask Magic

CST:4 :

mNeriIm w& i o hiowil obscure the magical o et
ona or person, this wi ure the magical nature of that target.

Each CL will negm:ge 10MP for tg: duration of the spell. hidingg them from detect%rr? or

observation. Detection spells of enhanced level should reduce the effectiveness of this spell

10 a degree appropriate to their enhancement.
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Mending
CST:3 MP: 6 AP: 99 CLS:DPC GRP:
RES:NA DAM: 50HR

RAN:T DUR:X ARE:NA ES: DAM: :
This will rejoin broken objects which are made of any non-living orgbanic ormineral material. It
will heal up to 20 points of damage to that material and will rejoin objects along break lines. it
will not replace major amounts of missing material. however.

Mental Characteristic Enhancement

CST:5 MP: 6 AP: 3 CLS:BEE GRP:MY
RAN:S DUR: 10Mi ARE:NA RES: NA DAM: 1CP

This spell temporarily increases a single characteristic within the Mental group, any of the
characteristics INT. J{JD. WIL or TAL. It raises the statistic in question by the given amount for
the duration ofthe spell. This increase will be effective in all applications of the characteristic.
but does not give the caster the skill points which would come if it were a permanent change.

ST

Meg‘ge with Darkness
CST:9 MP. 6 AP: 39 CLS:HNE GRP:DA
RAN:S DUR: 10Mi ARE:NA RES:NA DAM: 0

This allows the casterto become partofany are of darkness near him.takinggn ftsappearance
and its immateriality. it will work in full darkness orin shadows. and he can travel for the extent
of that darkness at his normal movement rate. While merged he cannot be affected by or

manipulate physical objects.

Meteor Shower
CST. 12 MP: 20 CLS:DJA GRP.GE

AP: 160
RAN: 100 DUR: 1Mi ARE:NA RES:AGI DAM: 8
This causes a swarm of small meteors to fall in a 100M radius with its edge within 100M of the
caster. Allin that area must make an AGIx3% roll each CR that the spell lasts or they will be
hitby ameteor doing the indicated damage. If they make therollthey take nodamage. Damage
is club located damage.

Microvision
CST:5 MP: 6 AP: 39 CLS: BEE GRP:MY
RAN:T DUR: 10Mi ARE: NA RES: NA DAM: 0

This allows the casterto adjust his vision to look more closely tthings which are small or hard
to see. ft works like a microscope. effectively doubling the detail of his vision. making nearby
ob'!ects appearto be twice their natural size as he observes them. Multiple ClL willincrease this

geometrically.
Mind Control
CST:4 MP: 13 AP: 305 CLS:BC GRP:MY
RAN : 10 DUR: 10Mi ARE:NA RES: S DAM: WIL

This initiates a will battle with a single target within the range of the spell. The caster attacks.
using his WIL as his meximum damage against the target's Will Points. The target may
counterattack using his WIL as his MD and his WP to absorb damage. Each attack on either
side costs 30AP and the targetneed not counter attack with his WL if he prefers another course
of action. When one character's WP are reduced to 0 or less. he comes under the control of
the other. His WP regenerate at a rate of WIL per day. and he may counterattack to regain his
mental freedom at any time thereafter. If. atany time. he is given an order which is likely to kill
him or lead to death or its equivalent, the victim may counterattack at that point with his WIL
doubled for damage determination.

Mind Fortress

CST: 12 MP: 1 AP: 162 CLS: BFE GRP:MY
RAN:S DUR: 12H ARE: NA RES: NA DAM: 50WP
This establishes a protective shield around the mind of the caster. protecting it from WIL based
attacks for the duration of the spell. by adding a defensive buffer of SOWP. which must be
destroyed before attacks can effect his own WP

Mind Melding

CST: 11 MP:9 AP: 175 CLS:BNA GRP:MY
:3 DUR: 10Mi ARE: NA RES:NA DAM: 0

This allows meges to combine their efforts in the casting of powerful spells. it allows them to

pool MP and FP and use the best skills and M of the group to cast the spell. However. the MP

and FP paid in casting aspell under Mind Melding are doubled before they are divided between

the casters andthe total AP cost ofthe spell is alsodoubled. ltis excellentforcasting extremely
high-level. long-term spells.
Mind Mending
CST: 12 MP:7 AP: 221 CLS:BQD GRP:PH
] DUR:| DEL: 1Ho RES: WIL DAM: 10H

RAN:

This spell il repair nerve and brain damage including insanity. either allowing the subject to

gf‘;::;a WILx3% roll to be cured if it is an all o nothing matter or healing the indicated amount
ge.

Mind of the Beast

CST:8 MP:6 AP: 46 CLS: BOE GRP:.BE
RAN:S DUR: 10Mi ARE:NA RES: NA DAM: 50SP

This converts the caster's learned weapon skills to those of an animal form into which he has
transformed. 1t allows him to allocate the indicated number of LSP from human weapon skills
to appropriate animal attack skills. Increases CL increase the number of LSP that can be




converted, witha maximum limit of the LSP which the caster originally allocated to combat skills.

Mind Reading
CST: 6 MP:9 AP: 268 CLS: BCC GRP: MY
RAN : 10 DUR 1M  ARE:NA RES: W

L DAM: 0
This aliows the caster to read the surface thoughts of a single target, if he fails a WiLx3% roll.
If that target fails that roll, but is within WILxS% he will notice that his mind is being read, and
if he has any countermeasures to take he may do so. it will reveal whatever thoughts are

funning through the characters mind at that time, reveal lies and the true answers to questions,
and expose situations are occupying his thoughts.

Mind Speech/Telepathy

CST: 3 MP:8 AP: 122 CLS:BAC GRP: MY

RAN : 100 DUR: 10Mi ARE: NA RES: TAL DAM: 0

This puts the caster in mental contact with any targets of his choice who are within range. The
chance of being able to communicate with a particular target is based on the TAL of that target.
There is a TALX3% chance of that target being able to receive any communications directed
ot him and responding.

Mindlink
CST: 13 MP: 14 AP: 318 CLS:BNB GRP: BEMY
RAN : 10K DUR: 1Ho ARE: NA RES: NA DAM: g

This links the mind of the caster telepethically with that of any being or spirit which has been
dominated in a Will Battle and is still in control. It allows him to maintain contact with that mind
and communicate with it. issuing commands which have the same force as if he were in close
proximity to the being. Remember that Will Battle alone will not allow one to control the actions
of a being, but various control spells can act through Mindlink.

Miniaturization
CST. MP: 25 AP: 838 CLS: DEC GRP: ENWI
RAN:T DUR: 1We ARE: NA RES: NA DAM: 0

This tahes a single being or object of up to 5 cubic meters in volume and reduces it to 1/10th

of its original size for the duration of the spell, though it can be returned to full size on command

br.y“j m:od caster. Beings reduced in size are not harmed, but their abilities are appropriately
uced.

Minor Summoning

CST: 4 MP:7 AP: 98 CLS:ALB GRP: SO
RAN:T _ DUR: 10Mi ARE:NA RES:S DAM: 0

This calls demonic spirits of the least powerful classes. particularly imps. They are summoned

by the spell, but they are not under the control of the caster unless he successfully subdues
them in a will battle or by other means. The caster must know the name of the demon he is

;}'{ng' d}o me spell successfully. Demons effected by the spell should have in the area
Mirror

CST:5 MP: 4 AP: 12 CLS: GMF GRP: WU

RAN: 1 DUR: 1Mi ARE: NA RES: NA DAM: 0

This creates a truly reflective mirror of superatural force. large enough to show the head and
upper body of anyone looking in it. It has no mass. and reflects on only one side.

Miscarriage

CST: 13 MP: 18 AP: 438 CLS:CNB GRP: SHPH
RAN: 10 DUR:I CARE:NA RES: CON DAM: 50CO
This causes a pregnant woman to m her child. There is a season delay before it takes
effect, and it must be cast after a child has been concieved. It will not work if cast after the first

€ months of pregnancy. The target gets a CONx3% chance of not miscarrying the child.
ifsheiswillir%‘gnﬂcyesiresﬂ?ﬁnisgarﬁage. iscarrying the child. even

Natal Curse

CST. 15 MP: 10 AP: 216 CLS: ANF GRP: SHEN
RAN:3 DUR: X . ARE:NA RES: TAL DAM: 0

This places a curse on an unbom infantor on aninfant who has justbeen born. That curse does
not manifest until a 10 year delay has passed. and the effect is highly variable. and can be
manifest in any way assigned by the caster. The degree of damage which it can do is limited.
It can lower any characteristic by up to 3 dpomts or cause the permanent infiiction of up to 18
points of damage in a specific area. or do any other appropriate damage within the same
general range as based on the Mana Point Cost of the spell.

Need

CST:4 MP: 10 AP: 45 CLS: CHE GRP: MYST
RAN:S DUR:3Da ~ ARE:NA RES: NA DAM: 0

This will let the caster go for the indicated period of time without eating. He will suffer no ill-
effects until the spell runs out, at which point he will lose a number of overall HP equal to the
:;J?gerofhoumhewas under the spell divided by 2 with an immediate loss of an equal number

Neural Block/Anaesthesis
CST: 3 MP:7 AP: 59 CLS: BFC GRP: MYPH
RAN:T DUR: 10Mi ARE: NA RES: CON DAM: 0

This blocks the flow ofimpulses from the nerves to the brain. causing anumbness and cessation
of pain. It works well as an anaesthetic effect, but aiso makes areas numbed more or less
useless for the duration, as they will not respond to commands from the brain. It works from
the iP_on_m where the subject is touched, and numbs all areas from that point out from the brain,
80 it itis done in & limb, all parts of that limb below the contact point are numbed. If it is done
on the torso, all areas of the body below that point are numbed. There is a CONX3% roll if the
subject wishes to resist the effects.

Neutralize Friction

CST: 15 MP: 10 AP: 112 CLS: HOA GRP:WM

RAN: 3R DUR: 1Mi ARE: NA RES:VAR  DAM:0

This makes a sirface of the radius indicated or an objedt of up to an equivalent surgace area

effectively free from friction. so that it il slip from the frip of anyone holdin it. or those standin|
of itwillslip and fall down. It can be used to effect more than one object it they are small enoug
thatgheirtotal surface area fits within the range. Toavoid dropping frictionless objects one must
make a DEX x 3% roll and a DEX% roll is required to actually se the objecty. To stand on a
%«fﬁonless surface requires an AGIX3% roll and movement without falling requires an AGI%

Neutralize Poison

CST. 11 MP: 11 AP: 273 CLS:CND GRP: PH
RAN:T DUR: | ARE: NA RES: NA DAM: 40H

This will negate the effects of overall body damage from poison up to the indicated amount.
Nightmare

C?‘I’: 15 MP: 12 AP: 312 CLS: BMF GRP: MY

RAN : 1000 DUR: 1Ho ARE: NA RES: NA DAM: 50FP

This spell causes a single target to experience a hair-raising nightmare, which causes him to
irretrievably lose the benefits of one-hour's sleep during that night. most significantly one hour's
worth of FP regeneration. The FP lost should be one Fi for the target or 20FP, whichever is
E;&ater. Even sleeping an extra hour to compensate for the nightmare will not bring back those
FP The nature and theme of the nightmare is of the choosing of the caster.

Nightvision

CgT: 4 MP:5 AP: 45 CLS: BED GRP: MY

RAN : §/10 DUR: 10Mi ARE: NA RES:NA  DAM:O
This allows the caster to see in darkness as if it were daylight. though fuill visibility is limited to
the range indicated.

Nondetectability
CST:8 MP:9 AP: 59 CLS: AFE GRP: EN
RAN:S DUR: 1Da ARE:NA RES: TAL DAM: 0

This makes the caster immune to the effect of detection. location or analysis spelis. in short
anything with the letters B. C or D as the middle letter of their classification. It can be overriden
by & spell of higher Casting Level. but is generally effective to make the caster nondetectable.

Odor Alteration

CST.5 MP: 7 AP: 103 CLS: BOC GRP: PRDI

RAN : 10M DUR: 1Ho ARE: NA RES: JUD DAM:0
This will alter the odor of a single Eerson or object to any odor with which the caster is familiar.
It also effects scent traces. so works well againsttracking animals as well as having a wonderful
potential annoyance value. The target must be touched to be effected. but the potential range
of the odor is as indicated.

Omen
CST. 9 MP: 9 AP: 161 CLS:ACB GRP: PRDI
RAN : /Y DUR: NA DEL: 1Ho RES: NA DAM:0 )

This gives the caster a sign of what s to come in regards to a specific area of questioning. This
sign s given by the powers of fate or faith. and how it is interpretted is in the hands of the caster.
it should be fairly accurate. potentially. and can concern event about which he is curious up to
ayearin the future. The omen can appear arm time in the hour after the spell is cast. and the

caster has to figure out what that he sees is the actual omen.

Pacify

CST:6 MP: 9 AP: 98 CLS: CEA GRP: PR
RAN: 10 DUR: 1M ARE: NA RES: WIL DAM: 0

This will neutralize the hostile intentions of all persons within range of the spell for its duration.
Such persons have general control over their own actions. but will not feel the desire to do
violence or bring others to harm.

Paim of Light

CST:3 : AP: 5 CLS: GME

RAN : DUR: 10M ARE: NA RES: NA

This causes the caster's paim to %Iow with I_iﬁ:ﬂ as brightas that of a lantern, which he can reveal

gre:onceal by opening or closing his hand. The light is somewhat directional, like anilluminating
m.

GRP: PYLI
DAM: 0

Pattern of Cooling/Heating

CST: 6 MP:7 AP: 30 CLS: GED GRP:BA

RAN: 10 DUR:S ARE: NA RES: NA DAM: 0

This raises or lowers the temperature in the given area by 10 degrees. effecting everyone in
the area. The effects of the spell begin after 1/10th of the AP cost has d. Duration can
be extended as long as the caster continues to play. paying the indicated Mana Point Costand
FP costeach time the AP cost period again. or in a number of rounds equal to AP cost/
50. The caster must keep playing for the spell to be in effect. If he stops. the spell stops as well.

Pattern of Darkness

CST: 12 MP:7 AP: 45 CLS: GRD GRP: BA

RAN: 10 DUR:S ARE: NA RES: NA DAM: 0

This causes darkness to form in the given radius. obscuring vision as if it were night. The effects
of the spell begin after 1/10th of the AP cost has passed. Duration can be extended as long
as the caster continues to play. paying the indicated Mana Point Cost and FP cost each time
the AP cost period passes again. or in a number of rounds equal to AP cost/50. The caster must
keep playing for the spell to be in effect. f he stops. the spell stops as well.
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CST. 120’ MP: 10 AP, RP.
s : ;216 CLS:BNA GRP: BA
RAN: 10 DUR: 10M lt,AE: NA ofRES: CON DAM: 0
in ) 3
if1hncum_ " evurymwm”l. range to lose their sense of hearing for the duration of the spell

CST. 1";’r MP: 19 AP

: ; : 181 CLsS: DD GRP:BA

RAN: 30 DUR:S ARE:NA RES: AGI DAM: 10

This allows the caster to manipulate earth and stone with magical force. The potential volume
he can effect is 1 Cubic Meter. Speed of movement is 10kph. He can command the direction

and activity of this , control the movement and shape the material as he chooses for
the duration of the spell. Sufficient material must be available for him to work with. The effects
::w.ld begin after 1/10th of the indicated AP cost has been expended. The duration can

as long as the caster continues to play, paying the indicated Mana Point Costand
FP cost each time the indicated AP cost has l.':eeny pajg aggain, or in a number of rounds equal
1o AP cost/50. The caster must keep playing for this extension to work and if he stops, even
during the original casting, the spell is immediatly terminated.

pase,
g ; ; 144 CLS:BIA GRP:
RAN: 10 DUR S ARE: NA RES: WIL DAM: gA

This causes all those within range to obey a simple sequence of commands given by the caster
the carrying out of which may last no Iow'qg‘e_r than the duration of the spel!.%r unt?lyterminated
by the caster. The commands must be within the abilities of the targets. and cannot bring them
direct harm or injury. There is also a delay of 1 minute before the spelltakes effect. The effects
of the spell begin after 1/10th of the AP cost has passed. Duration can be extended as long
g‘ thA; m cri%‘n?nues to ar,»glay. paying the llrgm?ted l\gana P:lig ACgst and FP T?-.? each time

S passes again, or in & number of rounds equ cost/S0. The caster must
keep playing for the spell to be in effect. If he stops, the spell stops as well.

