


Sixth £t,iti~tt Dasie RMlcs 

xxvn 

Designed by David F. Nalle 

Design Group: Hans Dykstra, Jim Mason, Cliff Hall, Ian Hense 

Playtest Gamemasters: David Cheever, Scott Gardner, Mike Cox, Justin Van 
Abrahams, Steve Sick, Jon Galley, John Francis, Michael D. Austin, Mary K. Kuhner, 

Kelwyn Osborn, Ken Norris, A. W. Murray, Richard Tomasso, Quoc Pham, Jay D. 
Miller, Karim Belabas, Jeff Harper, Lisamarie Sabik, Liam Routt, Mike Basinger, An­

thony Kapolka, Steven Hammond, Steven E. Schwartz, Jo Jaquinta, Russell Wallace, 
Randall Escoto, Viktor Haag, Lee Valentine, Steve Sutter 

Ysgarth Campaign Group: Cliff Hall, Jim Mason, Ian Hense, Erika Carlson, Grier 
Page, Sam Spoor, Jeff Messing, Richard Trainham.Mark Killough, Kevin Halliburton 

Ysgarth Campaigners Emeritus: Phil Malin, Wayne Mitten, Lew Bryson, Eric Olson, 
John Bashaw, David Feaster, Alan Sutter, John Boyer, Audi Peal, Henry Dove, Mary 

Kay Carter, Linda Range, Steve Finkel, Dan Raspier, Nick Hopkins, Bill Budding, Nick 
Kniseley, John Brown, Rick Bueker, Howard Alt and Many, Many Others. 

Layout and Delsgn by David F. Nalle 
Cover Art by Stacy Drum 

All Contents Copyright 1992 by David F. Nalle 
Some Contents Copyright 1979, 1981, 1982, 1985, 1987 by David F. Nalle 

Cover Art Copyright 1992 by Stacy Drum 
Ysgarth is a Trademark of Ragnarok Enterprises and David F. Nalle 

For information on other Ysgarth products write to: 

RAG-NAROK 
POB 140333, Austin, TX 78714 • 



CONTENTS 
l:THEGAME 

1.1: Organization of the System 3 VII: EXPERIENCE AND ADVANCEMENT 
1.2: Things You Need & Need to Know 3 7.1: Adventure and Experience 45 

7.2: Applying Experience 45 
R: CREATING THE CHARACTER 

2.1: The Character Concept 4 VIII: GAUGING MORALITY AND STATUS 
2.2: Primary Characteristics 4 8.1: Karma Points 46 
2.3: Secondary Social Characteristics 6 8.2: Dharma Points 46 
2.4: Secondary Physical Characteristics 6 8.3: Renown Points 46 

2.5: Secondary Mental Characteristics 8 8.4: Influence Points 47 

Ill: SKILLS & TRAINING IX: ECONOMICS & WEALTH 
3.1: The Learning Process 10 9.1: Standard Coinage 48 
3.2: Skill Benefrts 10 9.2: lnrtial Wealth & Status 48 
3.3: Skill Contribution 11 9.3: Income, Jobs and Status 48 
3.4: This Section Stolen by Telethor 00 9.4: Living Expenses 48 
3.5: Using Skills 12 9.5: Equipment and Costs 49 
3.6: Costs for Skill Use 14 9.6: Magical Equipment 49 
3.7: Resistance Rolls 15 9.7: Selling Used Equipment 49 
3.8: Skill Advancement 15 

X: ROLEPLAYING THE WORLD 
IV: MECHANICS OF COMBAT 

4.1: Skills in Combat 16 XI: THE FANTASY ADVENTURE 
4.2: AP Spending in Combat 17 11.1: The Birth of an Adventure 51 
4.3: Making the Attack 18 11.2: Planned and Incidental Encounters 52 
4.4: Doing Damage 20 11 .3: Reaction and lnterraction 53 
4.5: Crrtical Hrts & Misses 21 11.4: Goals, Treasure and Power 53 
4.6: Effects of Damage 22 11.5: Magic Items 54 
4.7: Armor & Shields 23 11.6: The Role of the Gamemaster 54 
4.8: Special Actions & Costs 25 
4.9: Mass Combat 27 APPENDIX A: RACIAL SKILL BENEFITS 55 