E.St'?r?sd MP: 19 AP

i : .73 CLS: GJD GRP:BA

RAN:30 DUR: 1M ARE: NA RES: AGI DAM: 10

This allows the caster to create flame and control its movement. 1t creates about as much flame

@s a common campfire, which can do the indicated amount of damage each round that it is in

existence, to ing within a 3M radius. In addition, he can cause the flame to move at up

mm the [;jt:rectmnmn of hEe ch:;:ea;be eflfects of%e spell begin after 1/10thI ofthe AP cost
. Duration can be extended as long as the caster continues to play. paying th

indieetedManaPointCoaandFPcosteachhgmemeAPcost fs ook of in 8

period again. orina
number of rounds equal to AP cost/50. The caster must keep playing for the spell tobe in effect.
if he stops, the spell stops as well. i Pe e
Pattern of Forgetfulness
CST: 30 MP: 2 AP: 1350 CLS: BNA GRP: BA
RAN: 10 DUR:| DEL: 1Ho RES: WIL DAM: 0

This causes all those within range to lose their memory of any sequence of shared events
specified by the caster. they shoufd be events which hap;rayened inyfairiy close temporal proximity
fo the casting of the spell. That memory will be blocked out until the caster restores it or the
effects of the spell are somehow negated.

Pattern of Healing
CST: 15 MP: 15 AP: 485 CLS: CPsA GRP: BA
RAN: 10 DUR: | DEL: 10M RES: NA DAM: 10

This heals the indicated amount of damage to all persons within the given range. That healin
should be distributed evenly between thgir woun%:. ¢ . W

E.St'tl’m;1 kg MP:7 AP
: s - 45 CLS: GMD GRP: BA
RAN: 10 DUR: S ARE: NA RES: NA DAM: 0

This suffuses the ?iveq radius with light, illuminating the entire area as if it were in daylight. The

effects of the spell begin after 1/10th of the AP cost has passed. Duration can be extended as

long as the caster continues to play. paying the indicated Mana Point Cost and FP cost each

time the AP cost period ﬁ:sses"agmn‘ orin anumber of rounds equal to AP cost/50. The caster
spel

must keep playing for to be in effect. If he stops. the spell stops as well.
CST. 4 h ‘MP 10 AP:

5 : : 60 CLS: CHA GRP:BA
RAN: 10 DUR:S ARE: NA RES: WIL DAM: 0

This causes all within fo become immobilized as if ed. for the duration of the spell
it they fail a WILx3% meﬁmdﬂ\espellbegin er 1 10ttwfmeAPcosthaspass%%.

I can be extended as long as the caster continues to play. paying the indicated Mana
Point Cost and FP cost each time the AP cost period again, or in a number of rounds
equal to AP cost/S0. The caster must keep playing for the spell to be in effect. If he stops. the

spell stops as well.

CST: Tzd MP: 10
3 21 AP: 168 CLS: BOA GRP:.BA
RAN: 10 DUR: S ARE: NA RES: WIL DAM: 0

This will caim all those within the radius, causing them to lose all interest in violence or hostile
activity for the duration of the spell, and to act in a calm and peaceful manner. The effects of
the spell begin after 1/10th of the AP cost has passed. Duration can be extended as long as
the caster continues to play. paying the indicated Mana Point Cost and FP cost each time the
AP cost period passes again, or in a number of rounds equal to AP cost/50. The caster must
keep playing for the spell to be in effect. If he stops, the spell stops as well.

GRP:BA
DAM: 0

CLS:CNA
RES: WIL

AP: 2205
RAN: 10 DUR: X ARE: NA

VSGCART H

This causes all those within range to die on the spot if they fail to make a WiLx3% roll.

Pattern of Sleep

CST. 4 : AP 60 CLS:CHA GRP: BA

RAN: 10 DUR: 10M ARE: NA RES: WIL DAM: 0

This causes all those within range to fall soundly asleep for the duration of the spell if they fail
a WILG% roll. There is a 1 minute delay before the spell actually takes effect.

Pattemn of Storm
CST: 10 ; AP: 217 CLS:FGD GRP:BA

RAN : 30 DUR: 1M ARE: NA RES: AGI DAM: 10

This will call up a considerable storm at the caster's command, with winds of up to SOkph. It
is capable of doing the indicated damage through wind or lightning directed at groups or
individuals in the area during the duration of the spell. It can also increase the capabilities of
an existing storm by the indicated amount, and control storms of up to twice that power. those
with 100kph winds and attendant phenomena. The effects of the spell begin after 1/10th of the
AP cost has . Duration can be extended as long as the caster continues to play, paying
the indicated Mana Point Cost and FP cost each time the AP cost period passes again. or in
a number of rounds equal to AP cost/50. The caster must keep playing for the spell to be in
effect. If he stops, the spell stops as well.

Pattern of Terror
CST: 12 MP: 10 AP: 168 CLS: BOA GRP:BA
RAN: 10 DUR:S ARE: NA RES: WIL DAM: 0

This inspires all those in m&%iven radius with unreasoning fear. causing them to fiee away from
the caster if they fail a WILx3% roll. The effects of the spell begin after 1/10th of the AP cost
has . Duration can be extended as long as the caster continues to play. paying the
indicated Mana Point Cost and FP cost each time the AP cost period again, or in a
number of rounds equal to AP cost/50. The caster must keep playing for the spell tobe in effect.
If he stops, the spell stops as well.

Pattern of Water
CST: 12 MP: 19 AP: 145 CLS:EID GRP:BA

RAN: 30 DUR: 1M ARE: NA RES: AGI DAM: 10 )
This allows the caster to manipulate water and other liquids with magical force. The potential
volume he can effect is 1 Cubic Meter. Speed of movement is 10kph. He can command the
direction and activity of this movement. control the movement and shape the water as he
chooses for the duration of the spell. Sufficient water must be available for him o work with,
The effects of the spell begin efter 1/10th of the AP costhas . Duration can be extended
as long as the caster continues to play. paying the indicated Mana Point Cost and FP costeach
time the AP cost period s again, or in a number of rounds equal to AP cost/S0. The caster
must keep playing for the spell to be in effect. If he stops. the spell stops as well.

16 MP: 18 AP: 109 CLS: FJD GRP:BA

RAN : 30 DUR: 1M ARE: NA RES: AGI DAM: 10

This allows the caster to generate winds of up to 50kph and to direct or control the movement
of winds of ugto 90mph. He can also increase the speed of existing winds by 100kph. Damage
done by such blasting wind is to all those in range. The effects of the spell begin after 1/10th
of the AP cost has passed. Duration can be extended as Iontghas the caster continues to play.
paying the indicated Mana Point Cost and FP cost each time the AP cost period passes again.
or in @ number of rounds equal to AP cost/50. The caster must keep playing for the spell to be
in effect. If he stops. the spell stops as well.

Pattern of Wind
CST.

Pentacle of Bindingh

CST: 8 P:8 AP: 47 CLS: AFF GRP: SO

RAN : 1 DUR: 10M ARE: NA RES: WIL DAM: 10

This creates a pentacle to be used by the caster in protecting himself and containing summoned
demons. The pentacle creates a barrier with a value equal to the caster's WP, which the demon
must defeat in Will Battle to cross.

Phase
CST. 12 MP:8 AP: 35 CLS: AKE GRP: WM
RAN:S DUR: 10M ARE: NA RES: NA DAM: 0

This temporarily removes the caster into the void which exists between the planes. He will
disappear from the real world for the duration of the spell. and be suspended in a timeless
featureless grayness unable to do anything until he returns. However. in this time he can think
and is neither effected by nor able to effect the world from which he has retreated. For those
observing. he will have essentially disappeared for the duration.

Phsysical Characteristic Enhancement

CST:4 MP: 6 AP: 33 CLS: CEE GRP: MY
RAN:S DUR: 10M ARE: NA RES: NA DAM: 1CP
Piercing Point

CST:3 MP: 9 AP: 12 CLS: DEC GRP: ENST
RAN:T DUR: 1M ARE: NA RES: NA DAM: 10
This makes pointed objects shamer and more damaging. Each CL adds 6 to the potential MD
of a weapon for the duration of the spell.

Plague of Boils

CST: 12 MP: 16 AP: 423 CLS: CPsB GRP: PHSH
RAN : 30 DUR: W ARE: NA RES: CON DAM: S

This causes a single target to break out in painful and unsigrl?aﬂy boils all over his Body. It does
1 point of damage per hour. plus he loses 1 point of CON & STR per day thatthe spellis in effect.
although these regenerate at the usual rate during that time and after the spell runs its course.
While the spell is in effectthe skin is also sensitive. so the AP cost of any armor wom is doubled.




MP: 12 AP: 317 CLS:CLA GRP: BMSH
Kirmons maes itk of cus' el I o v raiu, esoying
NS & mass willi iven radius, ing all cro,
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csts WP: 14 AP 324 CIS:ICLB  GRP:BMSH
Thi s igle et itin arge wh a st f Sang ies vhchwil
tsa in range with an i i iting mites which will annoy and
e e et
; m is each rou ile he is so afflicted.
WILX3% ol s made the AP effects ae halved for the next hour, |

o
f

MP: 12 AP: 381 CLS: BPF GRP: MYSH
. DUR: 1%“" ARE:NA ofﬂ'oeRES: 1;AL %hM:ho

single target ucinatory visions caster's choosing. which assail him
; OQUSIE him to lose 40AP during each round for the duratior'tg of the spell. Ifa
roll is the victim can ignore most of the visions and loses half the indicated AP

ransport/Planewalking

i

2
o

MP: 25 AP:338 CLS: AKE GRP:WM
DUR:X ARE:NA  RESINA DAM: 0

the caster to step directly from his worid into ancther plane. lts limitations are similar
the Plane Gate spell, with transport being easier at weak points in the planal fabrics
8xi, Gates or Junctures. From one of these gates to a similar gate on another plane
is as indicated, but if the transport is from a non area to a gate or from a gate to

areathe Mana Point Cost is doubled and the Miis halved. tfno gates are being used
a Point Cost is multiplied by 4 and the Ml is quartered. Again, the caster should

the destination and the plane. tho;gz this familiarity can be gained through
do:unsfarred from angther being or other similar means. |t transports only

80 .
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MP: 31 AP: 692 CLS: AKF GRP: WM

[:rt.ﬂ: ™ worldtoARE: NAth hwhF-tEhS:NA ‘DAM:O
a one another. throu ich as many e can as will
{ sﬂ?:qms apperture in one minute, prgbably ten 0 20 pggge‘ Thep;sssier can
specify the destination as any plane with which he is familiar, but he cannot normally choose
the location on that plane, except to choose between available. open nexuses where that plane
shows less integrity and is ‘closer’ to other planes. These weak points in the planal fabric can
be considered gates or links, and it is to these that a plane gate will transport people. Htran;port
is from one gate on the plane of origin to another gate on the destination plane. the Mana Point
Cost is as listed for this spell. Itis possible to transport without using established gates. Ibut
if the spell is cast to create a gate in a non-established location, the costis increased. Transport
from a non-g:te area to a gate has double Mana Point Cost and the M! is halved. Transport
from a gate to a non-gate area has the same cost. Transport from a non-gate area to a non-
gate area has four times the regular Mana Point Cost and one-quarter the regular MI. if an

728
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established gate is not used the caster must be intimatly familiar with the point of arrival. though
this familiarity can be gained through mental images transferred from another being or other
similar means.
CST. :Iéﬁ MP: 10 AP

: : : 144 CLS: BEF GRP: WIDI
RAN: 1R DUR: 10M ARE:NA RES: NA DAM: 0

This creahs awindow through which anyone can see into another parallel world orplane. The
view is chosen by the caster, thou%l;ﬂ must be a place which he is familiar with on a plane he
bmmng &mougmh this l::mmm'lty ?‘an 1ga|neqb}hr%ugh m%nml in': es tragsferredd from another

r similar means. 1t is nof e rough this window. and it is invisible
1o those being viewed. poest I

Plant

CST. 17 MP: 15 AP: 169 CLS: CKD GRP:

RAN : 100K DUR: | ARE: NA RES: NA DAM: 0

This allows the caster to transport himself from one place to another through an affinity with

mlﬂw is in touch contact with a plant of a sreciﬁc type he can use the spell to transport
o another specimen of the same type of plant whichis within range. He appears to step
into one plant and out of the other, and the transport is virtually instantaneous.

|

MP:7 AP: 52 CLS: COE GRP: HE

W:S DUR:1OM  ARE:NA RES: NA DAM: 0

allows the caster to alter his form to that of a plant with which he is familiar. He takes on
the properties of that plant and is pretty much indistinguishable from a natural plant of that

25929

&.'?%tm MP: 8 AP; 85 CLS: FCA RP: AES

s : d : GRP: H
RAN : 10K DUR:| ARE: NA RES: NA DAM: 0

This will tell the caster what the weather patterns within range will be during the next 24 hour
period. ltis accurate and fairly detailed, and can be relied on unless the weather is tampered
with magically.

gsT:3 MP: 8 AP: 81 CLS: CFC GRP: ENST
RAN:T DUR: 1W ARE: NA RES: NA DAM: 0

This protects organic and inorganic materials from the effects of time and decay. It essentially

suspends all temporal effects for that material for the duration of the spell. so that food will not
rot, metal will not rust. etc. When the spell runs out all of the time which passed during the spell
will effect that material immediatly. so meat preserved for a few weeks would rot away at the
if the spell were dispelled or wore off.

Preserve
CST: 3 MP:7 AP: 80 CLS: AEC GRP: ENAR
RAN: T DUR: 1Ho ARE: 10MP RES:NA  DAM:0

This extends the duration of an already existing Matrix up to the indicated capacity or size
for the duration of the casting of this spell_t can only be cast reliably once on any given
Matrix After that the Matrix itis cast on will begin to deteriorate If itis cast a second time
on a Matrix during that second duration the chance of a critical failure with any power
released from the Matrix increases to 50% The next increment increases it to 100%, the
next to 200%. etc.

Prime Summoning
CST.7 MP: 14 AP: 389 CLS:ALB GRP: SO
RAN : X DUR: 10M ARE: NA RES: WIL DAM: 0

This summons demons who fall within the middle classification, those more powerful than im
but less formidable than the elite nobility of demon kind. To summon a demon effecﬁveg e
caster must know his name and any special procedures required to summon him, in addition
1o this spell. Prime Demons have in the range of 100-200 Will Points.

AP: 96 CLS: AFA GRP:EN

RAN: 10 DUR: 1D ARE: NA RES:TAL ~ DAMINA
This masks an area up to 10M in radius from the effects of detection magic either locally applied
or applied from a distance. It also protects anything brought into the area, though not items or
persons in the area who leave it. once they are out of the area.

Puddleform

CST:5 MP: 6 AP: 31 CLS: EOE GRP: HY
RAN:S DUR: 10M ARE: NA RES: NA DAM: 0

This allows the caster to alter his form and material composition into a form of water. essentially
turning him into a puddle. As & puddle he has water's natural resistence to most physical
attacks, and also its unique vulnerabilities. In this form he cannot move orcommunicate, though
he can terminate the spell at will.

Purify Gas
CST. 9 MP: 9 AP: 110 CLS: FND GRP: AE
RAN: 1/T DUR: X ARE: NA RES: NA DAM: NA

This removes all impurities from one cubic meter of any solid material. assuming the caster is
familiar with the proper composition of that material.

Purify Liquids

CST:7 MP:9 AP: 146 CLS:END
RAN: X VOL: 1 RES: NA DAM: NA
This removes all impurities from one cubic meter of any liquid. assuming the caster is familiar
with the proper composition of that material.

Pur_i?y Matter
CST:7 ; AP: 114 CLS: DOA GRP: GEAL
RAN: T DUR: X VOL: 1 RES: NA DAM: NA

This removes all impurities from one cubic meter of any solid material. assuming the caster is
familiar with the proper composition of that material.

Regrenerate Limb

CST: 23 MP: 14 AP: 588 CLS: CQF GRP: PH
RAN:T DUR:! DEL: M RES: NA DAM: 50

This will regrow a severed limb, taking 1 Month plus a number of days equal to the percentage

GRP: HY

of hit points regrown to fully regrow that limb. The limb will not be functional until the spell
hasbor?}rlx its course.!gegrows ful|lylim in extened time period

Reincarnation

CST: 13 MP: 21 AP: 794 CLS:AD GRP: PR

RAN : X DUR: X ARE: NA RES: S DAM: 0

This causes a recently disincamated (slain) spirit to be reincamated in the first available body
appropriate to his level of Karma. It is most likely that available bodies will be newborn infants.
butit is also possible that he will find his way into a body which has somehow lost its spirit. The
spirit will not necessarily find a human . especially if it has negative Karma Points. If the
character has less than -100KP he wilelgo to whatever hell fts faith condemns it. if he has less
than -80KP his spirit will be reincarnatediinto a much lower life form. like a crustacean or insect.
I he has less than -BOKP his spirit will seek out a lower animal, serpent or lizard, like a snake
orrat. If he has less than -40KP he will come back as a major anima! or bird. like & lion or hawk.
With less than -20KP he will come back as a human of lower social status than in his previous
life. If he has from -20KP to +20KP he will come back in 8 more or less similar life situation.
it he has over +20KP he sill be reborn in a higher social situation. about 4 points of SOC higher.
Ifhe has over +40KP he will be reborn with as much as 8 more SOC. If he has more than +60KP
he will be reborn with as much as 12 more SOC. If he has more than +80KP he will be reborn
withas much as 16more SOC. ffitis not possible to raise his SOC that much. the leftover points
should be assigned to other stats. f he has over +100KP he will be assumed into whatever
heaven is appropriate to his faith.

Remove Barrier
CST.7 MP: 8 AP: 173 CLS: ARC GRP: ENWI
RAN:T DUR:| ARE: NA RES: MAG DAM: 0

This épell will remove magically maintained and created physical barriers oin which it is cast.
It will eliminate barriers of up to SMP in strength.

VSGART H



; : AP. 88 CLS: AGC GRP: NEPR
RAN:10 ~ DUR:'IM _ARE:NA RES: WIL DAM: 10
This causes spirits and creatures which can be defined as undead to be driven away from and
shun the caster if they fail a WILx3% roll. The centers around the caster for the duration

gogomlls.p?ﬁgdngmbedeﬁnedasundeadifitlackingonoormoreomeelemems Mind,
MP: 6 AP. 29 CLS: EGD GRP: HY

carg e

RAN:S DUR: 10M ARE: NA RES: NA DAM: 0

This spell makes a single target of up to man-size repel all water which touches it, it also allows
one to stand on or walk on water, h the surface is rather slippery and unsteady.

CST:6 MP:5 AP: 1 ; s
AL AT S WO
types of attacks to any area of his body.

CST 17 ' MP: 26 AP: 1521 CLS: CRC GRP: PHPR
RAN:T DUR: X ARE: NA RES: NA DAM:S

This raises a single target from the dead. The body must be present for the spell to work, and
the spirit must stil be near the body. A spirit will generally stay around for Wll.pgquared hours,
minus the number of positive or negative Karma Points the character has. Ressurection heals
all damage to the body which would be fatal, up to the minimum level necessary to retumn the
mdwto&?.mg‘smg’ r:gtd % any lesser wounds ¢|>_r eb\;en nearafatavlnv:lo#nds‘ it willl not
S or rejoin or regrow limbs or organs which are complet:
destroyed, nor will it work on ashes or g]round u%gbis. & e
CST. MP: 11 AP
: : : 454 CLS: cQC GRP: PH
RAN:T DUR:X ~  ARE:NA RES: NA DAM: 10
This heals damaged organs, including those which have reached a # or P result. The healing
done will effect damage over that necessary to reverse the # or P result up to complete healing
ofthatorgan. Itdoes notwork on overall damage. and only effects a single organ with no overlap
per casting. i the amount healed does not counterract the undesirable P or # resutt then the
spell will have to be cast again or at a higher CL.

Restore Will
CST: MP.5 AP 83 CLS:BPD GRP: MYPH
RAN:T DUR: X ARE: NA RES: NA DAM: 5

This restores Will Points which a singfe su ‘:ecthaslost,whatevermemem . Each CL restoi
the indicated number of WP up to ism:’ximum. . BachLrestores

Reverse Aging/Restore Youth .
CST: 16 MP: 25 AP: 838 CLS: CED GRP: EN
RAN:T DUR: X ARE: NA RES: WIL DAM: 0
This reduces the physiological age of a single target by up to 10 years per CL. The effects are
permanent, and multiple CL can combine fora dramatic reduction in apparent age.
S W

: :6 AP:8 CLS: DJG GRP: GE
Thi cusos ahighapead sora ofsar priestostike g rge.coingverl
] | spray of san| les to strike a single target. doing overall damage
if the caster hits suoeessfurly. The damage is from abrasion gnd is%reated gs bumn damagge.
CST: MP: 11 AP: 49 CLS: DJA GRP: GE
{H_::l : 0M ) rll?URs:thi o %AFEh rgA emHES: AGl DAM: 580

is creates a swirling storm of sand which damages rsons within the indicated radius,

doing the indicated damage to all in the area each round g the duration of the spell and also
causing them to lose 20 AP during each round of the effect.
Sée?t 9Il|usic:n " -

: : . 175 CLS: BMA GRP: CO
RAN :3M DUR:1OM  ARE:NA RES: NA DAM: NA
This creates the artificial perception of any scent which the character is familiar with and

chooses to reproduce. It must be created in the locus of the caster, but the scent itself can
spread from there up to a normal range for that type of scent.

CST: GTWW MP:7 AP:
4 3 - 27 CLS: BBB GRP: WIL
RAN: 10 DUR: 10M ARE: NA RES: TAL DAM: 0

This allows the caster to follow the scent trail of a particular quarry as if he were a trackin
animal. To establish the scent he will need someﬁ\ig:revhich Isas gwye scent of the quarry an
a place from which to start following the trail. The quarry has a TALx3% chance of eluding
tracking, but this may be modified for actions he takes or special conditions.

09 CLS: AAB

g?? AP:1 GRP: ENSH

RAN: T/X DUR: 10M ARE: NA RES: NA DAM: 0

This allows the caster to gaze into a refiective surface and see scenes which are far away. up

si&ny ”:m hg»f.cven outside wt'nt: material plane. To ‘f:gu: %r; the scene, h_? must be familiar
is scrying or & person or ich he is scrying. Theil h

will be ot a 10M squ?nry:rga around g\ee point of focus. R TG Wik

O

Sealin

CST. MP: 10 AP: 225 CLS: DNC GRP: ENST
RAN:T DUR: 10Mi ARE: NA RES:NA DAM: 80R

This will seal a door or other movable barrier in a shut or open position so that the indicated
cumulative or sudden demage needs to be done to it by hitting or pushing to move it. Remember
that Impact Damage is only haf cumulative.

Seeking Arrow
CST: 1% MP: 16 AP: 185 CLS: AEG GRP.EN
RAN:T DUR: W ARE: NA RES: MIS DAM: S

An armow on which this spell is cast, when shot from a bow. will seek out and strike & specific
target who the firer has in mind, assuming he is fairly familiar with that target from personal
contact or through magical linking. The arrow wil fly at a speed of 10kph for the duration of the
spell or until it finds its target. When it has a clear shot at the target it will strike with the force,
accuracy and speed of the bowshot with which it was initially fired.

Seeking Blade
CST MP: 5 AP: 13 CLS: DJIC GRP:EN
RAN:T DUR: 1M ARE: NA RES: NA

DAM: +3
rily increases the accuracy of a weapon. increasing the effective Attack Skill

This tem

Rating of the wielder by 3 per CL.

Seeking Flame

CST. 2 MP: 28 AP: 95 CLS:GJB GRP: PY
RAN : 1000 DUR: 1Mi ARE: NA RES: AGI DAM: 50BO

This creates a ball of flame from the caster's locus. which travels up to the maximum range to
strike a single targetwith which the character is familiar. That target can take only half damage

if he rolls within AGIx3% on the arival of the attack.

Sensory Link

CST: 1 MP: 11 AP: 197 CLS: BNB GRP: CO
RAN: 1K DUR: 10M ARE: NA RES: NA DAM: 0

This puts the caster in direct. interractive contact with an illusion of his own creation. He can
see through the eyes oftheillusion. or atleast from its locus. can direct the actions of the illusion
remotely. and if he wishes to heighten the level of the interface. he can use any of his other
senses through the illusion. Remember that a Visual llusion is necessary to support this spell.

MP:7 AP: 133 CLS: ANC GRP: MY
RAN: 10 DUR: S ARE: NA RES: SPE DAM:NA
This separates the soul of a single target from his physical body. it can be used on a living or
dead tar%'et. assuming the dead spirit s still sticking around (spirits stay with the body for WIL
squared hours). however the exact way that this spell works varies slightly d%pending on the
status of the target. Once a person has died. he begins to lose (WIL squared)/10 WP each hour
after death untifall his WP are gone and he goes fo his just reward. This can be modified for
the character's KP by reducing the number of WP to work with by his positive or negative
amount of KP, if the GM wishes characters to be drawn to their fate a bit more speedily. What
this spell does is to sever the link between soul and prematurely. working as a WIL attack.
initiating a Will Battle in which the attacker does his WIL as a max damage each CR and the
defender loses that damage from his WP, The victim can fight back and take any other actions
within his power while the Will Battle goes on. but if he loses the spirit is severed from the body.
Once the spirit is severed from the #t remains in the area until its time runs out. Its WP do
not rwenerate. butif it has the ability to initiate a Will Battle itmay attemptto repossess its body.
The WP lost in the Will Battle return to the victim immediatly after he is removed from the body.
but the body has an artificial number of WP equal to the amount of WIL damage done by the
attacker. The spirit may then attempt to reposses his own body by battling that artificial WIL
or may attempt to ‘ﬁosses someone else. A spirit thus severed has the power to attempt
ﬁ?ess'on for the WIL squared hours which remains until it vanishes to its ultimate destination.
spirit substitute in the despirited body remains there for a number of hours equal to the
attacker's WIL squared. Remember that while in spirit form WIL damage will regenerate but
WIL loss to time as departure approaches is non-regenerable.

Shadow Travel
CST: 17 MP: 10 AP: 60 CLS: HKD GRP: DA
RAN : 10K DUR: | ARE: NA RES: NA DAM: 0

This allows the caster to transport himself through one shadow to any other shadow within
range, essentially walking into the first shadow and out of the other instantaneously.

Shakin% Death

CST. 1 MP: 20 AP: 3680 CLS: CEB GRP: SHNE
RAN: 10 DEL: 1H ARE: NA RES: CON DAM: S

This causes a single target to enter a series of degenerative muscle spasms which limit his
mobility and eventually lead to his death at the conclusion of the spell. The victims AP are

reduced by 40 and he loses 1 HP overall every 5 minutes until at the end of the hour, if he faill
as CONx3% roll he dies.

Shape Metal

CST: MP: 18 AP: 567 CLS: DOC GRP: GE
RAN:T DUR: X ARE: NA RES: NA DAM: NA

This allows the caster to reshape metal with his bare hands. manipulating it as if it were softclay.
He can make it into any form he chooses and it solidifies when he thinks he is done or after 10
minutes, whichever comes first. At one CL the spell lets him work one Cubic Meter of metal.
Note that the metal thus shaped will not be tempered to any status other than that which it had

originally.

She_llpe Stone

CST:7 MP: 18 AP: 567 CLS: GRP: GE

RAN: T DUR: X ARE: NA RES: NA DAM: NA

This allows the caster to reshape stone with his bare hands, manipulating itas if itwere softclay.

WYSGCGART I



- 2 he chooses and it solidifies when he thinks he is done or after 10
minutes, whichever comes first. At one CL the spell lets him work one Cubic Meter of stone.

g!z 10 MP: 10

AP: 105 CLS: COE GRP: BESH
RAN:S DUR: 1H ARE: NA RES: NA DAM: 0
This aliows the caster to assume the form of any animal or person which he has seen, with the

of the simulation dependent on his familiarity with the form and the accuracy of his

. He cannot assume a form which he has not seen. He gains all the physical

attributes of the form he assumes, but not necessarily the knowledge of how to use them. Thus,

if he bacame a bird he would be without the flying skill. Being a wolf would not give him awolf's

combat skill, etc. are additional spells which will simulate these abilities, however.
Clothes and equipment are not included in the spell.