V: SPELLCRAFT APPENDIX 8: PROFESSIONAL SKILL BENEFITS 62 
5.1 : The Sources of Power 28 
5.2: Magical and Sacral Skills 29 APPENDIX C: EQUIPMENT COSTS 63 
5.3: Spells & Powers 30 
5.4: Mechanics of Magic 33 APPENDIX D: SKILL LISTS 64 
5.5: Magic in Society 37 
5.6: Special Aspects of Magic 38 APPENDIX E: SPELL LIST 78 
5. 7: Holy Powers 42 

APPENDIX F: SPELL INTERRACTION & FUMBLES 97 
VI: TIME, MOVEMENT & MEASUREMENT 

6.1: Unrts of Time 44 APPENDIX G: GODS OF YSGARTH 98 

6.2: Game Time vs. Real Time 44 
6.3: Units of Measurement 44 



1: TH£ GAM£ 
Ysgarth is a game of the imagination. It allows you to become a character who 

lives in another world - a world of fantasy and adventure. Game mechanics provide 
a framework for the world and your actions in it, so that your character can interact 
believably with his environment. When played at its best Ysgarth should provide tools 
for play without hindering your imaginative vision of the world and characters. A rule 
system should not be static or restrictive, and is made to adapt to your needs. Ysgarth 
is an integrated system which provides guidelines for skills, combat, magic, 
social structure, character psychology, background, religion, moral philoso­
phy, education and economics. It is up to you to take this framework and make 
1t 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 Ysgarth emphasizes 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 and consistent. They open up 
possibilities you've probably been looking for fruitlessly in other roleplaying 
systems. 

U: 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: TiilNGS YOU NEED & NEED TO KNOW 
The main thing you need to play Ysgarth is a healthy imagination. 

Paper and pencils will hehf in recording things. Dice are also fairly important. 
10 sided dice are essentia , 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 lDl0 it means 1 ten-sided die. 

YOUR GUIDES TO THE SYSTEM 
This sidebar column is for all the little as­

pectS of Y191rth which don, quite fit in the core 
rules. but can be interesting and helpful In the 
sidebars you'll find altemate rules for novice and 
advanced players. examples hints for players and 
gamemasters and notes on tying the rules to the 
game world 

Each of these elements is presented by a 
character from the world of Ysgarth. There are six 
main characters plus a few special guests. TheY. 

are your guides to Y191rth and it s 
high time you were introduced. 

Stanl11r of Ev1rl1 
Stanisar is an ambitious young 

merchant from the Prefecture ol 
Evaria in the Saes Empire. He is the 
main charcr:ter feature:1 in examples 
of character creation. skills and com. 
bat W'hen you see Stanisar's picture 
It will accompany an example which 
will help clarify the section of the rules 
you're reading . 

Ltuctar tht Pyromanctr 
Leuctar ,s a Journeyman in the 

Pyromancer's guild of Tolemeias He 
is the main character in examples of 
magical skills and spells W'hen you 
see Leuctar's picture It will accom. 
pany helpful examples of mag,c use. 

Bavraz the Blind 
Bavraz is a hapless bard who 

was blinded by the Uvezich Over1ord 
Zaedukrom He now wa nders 
through a dark and unfamiliar wor1d . 
much like the novice player of Y•· 
garth who may need his guidance 
Bavraz'pictureaccompaniessections 
otspec,al novice rules for first time 
players to use if they want to ease 
into the system gradually 

Krodamln the O.vi1or 
Krodamin isa powerful Uvezich 

from the Great Abyss He is the uncle 
of Lord Zaedukrom and the great en. 
gineer and mechanic of the Uvez,cn. 
l(rodamin is your guide to the ad• 
vanced rules You wil! see his picture 
next to suggested alternative systems 
for experienced players or for cam­
paigns which are al a higher power 
level. 

N1mun11 QuNn of M1chuia 
Queen Namuna ,s the wife of 

King Bohemon of Macharia. She ,s 
respected throughout Ysgarth for her 
mag ,car skil ls and her char1tableworks 
among the poverty stricken peoples 
of Macharia. She ,s here to serve as 
a special guide to players who are 
looking for hints and suggestions on 
how best to design and aevelop their 
characters. 