-

Shatter

CST: 11 MP: 1 AP; 206 CLS: COB GRP: PHSH
RAN: 10 DUR: X . ARE:NA RES: TAL DAM: 0

This shatters the sardrums of a single target, mnden’lrl\g him permanently deaf, though the

damagecan be repaired with a Regenerate Organ spe

Shatter Ray

CST: 10 MP: 13 AP: 119 CLS: COG GRP: W
RAN:10 DUR: | ARE: NA RES: MIS DAM: S

This creates a ray-type attack which causes a limited amount of organic material to solidify and
mnweﬂmymybo&ymhnuptoZO%oftmalHP.orrthasaneﬁectiveMDonO

for
Shattering
CST: 4 MP: 11 AP: 212 CLS: DOC GRP:W
RAN:T DUR:| . ARE:NA RES: NA DAM: S
This will shatter non-organic material or dead organic material. such as rock, glass. wood or
metal. It causes any object of up to 1 Cubic Meter in volume to shatter or does the equivalent
of 40 points of damage to a larger object.
Shrivel Tongue
CST:9 MP: 12 AP: 152 CLS: COB GRP: ENSH
RAN: 10 DUR:| DEL: 1Ho RES: TAL DAM: S
This literally causes a single target's tongue to shrivel up in his mouth so that he is incapable
of articulate speech for the duration of the spell.
ggn of Binding

T. 6 MP: 7 AP: 89 CLS: DMF GRP: RU
RAN: 10 DUR:| ARE: NA RES: AGI DAM: 10CO

When drawn in the air this symbol will exrand into a pattern of magical bonds which willentangle
lst_ngl:tugot if he fails an AGIx3% roll. If he is entangled he will have his AP reduced by%o
until he can break free with a STRX3% roll or less. If he breaks free he will take the indicated
van aséiﬁgeh:ondssnap. The sign is visible only to the target on which it is cast or to those

of Darkness
AP 14 CLS: HMF GRP: RU
RAN: 10 ARE:NA RES: NA DAM: 50AP
This creates a symbol of darkness which seems to suck into itseff all light in the indicated area.
causing total darkness for the duration.

ign of Flame
T: 9 MP:7 AP: 36 CLS: GMF GRP: RU
RAN: 10 DUR: | ARE: NA RES: AGI DAM: 10BL

This creates a buming symbol which will strike a single it he fails an AGIx3% roll. doing
the indicated bum damage and leaving an impression like a brand in the shape of any
continuous symbol the caster chooses to draw. Damage done is located.

ggn of Light

1.8 MP:6 AP: 26 CLS: GMF GRP: RU

RAN: 10 DUR: 1Mi ARE: NA RES: NA DAM: 0

This creates a glowing symbol drawn by the caster which hangs in the air where it is cast for
the indicated period, casting light equivalent to that of a torch throughout the indicated radius.

gn of Power

T: 9 MP:12 AP: 104 CLS: AGF GRP: RU

RAN: 10 DURIMi ~ ARE:NA RES: WIL DAM: S

This causes any entity of a spiritual nature or of extra-planal origin to have to make a WILx3%

roll or be driven away from the caster for the indicated duration. having his AP reduced by 50

should he attempt to attack or approach within the given range of the caster during that period.
AP: 260 CLS: DNF GRP: RU

St s
RAN:T ARE: NA RES: NA DAM: 50R

When drawn on a movable surface like a door or window this will immobilize or seal shut that
moving object until someone does the indicated damage to it in & single blow. or a percentile
rollis made within the total combined applied strength divided by 3. Untifone of these conditions

is met the target will remain sealed. The sign is visible to Mana Sight but not to normal vision,
&ﬂn of Warding

T.8 MP: 15 AP: 225 CLS:CGD GRP: ENPR
RAN:10 DUR: W ARE: NA RES: JUD DAM: S

This sign, when seen as a written image or when made in the air will cause those seeing it to
lose WP if they fail a JUDx3% roll. Once that save is made against a stationary sign it need not
be madeageun. If the sign is made in the air it has a duration of only 1 minute. but does double
damage. K can be set up to effect anyone of a specific moral orientation, such as those with

many positive or negative karma or dharma points, though it will work against only one ofthose
four areas. It causes the difference between the caster's DP or KP and the viewer's DP or HP
as specified. to be subtracted directly from the targets WP and at the same time it does half of
that damage as AP damage to the target and 1/5th of that damage as HP damage to the target.

Silence
CST:8 MP:8 AP: 117 CLS:BEA GRP: COST
RAN: 10M DUR: 1M ARE: NA RES: INT DAM: 0

This makes the radius indicated completely silent, blanking out all noise and sound originating
within that area or entering it for the duration of the spell.

Simulacrum
CST: 16 MP: 16 AP: 461 CLS: CMF GRP: ENNE
RAN:S DUR: 1Da ARE: NA RES: NA DAM: 0

This creates a duplicate form from the physical essence of the caster which can operate and
function justas the caster would. under his command and direction, but capable of thought and
decision making within limits. The caster essentially loans part of his own substance to this
creation, giving ita certain percentage of his characteristics and statistics which it uses to form
ftself. The casters stats are reduced by the amount donated for the duration of the creation.
while the creature has stats equal to five times the amount donated. The stats of the creation
cannot be greater than those of the original. Donation can be done evenly overall or greater
with some stats and less with others, as the caster chooses. The life of the creationcan be
extended so long as the caster is willing to leave his stats reduced by the indicated amount.
However the percentage by which the stats are reduced is added up cumulatively to determine
a permanent loss of characteristics which may result. The permanent characteristic loss is
equalto the percentage donated multiplied by the number of days of duration. divided by 5. with
Ssu from this total. Thus. if a mage were to donate 20% of his stats accross the board
for three days. he would have all his stats reduced by 20% for each of those days, and have
a permanent loss of ($ZO+20+20>)/5 -5%=7% from each stat involved. This provides a nice
limiting factor. Some of the effects of this can be reduced by keeping some stats low in donation.
Sincerity
CST. MP: 6 AP: 33 CLS:BHD GRP: MY
RAN:S DUR: 10Mi ARE: NA RES: INT DAM:0

This will make whatever the caster says during its duration completely convincing as if it were
revealed truth to any who hear itand fail an INTx3% roll. it essentially makes liars and conmen
as effective as possible.

Skill Enhancement
CST. 6 P.7 AP: 83 CLS: BED GRP: MY
RAN:S DUR: 1Ho ARE: NA RES: NA DAM: 50SP

This increases skills temporarily by making available the indicated number of SP. Itworks only
1o enhance skills which the character has previously spent SP on and they cannot be increased
beyond twice their original level.

Sleeg
CST. MP: 9 AP: 61 CLS: CHC GRP: ENST
RAN:3 DUR: 10M ARE: NA RES: WIL DAM: 0

This causes a single target to fall asleep instantaneously if he fails a WILx3% roll. remaining
asleep for the duration of the spell or until awakened on command of the caster. by taking
damage or by being shaken awake. which will take.1D6+1 CR to be effective.

Sleepless Death

CST. MP: 15 AP: 243 CLS: BEB GRP: MY
RAN:T DUR: | DEL: 1We RES: CON DAM: S

This causes a single target to be unable to sleep for the duration of the sﬁell. during which time
he will become weaker and weaker until at the end of the delay period he will die. This takes
the effect of the character losing 1 HP and 1 FP per hour from the moment of the casting of the
spell. Every 8 hours he loses T point of CON and STR as well. When all these stats reach 0
he lapses into a coma. Atthe end of the week of delay all life functions cease. While the spell
is in effect normal regeneration of HP and FP cease. Finally. as the spell progresses. the victim
loses AP each day. His AP are reduced by five times the number of days that he has been
suffering under the spell. Thus. in the first day his AP would be lowered by 5 and in the last day
they would be lowered by 35.

Slow Time
CST: 11 MP: 13 AP: 305 CLS: AED GRP:W
RAN: 10 DUR: 10Mi ARE: NA RES: TAL DAM: 0

This slows the flow of time in a limited area. The effect s to halve the AP of those within range.
exceptfor the caster. t also has the same effect on ongoing activities and phenomena, halving
their rate of progress.

Sobriety

CST: MP: 10 AP: 60 CLS: CFB
RAN:T DUR: 1Da ARE: NA RES: CON DAM: 0

This protects a single target or the caster himself from the effects of all forms of alcoholic
beverages for the indicated duration. Atthe point where he should become drunk he remains
sober it he can roll within CONX3%.

Social Characteristic Enhancement
CST:5 MP: 6

GRP: PHST

GFP: MY

:6. AP: 39 CLS: AEE :
RAN:S DUR: 10M ARE: NA RES: NA DAM: 1Charac- . -
teristic Points : ‘ ;
This tamq%rari!y enhances one of the characteristics ZEA. CHA, APP or SOC by the indicated
amount. Thatincrease is indistinguishable from a natural characteristic of the increased value.
Sonar Vision
CST:5 MP: 6 AP: 65 CLS: BED GRP: MYWI
RAN:5 DUR: 10M ARE: NA RES:NA - DAM: 0

This allows the caster to see with sound. in the manner used by bats and some marine
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: jects and creating a sort of raphical map inthe
! und . low one to see color or muc il, or differences
in flat surfaces, but it will show objects and outiines regardiess of light or conditions.

CLS: BOC GRP: W
o RES: WIL DAM: 0
i It will ‘mrferewi;? hd&&whﬁh%um bard
. Rwill i soul spells, ially an! ic
spells or other spells which use Singing as an element and spells which ryuirey verbal
It aiso interferes with the Incantion skill if it is used within the radius, though not if
effects into the radius.

CST:7 MP:7 “AP: 27 cs: 3
Be | DEwe el RENCBNCT
gonic effects for the duration of the spell.

Soui. ng :

:3
ﬂgigspdlirdueninbmepdninenﬁﬁoswhnchmpﬁmaﬁ spiritual in nature or of extra planal
origin, such as demons and undead. If the victim fails azwfﬂ% roll he loses the ind»%ated
amount of AP for each CR that the spell lasts and suffers severe pain during that period, which
may encourage him to cooperate with the caster.

Sour Mi
CST: 8 MP: 15 AP: 34 CLS: COC GRP: BESH
RAN : 100 DUR: 1W ARE: NA RES: CON DAM: 0

This euuaes milk to go sour, either a specific store of milk or milk inside & cow so that that cow's
milk is tainted for a period of a week. The cow may make a CONx3% roll to keep its milk pure.
but milk which is outside thecow gets no resistence roll.

Spatial Awareness
CST: MP:6 AP: 52 CLS: BEA GRP: MY
RAN:3 DUR: 10M ARE: NA RES: NA DAM: 0

This gives the caster unusual awareness of events happening around him, without his havin
o seg those events or actions Oppens I .

(S:%acnl Projection
T. 8 MP:6 AP: 59 CLS: ANE GRP: SOSH
%:J “i " 1"?:JR: 10Mnt° AFE: r:gdy thF!ES: NA p DAM: 0
Il allows the caster to project his into the spirit plane directly. It tums him
femporarily into & spectral entity. His body retains the abilgy to manipulmubstance. but
becomes insubstantial itself, though weapons borne can do damag: to material targets. In this
form he can pass through solid objects if he can roll within WILx3% and cannot be harmed by
lcalw::fons ithe can make a INTx3% rollin that round to let them pass through his body.
I8 does not work against magical or blessed weapons. The caster can take a total mass of
100kg into the spectral plane including himself.
AP: 59

S%aech
CST:.7
mporarily endow an inannimate object with speech. though such speech can on

be heard by the caster. The intelligence ani knowledg: of such gn object ﬁmned by g
experience and the degree to which it has interracted with intelligent beings. it may also have
a personality based on its experience and need not necessarily respond to questions truthfully
or ooopemhveg;.qTo e this spell useful. it is assumed that objects have some sort of spirit
:cud ?i:?' to & degree, observe what goes on around them, though their perspective may be

T"l Alteration B

: :8 AP: 81 CLS: ACB GRP:EN
RAN:T DUR: X ARE: NA RES: S DAM: 0

This allows the caster o alter the fundamental nature of a spell. provided its CL is lower than
the CL of this spell. For each CL over the CL of the subject spell the caster may alter one of
the letters of its CLaSsification to any other Wssible letter, essentially changig it to another
spell. For example, he could change Repe! Water gEGD) to Tumn Undead {( %). Note that
bmmowqu:rassweormuonarysub]ect is . most likely a spell setin a matrix. The
m m@ mg)e spelllasts for as long as the original version would have lasted and shares

CLS: DJB GRP: DIEN

AP: 88 CLS: AFB GRP: EN
ARE:NA RES: NA DAM: 10MP
essentially protects an established spell from tampering and investigation. For the
g;:pous of negation and dispellation effects, it adds the indicated amount to the total Mana
int ofthe spell. In addition, for each CL of this spell which is thrown on another
spell or complex of matrixed spells, someone attempting to e or alter that spell must

increase the CL of the spell he s using by two in order to negate the effects of this protection.
CST:5 MP:6 AP: 38 CLS: DO |

: : : : DOE GRP: GE
RAN:S DUR: 10M ARE: NA RES: NA DAM: 0

This transforms the caster into stone without doing him any permanentharm. His flesh is tumned
1o rock and he cannot move or be harmed save bmmings which would d stone. He retains
awareness of himself and what on around him for the duration. The statue form is made
from whatever type of rock or earth material the caster is standing on at the time. so long as there
is at least 1 cubic meter of it present. He takes on all the characteristics and resistence of the

2

stone from which he is made.

Steal Knowledge
CST: 6 MP: 8 AP: 219 CLS:BNC GRP: MY

RAN: T DUR: 1Ho ARE: NA RES: JUD DAM: 50SP
This allows the caster to steal knowledge from another person. it will remove the indicated
number of SP from skills of the caster's choice which the target has demonstrated in his
nce and give him those SP and the skills which they were devoted to. The target loses
t portion of his ability and the caster gains it for the duration of the spell. 1t will work with any
skill and increased CL can increase the amount transferred. If the number of SP transferred
are less than the total which the target has devoted to that skill, he retains what is left over and
essentially shares the skill with the caster.

Steal Sight

CST:3 MP: 14 AP: 177 CLS: BHC GRP: SHPR

RAN: 10 DUR: 1Ho ARE: NA RES: TAL DAM: 0

This causes a single target to lose his ability to see for the duration of the spell.

Stealth

CST. 4 MP:5 AP: 45 CLS: BED GRP: CO
:S DUR: 1M ARE: NA RES: INT DAM: 0

RAN :

This allows the caster to move and act with enhanced stealth and reduced chance of being
observed, making his form less easily spotted and his movements more silent. it has the direct
effect of giving the caster a 15% bonus on all stealth-related rolls. Additional Casting Levels
add the same amount again.

Stone Travel

CST. 11 MP: 12 AP: 65 CLS: DKE GRP:GE

RAN : 100K DUR:| ARE: NA RES: NA DAM:0

This allows the caster to assimilate into a piece of rock and emerge anywhere that a piece of

the same type of rock is present. Both pieces of rock must be at least 1 Cubic Meter in volume.
it can also be used with other earths. such as various metals. The destination must be within
the range, the caster must touch the departure stone and the transport is instantaneous.

Stonefiesh
CST MP: 4 AP: 28 CLS: COD GRP: GE

RAN:S DUR: 1M ARE: NA RES: NA DAM: +1AV

This transforms the skin of the caster to a stone-like consistency. Each CL gives the caster 1
point of absorbtion AV all over his body against club. edge and point damage. However, each
CL also lowers his AP by 3 for as long as the spell lasts.

Strildnag Stones

CST. MP: 7 AP: 10 CLS: DJG GRP: GE

RAN: 10 DUR:| ARE: NA RES: MIS DAM: 10CL

This causes one or more stones to rise up from the ground and strike a single target if the
character rolls to hit successfully. Each additional CL adds one stone and each stone does
separate located club-type damage.

Substantial lllusion

CST. 15 MP: 12 AP: 303 CLS: BOD GRP: CO

RAN : 3M DUR: 10M ARE: NA RES: NA ~ DAM: 10

This gives substance to illusionary creations. endowing them with lifting and damaging
ilities. The illusion can do up to the indicated amount of damage and manipulate material

objects including lifting up to Skg of material. The specific type of damage is up to he caster.

Higher CL will increase the damage proportionally. Remember that a Visual lliusion is

necessary to support this spell.

Summon Air Spirit

ST: 12 MP: 19 AP: 1192 CLS:ALD GRP: AE
RAN : 10K DUR: 10Mi ARE: NA RES: WIL DAM: 0
This spell will summon an earth elemental who will remain for the duration of the spell. It will
have full physical substance. but will not serve the caster unless givena good reason. The form
the elemental will take is not fully fixed. though it will tend to be humanoid. It will have around
80 HP and around 100AP. It can attack with two wind blasts or lightning botts for about 1012
damage each and it will have a STR of approximatly 24 with a DC of around 15. These stats
are variable to some degree. depending on weather conditions. The elemental will appear to
materialize from he air when summoned and has human level intelligence. Most elementals
of this sort have from 100 to 200 WP.

Summon Darkness

CST.7 MP: 9 AP: 52 CLS: HGA GRP: DA

RAN : 10R DUR: 1Mi ARE: NA RES: NA DAM: 50AP

This causes night-like darkness to cover the indicated radius around the caster. The darkness
reduces the effective AP of everyone in that area by the indicated amount for the duration of
the spell. There is a limit to how much darkness can restrict movement. so additional CLs
cannot be used to increase AP loss.