Vjort~ 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 
Y191rth and present the rules to the 
players. 

l1hkiz11 the Elder 
lshkizas ,s the historian of the 

KilZitke community of Trozards which 
traces its ancestry back to befoe the 
Time of Cataclysms. He is your 
guide to notes on tying the rules ,n to 
the Ysgarthwor1d background. W'hen 
you see his picture took for informa­

tion on setting and society which may help in 
developing characters. 



ClwlcltrConc.ptlon 
Elem you do anything else 

rs essentiall0 get a dear idea of the 
characls and what he is tike in your 
mind. It can be very t&mpting to let 
consderations of race or particular 
lkils shape the chltacter's personal­
~. but tt is a much better idea to get a 
~II image in your mind of the charac- . ' 
llr andlhen make your picks cl race. · · 
lkills and abilities based on what OU 
instincliYely feel is right for the! c~acter There is 
IUfficient tlilxibiltty in the rules Iha! you can create 
on Pll)9r virtually anytlling you can put 1t9ether in 
~ m,nd. sobe!he DOSS and bend the rules to your 
wil. 

. _ In these examples our subject will be a 
~Ml~ YIGll1h character named Stanisar of 
Evaria. You'lrmeet him here for the first time and 
•'11 lollow him as he develops in later examples. 

Slanl&llr was born 111 the town of Kirdarus in 
fie Prefecture of Evaria within the Saesan Empire. 
His family ".'9re poor farmers. raising chickens and 
r,oais. selling eggs and some produce from their 
~n ID get Ifie cash to buy those things they 
couldni produce themselves. Stanisar's mother 
died when he was bcm. She had lost three children 
before him and the fourth attempt was just too 
much. He was raised by his falher and his father's 
haf-wit braher Ulhno. 

Slanisar's childhood was unremal1<able. He 
received 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 
t>ok ID military life and the promise of land and 
riches which tt offered. In the course of his two year 
tllrm and four additional years of reinlistment. he 
spent much time in Aroirka fighting against the 
Massanda rebellion. While there he established 
contae1s in the ctty of lsardis. and made enough 
money selling contraband goods from lsardis to 
fellow soldiers the! he was able to buy himsett a 
commission. Alter serving four more years of 
rernhstment as a troop commander he left the army 
and ratume:l home. 

Once established back in his nati~ Evaria 
he entered into a career as a merchant. operating 
1111.1nly as an agent for his lsardian friends and therr 
smuggled goods. He doesn·t necessarily have a 
greal oeal of established status himsett. but he is 
m.st8d as an agent and representative by a clien-
181e of foreign merchants who rely on his service. 

This role requires him to travel a great deal. 
palticularty to Tibrum and Tolemeias. and even to 
the more barbaric lands of the north Stanisar is 
nearing middle-age. battle hardened. familiar wtth 
the ways of the world. and eager to increase his 
wealth . be ttin Tolemeian Marks. Imperial Shillings. 
llchanian Oirams or even Aranian Obols. 

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

Starirsar has never married. and in fact has 
little experience of women. except for obligatory 
ViSits to camp followers whrle in the army. H'e has 
leamedlherudimentsofreadingandoffiguring. He 
has a great deal of ambition ana dreams of becom­
ing wealthy and politically l)OWerful. He hopes to 
move to Tibrum in the near future where he will be 
able ID handle larger deals and arrangements for 
his growing COiiection of semi-legttimate merchant 
triends. 

Knowing all this. the next task is to allocate 
points to characteristics in a way which will support 
and quantify what you know about the character. 

11: CREA TlNG TH£ 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 goodJ'layer can become his character, seeing and feeling what 
the character sees an feels and guiding the character's actions as if he were an 
actual living person. How you create your character and 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 player creates in his mind. 
They should not dictate the character's personality or be allowed to restrict imagina­
tion. They 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 he is. Think 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. Characteristicsover20 are considered supernormal. They are divided into 
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 potential as a leader. . 

~ZEA): The intensity of a character's beliefs, his devotion to his god or 
moral principles. 

Soda) Status (SOC): The standing of a character in his society, nation and 
cultural group, including aspects of educational opportunity and other advantages of 
breeding. · 



2.22: Mental Characteristics 
These show mental ability and intellectual power, including facility for 

magic and skills. 
Inteili~nce (INT): Basic intellect, natural mental aptitude and facility 

of Raction to situations and the unexpected. 
Jud~ment OUD): 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. 
lil.en.L(TAL): Psychic and magical ability and strength, including luck and 

potential to manipulate the environment with the power of the mind. It is not unusual 
for 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. 

Stren~h (SIR): Physical strength, ability to lift, carry, bend, push and exert 
manual force. The amount a character can lift without strain is SIR squared pounds. 

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

points. Each player gets a fund of these points to spend as he chooses within certain 
limitations. 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 
players in a starting campaign is 160 points of which at least Sand no more than 15 may 
be spent for Experience Skill Points. If you wanttostart play ata slightly more advanced 
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 l O 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 d istribution 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 the 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 

earlier. 

Point Allocation 
In determining primary character­

istics for Stanisar we will stan with 
175 points because he is a relatively 
experienced starting character. Since 
he is a human we don ·1 need to worry 
about special limits for any of the 
basic twelve characteristics. In as­
signing points for Stanisar we try to 
foUow nis background . interests and 
general description as expressed 

lntheareac:JSocialCharacteristicsStan1sar 
is given: 

Appearance: 12 
Charisma: 15 
Zeal:6 
Social Stan.is 11 

His Appearance is na particularty 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 ability and is probably a good 
salesman and promoter. Kis Zeal is only 6 because 
there·s no indication that he is religiously inclined 
and he certainly doesn·t suffer from overwhelming 
moral rectitude. A Social Status of 1 1 1s appropriate 
for a freeman of no land or notable family connec­
tions in the society of the Saesan Empire. The total 
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 13 l points left for the other two 
groups and arry other expenses. 

In the area of Mental Character istics 
Stanisar has: 

Intelligence 15 
Judgement 18 
Will : 14 
Talent. 4 

Altho1.9h Stanisar has little formal education he is 
clearly intelligent and cunning. so a 15 seems 
appropriate for Intelligence._ His career as a mer­
chant re lies on sounc decision making abilities so 
a Judgement of 18. high though it is. might actually 
be a b it low. There s no evidence ihat he s a 
particularly strong willed person . but Stan1sar did 
serve three terms in the military so a slightly above 
average Will of 14 seems about right. As for Talent. 
he ·snot from a magical family. has no training in the 
area. so a low-average value of 4 makes sense 
(remember than human average is around 5 or 6. 
even though their maximum in Talent 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 Charactenst1cs are: 
Constituton 20 
Strength 17 
Dexterity 15 
Ag il ity 8 

Stanisar"s distinguished military background sug­
gests above average physical abilrties A Constitu­
tion of 20 fits 1n wen with his long term of service in 
the deserts of Arojika. A Strength of 17 should 
allow him to use mos: weapons with ease A 
Dexterity of 15 should give him good natural apti­
tude. An Ag ility of only 8 makes sense given his 
serious and possibly somewhat debilitating leg 
wound The total for these characteristics 1s 61l 
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 rest rict 
them to fiuman characters. 



,_ Nett: Point Allocation 
Many new players to 

,..,. 101111 prcblems with initial poirt 
allocdon. These first characters of. 
11n end up discarded aller a few ses­
lions when payers become more fa. 
miler with charQr creation. 

The most important thing 
t> remember is that you doni have to 
make~ character average or in-
credi balanced for him to be elfec-
live. In ,yougetamoreinteresting 
chlrlcler if he nas some genuinely 

;
hand low characteristics. Many starting players 
all !heir claraclenstK:s In the 9 to 15 point range. 
that iroduces is a bland and colorless character 

who's mediocre• ewrylhing and has no clear area 
rJsi:ellence 

~ile It isn' desirable to go overt>oard 
in unbalancing a chara:ter. you ought to make sure 
flat ~r charlders have al 1eas1 two high charac­
lerislics balanced by at least two low cfiaracteris­
lics Oneortwoc:naracteristics in the20 to24 range 
■ a veiy good idea. and you can afford to hav one 
or maybe two characlllristics in the 4 to 8 range. 