Summon Earth Spirit
CST: 12 MP: 18 AP: 1182 CLS:ALD GRP:GE

RAN : 10K DUR: 10M ARE: NA RES:WIL  DAM:0

This spell will summon an earth elemental who will remain for the duration of the spell. It will
have full physical substance. but will not serve the caster unless %Nenagood reason. Theform
the elemental will take is not fully fixed. though it will tend to be humanoid. It will have around
60 HP and around 60AP. fts fists or other appropriate attacks will do 1012 damage and it will
have a STR of approximatly 24 with a DC of around 15. These stats are variable for the form
and the type and strength of the earth from which it is drawn. In a region of sedimentary rock
it might be weaker, while in & region of irons and metamorphic rock it might be stronger. The
elemental will appear to rise up out of the ground when summoned and has human level
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intelligence. Most elementals of this sort have from 100 to 200 WP

ch_tl\.mon MP: 14 AP. 647

: : ;64 CLS: ALD GRP: EL

R ot P LB il ot
summon mental, but it must

lsamed separatsly for each of the four major nts, Earth, Air, Fire and Water. Th;“reisno

that the elemental summoned with the spell will be i i
guaran't::“ oy, spell will be accomodating unless bribed,

sthP: 1

twill hcwasmdxpmgin?aty%wima
volume of fire from which it is drawn and other approrpiate conditions. The elemental will
emerge from the fire when summoned and has human leve! intelligence. Most elementals of

this sort have from 100 to 200 WP,
e g P
: : : 64 CLS: CGD GRP: HYBE
RAN : 100 DUR:| DEL: 10Mi RES: TAL DAM: 0
This summons all of the fish of a specrp:c%pe which are within the indicated radius directly to
the locus of the caster, calling them di from the water and depositing them around him,
80 that they seem to leap out of the water and land at his feet.
Sumi us Loci
CST: 10 MP: 16 AP: 845 CLS:ALD GRP: SH
RAN : 1000 DUR: 10Mi ARE: NA RES: WIL DAM: 0
This will call up an animistic spirit from the region in which it is cast, usually a guardian spirit or

spirit of the given place. Such spirits vary in power and orientation depending on the nature and

of the place and events which have happened there. This in%eludesgﬂ\e summoning of
guardian spirits of wooods and rivers, even when they approach an almost godlike level of
power. It gives no guarantee of control or cooperation.

Summon Obj

CST:9 MP: 1 AP: 89 CLS: DKB GRP:WM

RAN : 1000 DUR: | ARE: NA RES: NA DAM: 1kg

This aliows the caster to summon to him any object within range with which he is familiar by
touch and which masses less than 1kg. It willbe summoned regardiess of material barriers and
will appear in his hand.

Summon Spirit of the Dead
CST.7 MP: 14 AP: 389 CLS: ALB GRP:NE
RAN : X DUR: 10M ARE: NA RES: WIL DAM: 0

This will summon up a dead spirit with which the caster is familiar or to which he has some sort
of bond through remains or personal effects. The ease with which the spirit may be summoned
varies depending on how long it has been dead and its WIL at the time of death. Each spirit
has a resistence equal to 3 times its WIL ?lus 3 times the square root of the number of years
since its death. The chance of successfully obtaining the spirit after successfully casting the
spell is 100-Resistence as a percentage. However. the caster can expend WP to reduce the
resistence at a rate of 1 WP per point off of resistence. However. once a spirit arrives. if it is
hostile, it may be necessary to engage it in WIL battle as well or contain it inside a Triange of
Binding, lest it attempt to possess the caster or someone else. The spirit will remain in the
material world for the duration of the spell, but need not be fully cooperative.dead spirit

Summon Water Spirit
CST. 12 MP: 19 AP: 1192 CLS: ALD GRP: HY
RAN : 10K DUR: 10Mi ARE: NA RES: WIL DAM: 0

This spell will summon a water elemental who will remain for the duration of the spell. It will have
full physical substance, but will not serve the caster unless given a good reason. The form the
elemental will take is not fully fixed, though it will tend to be humanoid. It will have around 80
HP and around 60AP. It can fire two waterblast attacks for about 1012 damage each and it wil
have a STR of approximatly 24 with a DC of around 15. These stats are variable for the size
of the body of water from which it is drawn. The elemental will appear to rise up out of the water
bvmonzoosuwmpmomd and has human level intelligence. Most elementals of this sort have from 100

AP: 108 CLS: ELD GRP: HY
W: T DUR: 1Da ARE: NA RES: NA DAM: 0
This will summon up water from  beneath the surface of the ground to form a spring which
will last for the duration of the spell. ltwill draw the water from the nearest available underwater
source, and depending on the nature of the source and the availability of water in the region the

duration may be greater or less than indicated at the GMs discretion. There may be a delay

in achieving results if the nearest water is at a signifcant distance.

Summon Woodland Spirit

CST: 10 MP: 16 AP: 845 CLS:ALD GRP: BEHE

RAN : 1000 _DUR: 10M ARE: NA RES: WIL DAM: 0

This calls upl:rgoum_fyomhem around the caster if he is in a wooded area. It can be any
of woodland spirit, from a Faun to a Dryad or something much more powerful. What spirit

will show up at any given place or time should be mostly up to the GM. Such spirits are not
necessarily hostile, g‘hough they may not take well to ben‘g%isturbed. d

YWSCOCART

Suspend Animation
CST:5 MP: 15 AP: 338 CLS: CEC GRP: MY
RAN:S DUR: 1Ye ARE: NA RES: WIL DAM: 0

This %Iaces the caster in a state of suspended animation for the duration of the spell. It lowers
allof his bodlfunctions to aminimal level, so that in the course of a year his body goes through
about a week of subjective physiological time. The result is that at the conclusion of the term
of the spell the subject is extremely hungry and rather weakened and dehydrated, but alive. It
also increases resistence to cold and adverse conditions and keeps characters at a # resutt for
slow death from dying until after the spell wears off. Of course. while in this state the subd‘act
cannot defend himself or make any actions and rousing him before the spell wears off will be
extremely difficult and possibly dangerous to him.

stemic Purge
CST. 9 MP:9 AP: 183 CLS:CND GRP: PHMY
RAN:T DUR:| ARE: NA RES: NA DAM: 0

This removes all foreign substances from the blood and tissue of a single target or the caster
himself. provided such poisons or foreign materials are not resent in sufficient volume to be
fatal. Itis excellent for effecting instant sobriety or curing a hangover.

Tactile lliusion
CST. 9 MP: 9 AP: 175 CLS: BMA GRP: CO
RAN: 3M DUR: 10Mi ARE: NA RES: NA DAM: 0

This will give the illusion of tactile sensation to an object or to an llusion created with one of the
other illusion spells. ft can make something feel like anything which the caster is familiar with
and can giveillusions the feel of solidity. though not the ability to manipulate or effect real matter.

Telekinesis

CST: 7 MP:9 AP: 73 CLS: BKC GRP: MYWI
RAN: 10 DUR: 1Mi ARE: NA RES: NA DAM:10S
This allows the caster to move material objects with the raw force of his mind with no visible
connection between the force exerted and the caster. He can do up to 6 points of damage with
ablow from the spell or cause 30 points of AP damage. He can also move 1kg of mass at 10kph
orany equivalentaction. Fine manipulation is not necessarily possible uniess the character can
make an INT roll adjusted for the difficulty of the manipulation as detemined by the GM.

Telglpethic Projection
CST: 4 MP: 10 AP: 130 CLS:BAC GRP: MY

RAN: 10 DUR: 10Mi ARE: NA RES: WIL DAM: 0 ]
This allows the caster to initiate direct mental communication with anyone of his choice who is
within range. He can only telepathize with one person at a time. but can switch from person
to person at choice within the duration. It allows the caster to send his thoughts into the minds
of others and to receive those thoughts which someone he is in communication with chooses
to make available to him.

Teleport
CST. 19 MP; 13 AP: 92 CLS: AKE GRP: WZ

RAN : 10K DUR: | ARE: NA RES: NA DAM:0

This transports the caster and additional material to a total of 100kg anywhere within the
indicated range. instantaneously. assuming he is familiar with the location to which he is
teleporting. such familiarity requiring having spent significant time there.

Thorn Barri
CST: 8 MP: 10 AP: 80 CLS: CFF GRP: HE
RAN: 10 DUR: 10Mi ARE: NA RES: NA DAM: 15PL

This summons up a wall made of woven thorns. presenting a formidable barrier to those who
wish to pass through it. who may take darnaqe from it. Any attempt to pass through the barrier
will cause the indicated damage. and will fall unless a STR% rollis made. The barrier can be
cut through. but it is necessary to do 60 points of damage to the barrier to break through it.

Thoughtseeker
CST: 18 MP: 30 AP: 1458 CLS:AMB GRP: MY
RAN : 60MV DUR: S ARE: NA RES:S DAM: 100WP

This creates an artificial spirit which is programmed to seek out sppeciﬁc thought patterns. When
it finds them. it will expend itself as a WIL attack against the WP of that person. f it eliminates
the WP of & person. that person dies. f it has WP left over at this point it will carg on to the next
nearest af>ersc>n with that thought pattern. carrying this on until it has expended all of its damage
potential. It expends WP in untits of 10 per round. Each WP it uses up knocks an equal number
of WP off the victim. but it loses the WP thus expended. It is also subject o attack through a
Will Battle if the victim has that ability and is aware of what is going on.

Timesto
CST. 2! MP: 17 AP: 417 CLS: HNA GRP: W
RAN : 10R DUR: 10Mi ARE: NA RES: NA DAM: 0

This freezes time in the indicated radius area for the duration of the spell. During that time no
one in the area or entering the area may move or perform any actions with the exception of the
caster. However. though the caster can move and manldpulate objects ancidpersons. the

substance of those persons and objects is frozen in time and cannot be damaged or altered in
any way.

Touch of Death

CST: 14 MP: 11 AP 197 CLS:BR8 GRP: NE

RAN: T DUR:| ARE: NA RES: WIL DAM: S

This will killa single target who the caster touches. at his touch. if that target fails a WILx3% roll.
It kills by destroying the mind. without leaving a mark on the body. If the target is attempting
to evade the fatal touch the caster must roll to hit.

Trace Teleport
CST: 11
RAN : 100K

GRP:WM
M.

CLS: HDD

MP: 15
RES: NA

DUR:1

AP: 585
ARE: NA




Whena has into or out of an area where thi i
”J:':’W teleported is spellis cast, the caster can use

this iscover where he teleported from or to, with an i enough to effect his
own teleport to that place. It will also work with spells which ngt?:ndsimilgly to teleport,
generally those spelis with K as the middie letter of their classifciation.
'gg{lprs'bneue MP: 10 AP:

5 4 : 30 CLs:CB GRP: SHEN
RAN: 10 DUR: 10Mi ARE:NA RES: CON DAM: 0
This gives the caster control of the ue of a single target within range, allowing him to dictate
mentally the words which come from that person's mouth for the duration of the spell. It does
noteffect or alter body movements and if the victim resists speach can be somewhat distorted.
Transfer Damage
CST:§ MP: 6 AP: 48 CLS:CNB GRP: PHMY
RAN:T DUR: . AREINA RES: TAL DAM: 10HS
This wil transfer damage up to the indicated limit from the caster to any other person who he
un_bueh.me:;nag &rgot and the target fails a TAL save. The wounds transfered are
I,

: 5 1133 CLS: AND GRP:EN
RAN:T DUR: X CAP: 10MP RES: NA DAM: 0

This will transfer the indicated amount of mena from one mana receptacle o another, assumin
the spirits or enchantments comrglling‘bom are willing. it will trangfer mana from one rso%
another, from a person to a magical tem or from one magical item toanother. ftwill only work
mmmum. n:tom mnnm n:hncnh hﬁs stbeen vrnpnri;tsed :trltnhx a sp":II. 80 wf:llefo it might re'r;ove the

> o m it will not remove its matrix or ntial for power. ttems are
considered unwilling unless sentient and consenting or craatedp%ﬁyame castepf',

EST 7 . MP: 14 AP o

] : : 343 LS: COC GRP: BEEN
RAN:3 DUR:1Ho ARE:NA RES: TAL DAM: 0

This transforms ango?mglo target within range into any creature or object with which the caster
is familiar without r:g:ny actual physical damage to the target. The target gains all of the
physical attributes of the thing he is tumned into, but retains his own mental aftributes. f he
remains in the new form for an extended genod of ime, after his INT in hours whe will begin
%0 lose LSP and NSP at a rate of 5% per hour. The points lost may be respent on skills and
abilities native to his new form. If he is restored to his natural form his original skills and abilities
will return &t the same rate.

gg{’ 8 . MP:9

: : AP: 49 CLS: EKD GRP: PH
RAN:T DEL: 1Mi ARE: NA RES: NA DAM: 50HS
This will transfer biood from one person to ancther to negate the effects of the indicated amount
of overall poison or blood loss damage and transfer them to the person who is donating the

blood to the original victim.

; s AP; 210 CLS: BOD GRP: DI
RAN: 10 DUR: 10Mi ARE: NA RES: NA DAM: 0

This will cause the caster to percieve the speech of another person onwhom itis cast as being
in his own language. as closely translated as possible. by reading the surface thoughts of the
speaker and expressing them in the caster's mind in his familiar idiom.

SEE wp

: ; AP 1T7 CLS: AKD GRP: WM

RAN : 10K DUR:| _ ARE:NA RES: TAL DAM: 0

This asingle target massing up to a total of 100kg anywhere within the range. so long

as the destination to which the target is sent is familiar to thecaster. such familiarity requirin:
that he have spent significant time there. Transport is instantaneous. The targewnaequakg
& TALx3% roll to avoid being teleported.

SER" vy

: ;13 AP: 296 CLS: DOD GRP: AL
RAN:T DUR:X ARE: NA RES: NA DAM: 0

This will transform up to one kilogram of matter from one material to another. The mass of the
substance is maintained so it will become smaller or larger depending on change in density after
the transformation. This is known most commonly intended for the transmutation of lead or
other substances into gold. One kilogram of gold is worth about 700M.

Es"?"?‘{” MP: 11 AP

: : ;212 CLS: COD GRP: HE

W : 10 DUR: 1Da ARE: NA RES: NA DAM: 0

This will weave the branches of a decent-sized tree into an elevated dwelling which with interior
space of about 10 Cubic Meters. enough to house three people in some rt. ltshelters well
from wind and rain and will keep animals out.

Triangle of Bindi
ST8 w8

2

cs A AP: 47 CLS: AFF GRP: NE
RAN:1M DUR: 10Mi ARE: NA RES: S DAM:§
This creates a spirits summoned after death. The triangle has

T d
ength again: attacks equal to four times the caster's WIL. Spirits must first face
that barrier if they wish to break free from the triangle. a

AP 122 CLS: AAC GRP: EN
W 1 _ARE:NA RES: NA DAM: 0

This gives an enchanted item the !blw fo release its power on receiving a comand or being
exposed to a specific circumstance. When the spell is cast the caster establishes conditions

under which the spell or power it is linked to will be activated. This can be any conjunction of
conditions, any event. or even a mental command from the caster or some other person as
specified. Once the conditions are set they cannot be changed until the spell has run out.
Activating the trigger with a mental command has a delay equal to the 1/10th of the AP cost of
the spell or power which is being activated or 30AP, whichever is higher.

True Flight

CST: 2 :5 AP: 13 CLS: DJIC GRP:

RAN:T DUR: 1CR ARE: NA RES: NA DAM: AR+5

This increases the chance of & missile weag%n hitting the target at which it is thrown or fired.
It adds two to the attacker's Missile Attack Skill Rating with that weapon.

True Sight

CST:5 MP: AP: 39 CLS: BEE GRP: ENPR
RAN:S DUR: 10Mi ARE: NA RES: NA DAM: 0

This allows the caster to see the true nature of things. He can see through illusions and even
see the outline of the true form of a shapechanged creature. twill onrz see truly through spells

which cost 15 or fewer Mana Point Cost unless cast at a higher CL to compensate for this
limitation.