Pllytr Nole: Sia 
It's easy for players to fall into the trap 

fl accepling the standard Size assigned by the 
rules and going with that. But characters should be 
di\'9rse. and Ifie advantages of altering your Size 
lhouldnt be ignored. 

The benefit of larger Size for Hit Points 
and Damage Class can be very significant. Every 
2.5 points 61 SiZe adds 1 to the character's OC and 

apoint of Size adds 1 HP. While this may not 
benefit the average character. who wants to 
rage? 

In addition. unlike other characteris­
tics. Size cannot be increased later. You'Ve got 
what you start with and it's been demonstrated tfiat 
1118tChing on the rack and hanging like a bat while 
wearing gravity boots doni increase Size signifi­
cantty. If you lhink your character is likely to be 
involved In combat and you want him to be effective ~can, 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 Act1vrty Points Every point 
off of your Size adds 2 AP and for some characters 
lhat can make a very big difference ~ you start with 
54 AP the 6 AP you could gain from reducing your 
Size by 3 can make the d'ifference between one 
lltack and one defense per round and 
two attacks or an increased attack or 
dnnse. 

Advanced Rule: Btntflta of Age 
You may wish to allow char­

lClers some bonus Experience 
Skill Points for advanced age. 
Generali~ giving a character 2 x 
~-25) 1n bonus ESP works fairly 

Pllytr Note: Age 
Doni hesitate to make 

your character older or younger than 
you might expect for the typical 'ad­
~nturer' That character image is an 
illlsion. Arf1one can become a hero in 
the right circumstances. tt your char­
lCIBr IS a warrior. why not make him 
young and idealists. He would even 
be a feenager who has run away to 
war. He could just as easily be an old 
and grizzled wuran. JI.$! because · 
the cnaracter is newtv created . that 
doesnt mean he can, be well along in years. It 
takes years of study to be a mage or to be success­
ful in any craft or business. O@er characters with 
well established social relationships bring some­
thing different to a campaign. adding links to the 
game world and more deptn of interest and ability. 

Wyou want to play an older or younger 
character your gamemaster ought to use the ad­
vanced rufes on aging. The benefits balance the 
liabilities quite effectively for older characters. 

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 value is 
their maximum distribution for that group. To find the minimum for a group 
add up the three lowest individual characteristic maximums and divide that 
,•alue by 2. For example, a race with maximum SIR 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 start at 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 9ormorethan 19, and to raise his Size all the way to l 9would cost 21 starting 
points. Non-human races and some special human sub-groups start with a different 
base 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 65 in. Height is in 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 
The 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. \Vhen his HP go below O 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 + 3STR)) / 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 fr?m 
the combination of DC and the weapon's MD, with the formula (MD x DC) / I 0, 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) 
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 
when he carries out that action. AP regen­
erate fully at the end of each six second 
Combat Round (CR), but do not carry 
over from one round to the next, except 
under special circumstances. AP are equal 
to (INT + JUD + 2DEX + 2AGI - 2SIZ). , 

In some circumstances vou ma v wish 
to differentiate between AP of physical 
and mental origin. Mental AP can be 
removed from the total if needed and are 
equal to INT + JUD. This may be impo!­
tant in situations where a character 1s 
immobilized and can only use his mind. 
Mental AP may not be used for primarily 
physical actions. 

In addition, each character may gain 
Skill Activity Points, based on the 
skills which the character has. 
Each level of a Combat Reflexes 
skill gives 1 Skill AP when that 
weapon or skill is being used. 
Magical casting skills add Skill 
AP at a variable rate depending 
on the skill in question. 

For the most part worry primarily about the combined AP total and not 
about the sub-totals. 

Secondary Characteri1tlc1 
Slza • Stanisarstill has20 points left 

over to spend Since he's a strapping 
farm lad with military experience some 
of those ought to QQ.into size. Spend• 
ing 6 to raise his Size from the stan­
dard 13 to 16 seems reasonable. He· s 
left with 14 points to spend on Experi­
ence. 