Truths|

CST. MP:7 AP: 89 CLS:BD GRP: DI

RAN:T DUR: 10Mi ARE: NA RES: WIL DAM: 0

This éompels the target to speak only the truth for the duration of the spell. should he fail a
WILx3% roll. If he makes the roll he need not indicate that he is lying and the caster may not
know whether he is telling the truth or not. While the character is tel mgrmevum.there is nothin

to dictate how much of the truth or what aspect of it he relates. Half truths and slightly twi
truths are possible.

Tsunami/Tidal Wave

CST. 14 MP: 23 AP: 170 CLS:EJA GRP: HY
RAN : 100 DUR: 3Mi ARE: NA RES: AG DAM: S

This calls up a tidal wave which strikes any area aﬂacent to a decent sized body of water. All
persons intgatareatakea 30 point overall attack at the start of the effect and 2 points of damage
per round thereafter. An AGI save can halve the damage from the initial attack. but the later
effects continue. Similar damage is done to structures and any flora or fauna which get in the
way.

Turn Wood
CST. 2 MP: 4 AP: 16 CLS:CGD GRP: HE
EIQN+5 S DUR: 1Mi ARE: NA RES: NA DAM: defense

This will cause objects made of wood or with wood as one of their major components to resist
striking the caster. Each CL increases the caster's defense SR against wooden objects by the
indicated amount.
Unbinding

CST:7 MP: 11 AP: 327 CLS:BNC GRP: ENSH
RAN:T DUR:| ARE: NA RES: NA DAM: 50MP
This will break magical bonds of all sorts. doing the indicated number of MP damage to the bond.
The resistence of the bond is equal to the number of MP put into it when cast. If this is exceeded
it will break or be dispelled.

Unclean Calling
CST: 12 MP: 14 AP: 59 CLS: CKG GRP: PR
RAN: 10 DUR:| ARE: NA RES: MIS DAM: 508

This spell is rolled as missile ray attack. The caster specifies an organ or bone which he is
calling to himself and then attacks/locates with that as his aiming area. Sub-location is
automatically rolled to determine what specific result he gets. He mmm getthe organ or bone
he intended. but sub-location will determine what he actually gets. The immediate resutt of the
spell will be an automatic # damage result or an S resultifina limb. This effect bypasses armor.

Unravelling

CST. 15 AP: 312 CLS: ANA GRP: ENSH
RAN : 10 DUR: | DEL: 10M RES: NA ~ DAM: 50MP
This negates enchantments up to a total strength of the indicated MP within the radius given.
It strikes against the matrix of an enchantment and need only overcome the actual MP of the
enchantment, not any MP resevoir involved.

Unsealing
CST: MP: 10 AP: 225 CLS:DNC GRP:EN
RAN:T DUR: 10Mi ARE: NA RES: NA DAM: 40I

This will do the indicated amount of damage specifically towards breakir&gfgen doors which
are magicalléas;aled. it must be cast at the second CL to negate 1CL of Sealing. Remember

that Impact Damage is only half cumulative.

Veil of Death

CST: 56 MP: 35 AP: 1715 CLS: CRF GRP: NEEN
RAN: 10 DUR: 10Mi ARE: NA RES: CON DAM: 0

Those passing through this invisible magical barrier must make a CONx3% roll or drop dead
on the spot. This effects all persons passing the barrier for the duration of the spell.

Veil of Madness
CST: 15 MP: 10 AP: 264 CLS: BPF GRP: MY
RAN: 10 DUR: 10Mi ARE: NA RES: WIL DAM: 0

This creates an invisible barrier of magical force which causes all those passing through it to

o temporarily insane. Those effected. after failing a WILx3% roll will lose 60 AP in the round
immediatly following affiiction. 50 the next round. 40 the next. etc until the AP loss reaches 0.
In addition. they will be affiicted for the next day %a tendancy towards paranoia and psychosis,
manifesting as seems appropriate to the GM. They are also likely to be violent and alienated
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in the first few rounds after being effected and are likely to attack friends and companions.

e wen

4 : : 396 CLS: ADB GRP: DEN
RAN:10 ~ DUR:1Da _ ARE:NA RES:S DAM: 0

This causes & person to leave a trail of mana which is visible if the caster rolls within 3 times
the targets TAL. ﬂnlrdlmt;ecastonapersonoronaplaeewhere he was present within
the duration of the spell. The trail can be followed to locate the target. The power of any magic
items in the possession of the target might also be added into the roll.

MP:9 AP 175 CLS: BMA CLS: CO
AN:3M(v) _ DUR: 10Mi ARE: NA RES: NA DAM: 0
This creates an il lm_aqeeonfonmn?toamemal image developed by the caster. It can
be of up o 3 Cubic Meters in volume and looks fully real, in full color and three dimensions. In
addition, it will display action and movment as programmed by the caster for the duration of the
Il, and if it is within his sight he can direct its actions as he observes it. Although such an
looks real, it has no substance or ability to maniﬁ:late reality or material objects. nor can

Visual liiusion
CST. 8
RAN:

it issue sound appropriate accompanying spells are employed.
XS.#B 9 MP: 12 AP
¥ : : 303 CLS: BOC GRP:EN
RAN: 1 DUR: 1We ARE:NA RES: WIL DAM: 0
This obscures the appearance of a single surface up to one square meter, such as a face or

awritten . The normal appearance of this surface is replaced by an unfocused blur for the
dmmw.mmnseemmu h the blur if they make a WIL% roll, butotherwi
the area covered by the spell is obscured. v g ° wiee

CS.T gf Com u"§ 10 AP: 144 CLS:BA G
K 5 : :B RP: EN
RAN:10 DUR: 10Mi ARE: NA RES: WIL DAM: 0

When the caster of this spell gives a simple command, all those within range who hear it will

Ty BRSSP o 7 S
a . The action cannot take longer than the duration of the spell, and the

instructions should consist of no more than a simplegsentenoe of command. e

Voice of the Wind

CST:8 MP.6 AP: 88 CLS: AND GRP: AE

RAN: 1K DUR: | . DEL:10M RES: NA DAM: 0

This aliows the caster to send his voice out on the wind so that it will be heard by anyone he
chooses to direct it to who also comes into contact with that particular breeze or wind. fttravels
1o its destination atthe of that wind, and is fully audible to the target at the volume that
itwas originally spoken. Note that this may be used to enhance the ranFe of some spells which

depend on being heard, but the effectiveness of this should be carefully arbitrated by the GM.
gg}lt_u‘f‘ulmss MP: 10 AP c

: K : 54 LS: BHE GRP: MYST
RAN:S DUR: 3Da ARE: NA RES: NA

N : ! DAM: 0
This allows the caster to remain awake for up to the duration of the spell without having tosleep.
During that period he will regain FP ata rate of his Fl every three hours. However. after the spell
wears off he will lose his Fl every hour for a number of hours equal to the number of total hours

he was under the effects of the spell. The spell ends when it runs out. when the charact
bsleeporwhenhovolumarilyxnoels‘mpe enhe cheraciergoss
CETTET ™ e 12 a0

: 3 . 208 CLS: HMF GRP: DA
RAN: 10 DUR: 10Mi ARE: NA RES: NA DAM: 50B0

This creates a wall of darkness 10Mx10Mx1M. Anyone entering it will become disoriented.
taking the indicated damege overall plus 50 potentizl AP damagg.

%%WNMP 12 AP
: s : 208 CLS: HRF GRP: WM
RAN: 10 DUR: 10Mi ARE: NA RES: NA DAM: 5080

This m an invisible barrier of force which, rather than stopping movement. disintigrates
m which w“rrwc»ugh it, dou;g t?g |:<é|dc;ted da;nage overﬂgll r;‘ot only to persons, bu:J

object or .80 that in jon to damaging fiesh. armor. weapons ani
even clothing can bl e e

destroyed.
Wall of Flame
CST 2 MP: 17 AP: 209 CLS: GMF
RAN: 10 DUR: 10Mi ARE: NA RES: AGI
This creates a wall of flame 10Mx10M by 1M thick. Anyone
indicated amount of overall flame damage, unless they make an

GRP: PY

DAM: 40BO
ing through it takes the
IX3% roll, in which case they

take half damage.
&d'll'a: MP: 10 AP

: 3 : 60 CLS: CHF RP:
RAN: 10 DUR: 10Mi ARE: NA RES: CON A

DAM: 0
This creates an invisible barrier. Anyone passing through it for the duration of the spell will fall
asleep until the spell wears off, uniess they make a CONx3% roll. e

Wall of
CST: 12 MP: 15 AP: 405 CLS: DMF GRP:GE
RAN: 10 DUR: ARE: NA RES: NA DAM: 1100R

10Mi
This creates a wall of steel 10M by 10M and 1M thick. This wall stands for the duration of the
spell, unless it can be broken through by doing the indicated amount of damage to one area.

g,
: i1 AP. 260 CLS: DMF RP:
RAN: 10 DUR: 10Mi ARE: NA RES: NA gAM: ggﬁ

This creates a wall of solid stone. made from the available stone with 10Mx10Mx1M
dimensions, capable of withstanding the indicated amount of damage in an area before a hole

can be broken through it. The resistence of the stone may vary by 20 points in either direction
depending on what is available.

Wall of Water

CST.9 MP: 12 AP: 346 CLS: EMF GRP: HY

RAN : 10 DUR: 10Mi ARE: NA RES: STR DAM: 50CO

This creates a wall of fixed and flowing water 10M high and 10M wide and 1M thick. Anyone
attempting to enter this wall of water takes the indicated amount of damw:%e as well as 50 points
of potential AP damage. It is not possible to batter through the wall with weapons, but if one
enter.::h the whal_l. survives the damage and has enough AP left to make a STRx3% roll one can
pass through it.

Ward of Defense
CST: MP: 17 AP: 417 GRP: HMF CLS :ENRU
RAN: T DUR: 1D ARE: 1M RES: NA DAM: +30DR

When drawn on & surface. this symbol will trigger the indicated effect when conditions defined

the caster are met within the indicated range of the :¥fmbol, The symbol is visible to Mana
Sight, but not to normal vision. In this case the range ected is us_ua!m a specific object on
which itis drawn. The first DUR value is the time that the ward stays in . while the second
is the duration for which the triggered effect lasts. The ward will only tn'glger its effectonce unless

the CL is increased. In this case the effects are to make it harder to hit the object on which the
ward is drawn, increasing its defense SR by the indicated amount.

Ward of Flame

gﬁ'gyw MP: 12 AP: 104 CLS: GMF GRP

RAN : 10/T DUR: 1D/1M ARE: NA RES: NA DAM: 40BO

When drawn on a surface. this symbol will trigger the indicated effect when conditions defined
by the caster are met within the indicated range of the symbol. The symbol is visible to Mana
Sight, but not to normal vision. The first RAN value given is for the size of the effect. while the
second is the RAN at which the caster can draw the ward. The first DUR value is the time that
the ward stays in effect. while the second is the duration for which the triggered effect lasts. The
ward will only trigger its effect once unless the CL is increased. In this case the effects are to
envelope one or more targets in the area in fiame for the indicated damage divided among the
targets struck. Targets may make an AGIx3% roll to avoid being in the area of flame.

Ward of Lightning
CST: 12 MP:9 AP 58 CLS: GMF GRP: AERU
RAN:T DUR: 1DA ARE: NA RES: AGI DAM: 11080

When drawn on a surface. this symbol will trigger the indicated effect when conditions defined
by the caster are met within the indicated range of the symbol. The symbol is visible to Mana
Sight. but not to normal vision. teffects only those who come into direct contact with the object
on which it is drawn. The first DUR value is the time that the ward stays in effect. while the
second is the duration for which the triggered effect lasts. The ward will only trigger its effect
once unless the CL is increased. In this case the effect is to release a lightning charge for the
indicated damage when triggered.

Ward of Warning
CST: 10 MP: 10 AP: 216 CLS: AMF GRP: ENRU
RAN : 10/T DUR: 1Da ARE: NA RES: NA DAM: 0

With this spell the caster draws a symbol on any surface. While creating this ward the caster
must define conditions which will trigger it. and'if those conditions occur within the indicated
range and in line of sight of the surface which the ward was drawn on. the ward will be triggered.
The effect of this ward is to send up an alarm. lasting for any duration specified by the caster
and producing any sound which the caster is capable of making himself while casting the spell.
Once the alarm has been given the ward will reset itself and will repeat the alarm anytime the
same conditions are met during the duration. Note that conditions to trigger the alarm can be
as simple or complex as the caster desires, from any intrusion into the area to specific actions
by specific individuals.

Water Road
CST:6 MP: 6 AP: 41 CLS: EOF GRP: HY
RAN:T DUR: 1Mi ARE: NA RES: NA DAM: 0

This solidifies an invisible pathway on the surface of a body of water. essentially making that
area of water which is 2M wide and 50M long as solid as earth for the duration of the spell. so
that it can be walked accross. The road begins at the point touched by the caster and goes to
any point within range.

Water Travel
CST: 10 MP: 11 AP: 44 CLS: EKE GRP: HY
RAN : 1000 DUR: 1Mi ARE: NA RES: NA DAM: 0

This allows the caster to merge with a body of water at one point, become immaterial and
emerge from anywhere else in that body of water instantaneously as limited by the range given.

Waterblast

CST:5 MP:7 AP: 36 CLS: EMG GRP: HY

RAN: 10 DUR:| ARE: NA RES: MIS DAM: 10CO
This fires a high power spray of water which does overall damage to the target intended and
gge is hit, in addition to taking overall damage he must make an AGIx3% roll or lose Sizex5

Waterspeach
CST:3 MP: 7 EAA GRP: HY

AP: 40 CLS:
RAN: 10 DUR: 10Mi ARE: NA RES: NA DAM: 0
This allows the caster. when underwater. to speak and be understood. as if in open air. by other
persons who are also underwater. assuming they can understand the language heis speaking
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and are within range.
CST:8 MP: 16 AP: 41 CLS:EJG GRP: HY
RAN : 100 DUR: 1Mi ARE: NA RES: MIS DAM: 40CO

This causes the erruption ofapowerfulspdutofwaterfroman pointina of water aimed

anywhere within the indicated range of the point where it errup);s. It does mdicated overall

damage to a 3M square area, effecting everyone in that area as overall club damage and used

uamuiumokmr:oﬁ:pemninmduea,mlbdsepamﬂy.Asanaltematweﬁ\eycan
evade i

be given AGb3% nstead of rolling as a missile attack.

Whisper of Death/Sibilant

csf':p?é MP: 21 - AP 477 CLS: BB GRP: NE
RAN:T DUR: X ARE: NA RES: WIL DAM: S

This spell causes a single target to drop dead on the spot. It requires the caster to wisper in
the ear of the victim, passing on the secret knowledge which will destroy the victim's mind and

die on the spot. There is a WILx3% roll to survive the spell. If the character
ich permanently destroys up to 50WP.

-9 MP: 17 AP 781 CLS: ANC GRP: SO
RAN:3 ~ DUR 1We ARE: NA RES: S DAM: WIL
'[hnrdl initates a Will Battie with a demonic or extra planal spirit for the purpose of dominating
his will so that he will be subservient to the caster and can be compelled to perform a specific
action or to enter into :&Arﬁcutar item or locus to perform a set function. Once the spirit is
dominated, the spell binas him to a specific object or the completion of a specific task. Once
that job is done or once the duration of the spell runs out, the spirit returns whence he came,
though he has the option to counterattack against the summoner before he departs. with
whatever WIL has regenerated by that point. ttcan compel the spirit to use any powers he has

in this purpose as seems appropriate.