Haight & Weight: A Si~ of 16. 
CON of 20 and SOC of 11 give him a 
heightof74 incres Hiswetght would 
be about 197. 

Age Given his experience and 
background rt mal<es sense to set Stanisar sage at 
around 30. Let's say 29 since he staned his career 
at a fairly early age 

DamageClu1 .ASizeof 16andaStrength 
of 17 give Stanisar a Damage Class of 17. which 
means he would do 1 .7 times the normal damage 
with most weapons. for example with a Broadsword 
which has a standard damage of 9 he would have 
a Maximum Damage of 16. 

Activity Pointa . Stanisa( s INT +JUD IS 33 
His DEX+AGI is 23. which IS doubled to 46 for AP 
purposes. From the total of these (79) is subtracted 
2 times his Size . which is a total ol 32. This leaves 
him with the slightly below average AP total of 4 7 
This is the price he pays for those old war wounds 
and he will have to learn 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 formidabTe damage but dam­
age isn t worlh much if your oponent consistently 
outmaneuvers you 

Fatigue Point, • In this area Stanisar does 
wel l because of his Constitution of 20 Even with an 
average Will of only 14 he ends up witn 74 FP 

Hit Point, . Again. Stanisar s Const1tut1on 
helps him out a lot here. and It seems very much as 
~ he is progressing towards becom,ng a trad1t,onal 
·brick style warrior He ends up wItr, 41 starting HP 
and will probably want to add to that with levels of 
the skill Damage Resistence 

Movement: Because of his low Ag ility 
Stanisar isn tasfastas he might be given his height 
His Movement is only 33. 

Soeial Skill Point, · Stanisa~ spent a total 
of 44 characteristic points in the Social woup so he 
ends upwith a starting value of 4 Socia, SP butthat 
value will increase with experience 

Mental Skill Points S1an1sar spent a total 
of 51 points on Mental characteristics he starts with 
51 MSP a value he can increase with experience 

Phy,ical Skill Point, . This IS Stanisars 
strongest area . where he originally spent 60 points 
so that he ends up wrth that as h. Is base. plus 
whatever he gains from experience 

Mana lloinll Should Stan1sar ever want to 
do magic hes not going to be much good at 11 He 
has only 40 Mana Points and would regenerate 
them at a rate of 2 per day He wou ldn t be much 
better as a priest with 18 Mana Points based off of 
Zeal and a regeneration rate of 2 per hour of prayer 

Will Point,: With his average Will this Is 
another area where Stanisar Is adequate. but not an 
area he·s likely to expand on unless he·s paranoid 
about having his mind manipulated magically He 
has 70WP 

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 flexible AP 
spendin9, or gradually ease 
players into using it. 



Gamemnttr Note: 
Monitoring Fatigue 

When characters tire 
out can be very important, but It is 
ltdious to keep track of every 
Fatigue Point. Except in very in• 
ttrise situations just assume that 
~rsaettiredfrom thei~ days 
ICtivities. lf necessary estimate 
whether the day has been extra strenuous 
and would make the characters more tired 
1han usual. But remember that exhaustion 
can be a very important limiting factor on 
Intense physical activity like combat or magic. 
In tho situations make sure players keep track 
d their FP and suffer the penalties of exhaus­
tion. 

Gamemal1er Note: 
lllnaglng Movement & Encumbrance 

Many game systems become de­
pressingly bogged down ,n how fast and how 
far characters can move, what they can carry 
and how the we~ht they are carrying effects 
them. While we ve provided rules for these 
flings, don~ let them become an important 
part 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 fake a very secondary 
role. Concentrate on roleplaying whenever 
you can, not on technical minutiae. 

Allocetlng Initial Experltnct 
As you may remember. 

Stanisar hacf 14 points left O\ler after 
dOing all of his spending for character­
istics and for increasing his Size Those 
points convert to Experience at a 1 for 
10 l'llio. so he has 140 Experience 
Points to allocate to increasing his Skill 
Points. 

Since he seems to be rather . • 
physically oriented and despite good m.~11,;;-·• 
mental characteristics not particularly 
suited to magic. Pisical SP would seem like the 
logical area fo em ize with Social SP second. 
Since he is a fai balanced character and has 
intns1s outside O just fighting and killing people a 
wide spru:l of JX)ints probably wouldn't be appro­
priate. 