Will Domination
CST:3 MP: 10 AP: 180 CLS: BC GRP: MY
RAN : 10M DUR: 10Mi ARE: NA RES: SPE DAM: WIL

This initiates a will battie between the caster and a living target so that the winner will take over
control of the actions of the loser. The will battle is concluded as normal. with the WIL of each
combatant indicating his maximum damwg per attack in WP and his WP acting as HP for
surviving the attack. When one person’s WP reach 0. the other may take over command of his
body, making him totally subservient to his will until such a time as the loser has regenerated
enough WP to initiate another Will Battle, which he may do at any time after being dominated.
Each attack in a Will Battle costs 30 AP and attacks can be made at will for the duration of this
spell until the combat is over. Those involved in battle can also choose to take physical action
in addition to or instead of a will attack. It will not work on extraplanal or spiritual beings.

Wil Blast
CST:6 MP:7 AP 133 CLS: BRC GRP: MY
RAN: 10 DUR: | ARE: NA RES: SPE DAM: S

This works as asingle attack, without initiating a Will Battle, but aﬂackin&as ablast. destroying
the WP of the . The attacker has aMD in WP of twice his WIL and the target cannot strike
back unless he can initiate a Will Battle on his own. The WP destroyed will regenerate. but if
the victim's WP go below 0 he can be considered braindead and will not regenrate WP though
his body will remain alive and he can be animated with appropriate spells.

Wind Barrier
CST: 10 MP: 12 AP: 70 CLS: FFF GRP: AE
RAN: 10 DUR: 1Mi ARE: NA RES: STR DAM: 54CO

This creates a wall of moving wind. invisible. but capable of keeping people from passing
through it. Anyone who enters the barrier must make a STR% roll to pass through. In addition.
he will take the indicated amount of overall damage whether he makes it through the barrier or
not, with a corresponding loss of 60 AP for the attempt.

Windriding

CST: 11 MP:9 AP: 37 CLS: FKD GRP: AE
RAN:S DUR:10Mi ~ ARE:NA RES: NA DAM: 0

This allows the caster to take an immaterial form and ride on the available winds in the general
direction that it is gomg. If the wind is low, he can move at 10kph in the direction of his choice.
He can also alter the direction of the wind he is riding with 10kph worth of force. He can stay
in motion for the duration of the spell, but for that fulltime he is immaterial and cannotmanipulate
reality. He can come out of the effect at any time. but once material he cananot remount the
wind in this way. Windriding characters are visible. but transparent as outlines or hazy images.
The spell will allow up to 100kg of mass including the mass of the caster to be transported.

Winds of Change
CST: 16 MP: 16 AP: 359 CLS:COA GRP: ENSH
RAN: 30 DUR: | DEL: 10M RES: TAL DAM: 50WP

This calls upasupernm'ralwindwim afflicts all those inthe indicated area. fthey fail a TALx3%
roll which must be made each CR they lose 20WP each time they fail. When they run out of

WP are into an animal form of less than their own mass which is chosen b
the . The caster can choose up to 3 forms to be randomly assigned to those affiicted.
Wither Limb .
CST: 11 MP: 14 AP: 206 CLS: COB GRP: SHNE
DUR: X ARE: NA RES: TAL DAM: 50%

RAN: 10
This will effect one limb on a single target. It halves STR in that limb and also halver DEX or
AG!, whichever applies. The effect can be treated as a permanent loss of half the HP in that
area. It can be cured by the application of a Restore Flesh spell.

Withering
CST:8

RAN:3 DUR: X ARE: NA

GRP: HENE
DAM: 10HS

CLS: CEC

MP: 24
: RES: CON

AP: 864

This will cause living or non-living organic matter o wither. losing tissue strength and integrity.
It causes the indicated damage. which can be located as a missile attack or done as general
overall damage. If it is done as an overall effect the tariet may make a CONx3% roll to avoid
damage. This does not apply with a missile-type attack.

Woodweave

CST. 8 MP: 10 AP: 80 CLS: CFF GRP: HE
RAN: 10 DUR: 10Mi ARE: NA RES: NA  DAM:0
This will take herbal growth and animate it to weave together to form a barrier which will make

gedifficutt. The barrieris 10M square and about 1M deep, andit takes by 10Mand it takes
points of damage to cuta passage through the barrier. Note that suitable vegetation should
be available and the resistence of the barrier may vary depending on the specific material

available.

Word of Command

CS%': 5 MP: 7 AP: 71 CLS:BIA GRP: EN
RAN: 10 DUR: 1Mi ARE: NA RES: WIL DAM: 0

This allows the caster to speak a single-word command which will effect all who hear it within
range. All those persons mé(m obgy that one-word command to the best of their ability for
the duration of the spell. Commanding them to die will cause them to hesitate for the duration
of the spell. Each higher CL can add one word to the command, or perform any of the usual
increasing functions.

Wg%igf Werding MP: 10 AP: 100 CLS: CGD GRP: ENPR
DUR: 1Mi

RAN: 10 ARE: NA RES: TAL DAM: 10CO
With this spell the caster speaks a mystic word which triggers the effects of the spell,
establishing an area of the given radius. in which any who enter with hostile intent towards the
caster will fake the indicated amount of overall damge each round that they are in the stated
area.
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APPENDIX F:
SPELL INTERRACTION & FUMBLES

WHEN SPELLS INTERRACT

Is interract when their targets are the same or if one is in the area of the

Spel
second spell or iftheir areas overlap. Interaction also happens if spells of target classifications

letter of classification) BCD or G are cast from one target at the other. If interraction takes
place by the situation meeting these criteria the Spell Interraction table should be consulted,
mganngﬁbemlddk letter of the classifications (effect) of the two spells to determine the
resu
SPELL INTERACTION TABLE

PASSIVE SPELL

A B CD FGHI J KLMNUOPA QR
A t 2 8 4 - 555 . 1. 5. . .. ..
B =& 3 @ & & % & @ & 3 = &2 s = = ®w ==
C o e o o o o o o e o o o o o o o o
b 6 - -« . . - 66 - -66 - - - - --
E 7 . - - 8777773 57 9 99 99
F 10 0007 8 - - - - - - - 10- 10--
6 + - ¢« ¢ - M- - - - - . . .. 9-
H = = = = & s # Ws o « &« 5 & @@ o=
| « o+ <« <« 0. .« - 1212- - 9 9 98 99
J 38 ¥ ¥ W¥- - - 13- 1. 131414 14- --
K e e o= owowm ow owom w08 s s owom e
L + e+ + 5. 51515 .99 . - - - ..
M « « <« 5. t51BBL-. - - - 119 99 989
N 10 10 10 0 - 10 - - - - 9 14 14 122898 9 - -
o] « « < < - 16 16 16 16 16 17 14 14 12 12 16 1616
P 1t 2 38 4 2 55 5 - 1 4 5 9 10 11398
@ - <+ < + + <« <« - <« < - - 1B- - 18188
B« ¢« & o o = o ¢ 4« - o« o« 1212 1312

1: Garbled communications/instructions/command

2: Opposite result or answer from correct

3: Error in time, amount, duration or content

4: Error in distance, direction or targeting

5: Wro 'subject

6: Transter of subject spell onto caster. or make caster its target/destoination.

7: Intended effect transferred to effect subject spell itself

8: Effects either combine or negate (need chart

. 9: Subject spell goes berserk with deformed, partial or damaging result. with CL of
acting spell added to CL of subject oshgell and damage at a rate of MD6 per CL in physical

er

e, or corresponding levels of sorts of damage where appropriate.
 10: Subject spell negated, unless targetted specitically for the product or locus of the
acting spell, amount negated is up to CL of acting spell.
. 11:Subjectand acting spells both take same target. with combined power and with both
having e%ual chance of dominance :
1h 1 h Both spelis negated. unless one is of higher CL. in which case any left over CL carry
on through.
13: CL of acﬁnq spell increased by CL of subject spell, with that spell negated.
14: Give control of both spells to caster of active spell.
_15: Thing created takes on some or all characteristics of targetr‘ob{ect of subject spell,
posslbl!y combined with original intent. Alternatively, thing summoned will be changed along
same lines.
16: Effects of subject spell transfered onto caster of acﬁn? spell. upto CL of acting spell,
or Caster of acting spell mes target/subject of subject spell. as aPpropﬁate.
17: Casters of both spells included in effects of subject spell.
18: CL of subject spell increased by CL of acting spell, with that spell negated.

WHEN SPELLS ARE FUMBLED ) o )
A spellis fumbled when the character rolis higher than his Skill Rating on 1D100. I his

SRis higher than 100 then he still fumbles if he rolis 96 or more on 1D100. When a fumble is
rolled consult the fumble table to find out the exact result. The GameMaster should use
discretion in customizing results. The Fumble Table determines a result by comparison of a
1D100 roll and the Effect (middie letter) of the spell classification.

FUMBLE TABLE

D100  SPELL EFFECT

ROLL A B CDEFGHI J KL MNOPAQR
10 1 2 1t 252222 148 50552522
35 1 2 2 4 6 135 55 2 5 108666 38
5675 5 5 3 57 7 6 6 6 5 7 11 96 7 8 8 8 14
7690 14 14 4 149 19 13 13 10 16 14 12 16 10 13 10 10 15
9100 15 15 5 1520207 7 19 17 1813 17 1919 19 20 20

1: Garbled communications, information. instructions, command.

2: Opposite result/effect or answer from correct.

3: Error in time. amount. duration or content.

4: Error in distance andfor direction.

5: Random wron? target/subject effected or produced.

6: Effects of spell transfered onto caster or he becomes target.

7: Spell repeats :gain and"again. draining full mana cost until the mage can make a
TALX3% roll to stop it. He may roll once per ng. i .

8: Spell gges berserlzl with pamgnle or increased result. leading to deformity and
monstrosity.

9%roduct of spell explodes doing Mana Point Costx3 as max overall damage of
appropriate gf&e to caster and half to anyone within original spell range.

10: Effect delayed for 1D100% of its original duration.

11: More powerful being of same type summoned

12: Summoner goes to summonee rather than the expected way. )

13: All pentacles and protections in area are dispelied upto 3times the Mana Point Cost
of this spell.

ﬁ: Caster loses Mana Point Costx5 AP and is stunned. o

15: Caster loses Mana Point Costx5 WP and goes mildly insane and disoriented.

16: Animation or creation has free will (if possible. or roll again). .

17: Animation or creation has free will and is hostile (if possible. or roll again).

18: Control of spell given to nearest inimical character or foe

19: Caster of spell included in its effects.

20: GM discretion. Do your worst.
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APPENDIX G:
GODS OF YSGARTH

Provided here are the major deities of Ysgarth, sorted according to their status in the city of Tolemeias. This list includes deities from all over the world with soem basic descriptive

. Several columns of description are given. The first gives the name of the god, followed by areas of power and interest. followed by WEAIth, POPularity STAtus and ADDress. all for
the city of Tolemeias. WEA is the relative wealth of the temple in the city. The y udget of the temple is equal to WEA x 10000M. POP indicates the popularity of the church and the number
of worshippers which it has. The total wqrs}l;gging body in the city is equal to POP x 50. The number of people at attending services each week (divided between the services) is POP x 10.
The number of and administrators is POP/2. STA represents the relative social ranking of the church in Tolemeias. ADD is the physical address of the church on God's Street in Tolemeis.
Spell lists available to priests are indicated, then the names of the High Priest and Champion of thet deity in Tolemeias. GRP indi e pantheon or %roup of deities from which that dg:{
onginates. Race indicates the races which actively worship the deity. Analog indicates a deity from traditional earth mythology who is relatively similar in character, though not aiways identical.

§

e n'g;edrmd groups'“r ﬂ\at a‘r’: illleveni KEmioc, Alscian, GOtt, VAen, AEsc, KAludic. AeGera, AEtruvian. EVarian, MAchari. UKral. SAes. AChajan, ILchanian. Generally the race listed first
in ;
The .323 lists are: AEromancer, HYdromancer, PYromancer, GEomancer, BEastmaster, HErbalist, ENchanter, SOrcerer. Lightmage. DArkmage. COnjuror.
emple in
FoithDeity  Attributes/Interests WEIEPOP ST/E ADD Lf?;s High Priest Champion Race Analog
Gilrod Fire/Dearkness/Time/Magic 155 131 1 1 PYEN Maneluch Tottenjager PT None
Brihtr wmnﬁm::/feauy 158 159 2 2 PRL Advacher Ifor Cibddar AEGOFR Baldr
Bel-Zin Moon/Time/T Justice 10 28 3 3 UMDl  Tasangaman Kumari PTILVO Sin
Upuatu DarklEvnVFAm/Lwa% 118 153 4 4 DAMY Malar Mechidez AGPT Set
Gagnradr Father/War/Betrayal/Sky 158 150 5§ 5 AEWA Graugur Ulsson Malvang KAGOFRAR Odin
Aranrhid [F]  Mother/Fertility/Harvest 143 130 6 6 BE/PR Biraca * KYKE Arianrod
Harakie /Martial Arts 125 136 7 7 LUMWA Atengarach Kasaman AG Horus
mmmn /Power/Evil/Earth 120 108 8 8 DASO Imrad Zuiman Razaythe ILPTAE Ahriman
Sea/Waves/Darkness/Storm 145 151 @ 9  HYEN Viaddur Cabbacei KYKAKE Dylan
Belenos Sunlngyh?/Spnpg/Hebmh 138 140 10 10 U/PR Santo Raddhan Tarangis KAKYKEAU Bel
Nodens War/Sky/Herding/Tides 153 155 11 11 AE/L  Hwyl AFaeris Merkwaz KAKYKE Nuada
Aromazias  Light/Sun/Energy/Creator 118 128 12 12 LUPR Isamahan Daestrim ILALKA Ahura Mazda
Zehuti Magic/Moon/Secret Power 150 107 13 * SODI Kamas Tabmanul  Abantsero AEAGEV Theth
Guyon Hunt/Storm/War/Death/Wild 160 161 14 13 AE/BE Thiolar Kylach Vernoch KYKAKAEY Gwyn
Kaslis SkyMWar/Wisdom/Ancient 130 146 15 14 AEEN Iar Talchyd Gorima Uwrecha KA Coel
Yoton Nature/\ce/Fire/Storm 43 105 16 15 CRPY Unguff Ynrangi AEVAUK Jottun
Anpu Tomb/Guardian/Guide/Death 75 138 17 16 NEEN Satramir Adlack AGAE Anubis
Thayndoz  Death/Suicide/Despair 28 155 18 17 MYNE Cushara Reza Aliehtan PTAEACHE Hades
Mardiok Sun/War/Storm/Terror 4 91 19 18 PYL Zurud Abarman  Chahixom PTILVO Marduk
Baal Storm/Disease/Harvest 115 104 20 19 SHAE Ptomir Solmis Tyrhinn VOBA Ba'd
Agmios Strength/War/Leamin 128 133 21 20 DIWA Burchyr hargell KAKYKE Oghma
Nurgal War, | ate/Evil 4 70 2 21 DASO Talgaredd Middulmorig PTIL Nergal
Arion Winter/lliusion/Otherworld 140 148 23 2 DAMY Liam Caulwin Kenurwy KYKE Arawn
Kronos Time/Void/Chaos/Father 135 106 24 *  WIAE Grato Ta?ro Doelf Kyrios PTAEAC Chronos
Tyke [F] Fate/Luck/Nature/Guidance 113 0 25 28 EN/CO Kios Kutillis Balentio AESAAUEV Tyche
Sun/Healer/CraftMagic/War 137 141 26 24 ENWA Rythtari Biledydd KAKYKE Lugh
Ptah Creator/Energy/Void/Craft 122 94 27 25 WIDA Kienarchem Anarlen AGPTAE Ptah
Dionos Drink/Dance/Madness/Nature 123 102 28 26 CO/BE Acinos Nevila Cabis HEAESA Bacchus
Hemandar  Guardian/Battie/Rainbow 12 125 29 27 LU/DI _ Rigdi Raluson Danaer AEFRGOVA Heimdallr
IE.yur Rain/Sun/Crops/Trade/Death 147 130 30 28 SHNE Herugar Thenin VAKAAEFR Freyr
suuﬂ?ﬂ Dawn/Sun: ar/Llove/Hate 103 86 31 20 DALl  Serko Kapetix Calentios Dila AEILVO Ishtar
Nerthus Mother/HuntMoon/Darkness 111 122 & 30 BE/SH Liak Albis Vatellicos MAGOFREV Nerthus
Amon Sun/Ruler/Guide 146 157 33 31 L/PY Nefrentu Gort Stupekhe AGMental APT Ra
u UghVCro/Echtory/Morals 104 119 34 3R LMWA Dastiran Melkarth SAILMA Mithras
Kybele F]  Cavems/Earth/Beasts/Hills 133 135 35 33 BEEN llea Kratellos SAEVAUAE abele
X Harper/Youth/Healer/Hunter 128 123 36 34 BABE Isberygos Gragian Llyddan ~ KYKEAU abon
Powil Wisdom/Strength/Afterworld 73 8 3 35 WAPR Kwedig Kwedig KY Pwyll
Tiwaz War/Strength 7 97 3B FB WASH UlSigeson Nuri Gwesty! AEVAFRGO Tew.
Ousir mmeaﬂmﬂiawest 110 101 38 37 PHU Intehukan Tabazash AGAEMA Osiris
Fhmﬁ /Drowr;ltr/\? 100 83 40 *  HYNE Thur Hrimson Azran Edios AEKA Ran
Eset MotherMagic/Lust/Travel 107 82 41 38 ENSO Lisitaia * AEAGAPT Isis
Cemunnos ~ Wild Nature/Moon/Magic 106 99 42 40 DA/BE Kion Parwlyn Lun Tureyar AUEVKYKE Gwyn
Hekat [F] Mother/Magic/Fertil 104 85 43 41 SHEN Mediasa * MAAEHE Hecate
Liron Seas/Father/Honor/Justice 31 42 44 42 HYAE Llyinas Talrin KYKAKE Uyr.
ggon Mother/Leaming/Craft/Arts 21 66 45 43 BAWA Colmdura * KA Brigit
FertIIg/Ma ic/Language 5 42 4 44 COWA Volvanara Vodegunda VAFR Gefjon
Bastet Cats/SunMusic/Dance/Healer 69 68 47 45 BE/CO Nefrakhti ¢ AGAEMA Bast
Govannon  Smith/Rage/Strength/Crafts 97 5 48 * ENWA Tal Durgawn Carragyr KYKAKE Goibne
Ulir Hunt/Snow/Honor/Magic 65 98 49 46 CREN Sugrind Gurson Thalrik VAAEUKAR Ullr
Cromach Hills/DarkEvil/Spider %8 81 50 * DANE Oisayindar Esard KAKYKEVA Crom Cruach
Tagdon Ruler/Earth/Nature/War 6 8 51 47 WAPR Suan Ma'Tagh Eithnoch KA Dagda
Guidon Forest/Wisdom/War/Priest 63 37 5 48 ENMWA ifor Morgwyl Rautrhyd KYKE Gwydion
Hodr Blind Fate/Mischance/Poetry 26 41 53 49 HE/DI Raeschingar Hedran Yold AE Hodr
Fomori Death/Dark/Sea/lliusion 86 @@ 54 * HYDA Uch Trydawn Kallan Dhu - KAPTKYKE Fomori
Donnar StormMearNirtue 149 142 55 50 Hoddingast Traegar FRAEGO Thor
Bragir MUneslSong/Shlds 40 8 5 51 BAWA Ulfios Imba Therwi Thal AE Bragi
Aegr /Storm/Brewing 79 91 5 858 HYWA Eidnuffar Teirgwedd AEFRKA Aegrr
Dianoct Medicine/Jewelsmith/Artist 88 61 58 53 PHPR Aethnan ¥ KAKYKE Dian Checht
Shamaz Sun/Divination/Growth ¥ 29 59 5 UD_ Chamtalra Sulumarik ILAL Shamash
Van Commerce/Father/Victory 26 63 60 5 SHPR Vingaman Orm Thegnson VA Van
Dagon Seas/Storm 64 71 61 * HYDA Oubalo Buglo VOBARLPH Dagon
Hoenr BatlieIHones'K1 7 T & 5 WAPR UrlLaeson Lemron Skurd AE Hoenir
Sifir [F] Earth/Family/Marriage/Comn 9 7 6 5 GEPR Uthrunda * AEVA st
Teranis Thunder/Storm/War 83 6 64 58 AEPY Atelo Grato Cybis AUEVGOFR Taranis
Hela Shadow/Darkness/Underworld 91 77 65 59 NEEN Drihtnig Urmurd Nihtsaar ~ VAAEFRKA Hel
Danu MotherMHills/Wildlife 38 41 6 60 BESH Traedwydur Witryd KA Danu
Njorthr Trade/Sea/Fertility/Moon 6 77 67 61 AEHY Dian Marach Nisslyn APwyll VAFRGOAE Njord
Lok Fire/Deceit/Disorder/Chaos 61 40 68 6 COPY Oenferingar Bragoros AE Loki
m Evil/Deception/Afteriife 63 25 6 6 SOCO Klus Edrachur Nesernios PTVOILSAAE Satan
Sea/Trade/War/Afterworid 154 145 70 64 HYEN Rachan Baluch Sobast MaGunna  KAKY Mannanan
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Serpent/Chaos/Creation
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%/ww ire/Anger

Forest/Agriculture/Animals
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SkylFather
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Mothers/Nature/Elements
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th/Father

rm/War
lis/Death
rm/S /Peace

/Death
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Anger/Rage/Berserker
MaglclEnchantmentAMsdom

ny/City/Love
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War/Leader/Navigator
BeauulLove/Deaw th/Magic
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Smith/Wind/Civilizati
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ertility/Destruction
Maa_'ngh/PmrlLda/Femlny
Disease/Magic

Wind
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ISI% ar?h :\grea er
l/DeathNengeance

ire/War/Destruction

MagicA*iches/T eachery/Death
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Seas/Father =

Trade/Towns
Walls/Construction/Masonry
Waves/FishWar/Fate
Bull/Sun/King/Spirit
Rock/HillsMountains

[Afte

Tribe/Father/Leader
riculture/Plowman
MHonor/Huntsman
Creator/Healer/Prophet
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Issaktechse
Uls Kersson

AEMHY  Zulmadir

Ukhentarahe

Taro AtWyhil
e

Kais Murix

Lectianis
IAMY %onal Ma'Draeg

Boru Raeligh
Hwyl ALaeghu
Gulmagocha
Baedda A Rthl

Bronwra

Lais Maeruis
Raluchastar
Diotharix
Dian Maeligh
Anoxirines
Praserpina
Polos Maelix
Phaelios
Gundrida
Nekhuraseb
Tulo Laiiki
Meta Thurilar
Diothanses
Viatides

Oleki
Ekhente
Melusintha
Harunil
Patrilos
Conal Gurax
Aes Phiros
Julos Etrikas
Kir Laiiki
Roddigan
Kaedmon
Kumar Ramdal
Sula Mantakis
Imwyuda
Shekhent
Renkha
Uchrys ACaral
Anfhere
Naenvarar
Ham Tolar
Ibefayi

Nure Jakindo
Othmanti
Emphateret
Tragon
Rundwal
Ranegunda
Venar Rorkson
Drwst Rhodar
Tellahira
Omphalio
Wehtareyu
Gullamina
Enticulos
Messintar
Huitzata
Ravaman
Asir Rhamanta
Inkando.

Nimwa Edwyg
Ula Varisson
Tor Valing
Papudaran
Drwstal

Lio Nikomes
Eltar Kantiss
Ventane

Kion ATrenos
Tresal

Rauch Awleru
Tam Glwrydd
Khoris

Chandama

'Tres Lsseme

Zured Balaralil
Grasemo
Carachan
Okhente
Barcio Cylla
Abo Gaeg|x
Feoc

Ulame ac
Bafin Argyltir
Afyr Uidoc
Ungoch MaDunal

Alkymenios
Missynala
Caecinian

Alo Tebu
Traetigern
Fianugar
Thales Kironos

Raekus Flannios
Yalembos

Tulgadon
Kkwalnesh

Melitara

Midul Jesukkar
Kos Keteni
Udofin
t(hemnaris

Kerim Razak
Vilis Malentix
Lepticulos
Nerva Maximinus
Kais Kuriar
llo Laiiki
Poilos
Talmerch
Zurad Abazi
Kais Durkarik
ftolugar

Kheratu

Uchrys ACaral
Maenferd

Fian AKaufe
Sargo Haumid
Cha Rutaun
Uwingade
Isamin Arangir
Ramhepta Zugal
Barangal

®

Venar Rorkson
i.tyderwidd

*

Khimo Herete
Uthan Vidik
Lanio Darak
Belugondo
Nahiwautica
Pejurash

Siv Ajasir
Nkone Mburra
L(aus Omepal

*

9rato Malix

Alucron
Aelicos
Grishnak
Unta Varisson
UIf Vidik
Kiomides
Rhyndar
Afero Rais
Amol Rusmar
Tatrakhir
Miranos
Nicos Ptormik
Rauch Awleru

lmerotep
Tukawendi
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Yss!rth Skil APT CST SL CP CL FAC SR
Character Sheet Mark 40
Player:
Character:_____
rRace:_______
Nationality:_____
Social Characteristics
[ APP: CHA: ZEA: SOC: |
Physical Characteristics
CON: STR: DEX: AGI: J
Mental Characteristics Spell CST SL AP MP RAN DUR DAM SR
INT: JUD: WIL: TAL: |
Secondary Characteristics
Size: Age:
Activity Points: Fatigue Points:
Hit Points: Damage Class:
Mana Points: Will Points:

Skill Points

I Social: Physical: Mental: |
Experience Points
| Social: Physical: Mental: J

Character Notes
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Ysgarth

Useful Charts and Tables

Skill Use Table
Adjusted D100
151+

- 100-150
51-100
26-50
1-25
1-5

Craft Skill Table
Adjusted D100
196-224
169-195
144-168
121-143
100-120
81-99

64-80

49-63

36-48

25-35

1-25

1-5

Result. -

Critical Success
Success

Marginal Success
Failure

Critical Failure

Always Critical Failure on Natural Roll

Result
QLs
QL4
QL3
QL2
QL1
QLo
QL -1
QL-2
Q-3
QL4
Critical Failure

Always Critical Failure on Natural Roll

Attack/Defense Results: Large Body Area Target

Adjusted D100
121+

91-120

61-90

06-60

96-100

1-5

Result

Critical Hit in Area of Choice
Successful Hit in Aimed Area
Marginal Hit - Wrong Body Area
Miss

Always Marginal Hit on Natural Roll
Always Critical Miss on Natural Roll

Attack/Defense Results: Small Body Area Target

Adjusted D100
126+
101-125
76-100

06-75

96-100

15

Result

Critical Hit in Area of Choice
Successful Hit in Aimed Area
Marginal Hit - Wrong Body Area
Miss

Always Marginal Hit on Natural Roll
Always Critical Miss on Natural Roll

Results: Special Attacks

Adjusted D100
121+
106-120
91-105

76-90

61-75

06-60

96-100

1-5

Result

1 x Aptitude Resistence Roll
2 x Aptitude Resistence Roll
3 x Aptitude Resistence Roll
4 x Aptitude Resistence Roll
5 x Aptitude Resistence Roll
Miss

Always 5 x Aptitude Resistence on Natural Roll

Always Critical Miss on Natural Roll

Fumble Table
Roli% Hand to Hand Missile Unarmed
96+ No Effect No Effect No Effect

7695  Trip, lose 5xSize AP Break Weapon 1/2MD to Limb Used
61-75  Break Weapon Strike Comrade Strike Comrade
46-60 Drop Weapon, 90 AP Trip, lose 5xSize AP Trip, lose 5xSize AP
2645  Strike Comrade Drop Weapon, 90 AP Strike Seff, 1/2 MD
0125  Strike Self, 1/2 MD  Strke Self, 1/2MD  Limb Stunned,

MAXIMUM DAMAGE

Weapon MD
DC5 6 7 8 9 10 11 12 13 14 15
5 3 3 4 4 5 5 6 6 7 7 8
6 3 4 5 5 6 6 7 8 8 9 9
7 4 5 5 6 7 7 8 9 10 10 11
8 4 5 6 7 8 8 9 10 11 12 12
9 5 6 7 8 9 9 10 11 12 13 14
10 5 6 7 8 9 10 11 12 13 14 15
11 6 7 8 9 10 11 13 14 15 16 17
12 6 8 9 10 11 12 14 15 16 17 18
13 7 8 10 11 12 13 15 16 17 19 20
14 7 9 10 12 13 14 16 17 19 20 21
15 8 9 11 12 14 15 17 18 20 21 23
16 8 10 12 13 15 16 18 20 21 23 24
17 9 11 12 14 16 17 19 21 23 24 26
18 9 11 13 15 17 18 20 22 24 26 27

DAMAGE EFFECTS
LOC SDM %HP 1xD 2xD 3xD 4xD 5xD
15% UUU UD3 DDD DDD DDD

X
o

o

o
»
KN
n

Neck 5-3-2 15% UU- P51 DD5 DDD DDD
Hands 3-2-1 10% |- BAI ASI SSS SSS
Arms 3-211 20% -~ BAI ASI SSS SSS
Chest 5-3-1 40% UU1 P35 3DD 6DD DDD
Abdomen 5-4-2 30% U21 P42 573 DD8 DDD
Legs 4-2-1 30% II- BAI ASI SSS SSS
Feet 3-2-1 15% |- BAI ASI SSS SSS
Tail 3-2-1 20% |- BAI ASI SSS SSS
Overall  6-3-2 100% UU1 P35 3DD DDD DDD

Spell Casting Results
Adjusted D100  Result

151+ Critical Success
100-150 Success
51-100 Marginal Success
26-50 Failure
"+ 1-25 Fumble
1-5 Always Fumble on Natural Roll
Copyright 1992 Ragnarok
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Ys garth

Behold the dream...

Imagine a roleplaying system which brings every aspect of epic fantasy to life.
Imagine a world of the mind which is as real and as powerful as our world of the
flesh.

It's not impossible. It's Ysgarth!

Ysgarth is elegant. The mechanics are consistent, versatile and logical. A few
basic systems handle every type of interraction. The rules are sophisticated
without being complex.

Ysgarth is flexible:  The rules cover every possible aspect of play in as much or
as little detail as youwant. In addition tothe standardrules there are alternate rules
for novice and advanced players and special variants so you can customize the
game to suit your needs.

Ysgarth is believable. The rules emphasize skills and a wide choice of character
actions. The world background is detailed and comprehensive, strongly linked to
the traditions of myth and legend, yet still new and unusual. Ysgarth brings the
fantasy world and the characters startlingly alive.

Ysgarthisroleplaying. Itleaves control of howthe character developsinthe hands
of the player, providing systems which encourage characters with unique person-
alities and real substance. The rules are supportive and never restrictive, a
framework on which the imagination can build greatness.

Ysgarthis progressive. This s the sixth editionreleasedin the thirteenyears since
Ysgarth was first developed. The rules are constantly being tested and updated

so they define the leading edge of game design, leaving other games to follow or
fall by the wayside. ’

Ysgarthis fun. Good, believeable roleplaying is about the most fun you can have.
Ysgarth makes fantasy roleplayihg what you always hoped it could be.

Dare to live what others only dream!

RAGNAROK 4601 $12
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