A _g_OOd allocation seems to be 66 points to 
Physical SP. 40 points to Social SP and 34 points 
ID '4ental SP. This makes his actual Physical SP 60 
+ 66 or 126. His Social SP are 44 + 40 or 84. His 
t>taJ Mental SP are s 1 + 34 or es 

2.43: Fatigue Points (FP) 
These represent the rate at which a character tires. A character expends 

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 I / 10 of the total FP per ten minutes, up to a total of 
half his FP per day maximum. Sleep regenerates FP at a rate of 1/10 of total FP 
per half hour up to full FP. 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 
percentage in each area for use with specific located blows. See the section on combat 
tor 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) + AGL In general, it costs 20 AP to achieve 
1 times Movement, which is normal walking speed. That speed can be increased for 20 
AP per 50%. Up to tv.10 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 Rwllling. 

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 to buy 

levels of skills which represent ability with those skills. They are broken down into 
three types based on how they can be applied. 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 , ·alues are based on characteristics. Starting Mental SP are equal to 
all tour mental characteristics (INT, JUD, WIL, TA L) 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 (APP, CHA, ZEA, SOC) 
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 
spent the least Experience SP, except in the case of a starting character with 
fewer than 3 total Experience SP. Spending 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 SP. If he had 60 
Experience SP he might spend it 27 on Physical SP, 14 on Social SP and 19 on 
Mental SP. This would provide totals of 107 Physical SP, 63 Mental SP, and 

54 Social SP. Be forewarned that gamemasters may choose to pre-assign some SP to 
specific skills or SP groups when they give them out based on the actions of the character 
during play. · 

When SP are spent, there are restrictions on which skills 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 tor 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 purposes 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 
increased to TAL + SL per day. 

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 HP. 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 Will 
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 E11ha11ccmc11t. 

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 cnaracteristics 
and by balancing off advantages 
against disadvantages. 

For the purposes of this 
system 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. Thieving Skills include 
movement and survival skiffs found in the 
1000s, open to a certain degree of interpreta­
tion. Craft Skills are all other skills m 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 
it falls in. Each race must have at least 4 pairs 
of Skill Benefits and may have no more than 
6 J)airs 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. tt a SB is given for a 
range of skills instead of a single skill the QP 
cost is increased by 50% , rounded up. The 
OP 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 OP 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 grouping (these 
groupings are different from the normal char­
acteristic groupings) and no more than 30 
overall . For humans the limits are 5 in any 
group and 10 overall. The three groups are : 
i-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 
Qarallel reduction would be needed in JUD, 
CON or INT. 

Most of the traditional Ysgarth 
races conform reasonably closely to this sys­
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-primrtive 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. tt you want to expand on them or 
create your own world these rules should 
help. 



... ....,.. 
As alraadv mentioned. Stanisar is Evarian. 

The Evarian Skil'Benelits are: 
-1 FwrMg or Herrfing 
-1 Vinmilg a Ccoking 
-1 hwrigor Merchant 
•1 Short Bcwor Running 
• 1 F'/Shirr,} or Short Sword 

Outcteacll pair of skills he gets 10 pick 
one. Fromlhisgroupofrac1al benefits 
he chooses Farming. Cookil)Q. Mer­
chlnt Short Bow ana Short Sword. all 
11-1 off the cost. -

From his background Stanisar 
ii cfearfy a soldier 17,- prctessional 
background. though lafer in his career 
1he merchant benefits might be more 
awoprme The protesional ben­
ells fol soldiers are: 

• 1 on 1 Altacl( Skill 
-1 on 1 Parry Skill a Dodging 
-1 on 1 Altacl( or Disarmng Skill 
-1 on Endurance. Durability. Combat 

R"'8xtls or Damage Strike 
-1 on a Mldical. Survival or Military SkiH 
Allain . Stanisar has to pick one from each 

llt So fie picks an Short Sword Attack. Short 
$Word Parry. Short Sword Disarm. Combat Re­
flexes and Bind Wounds. all at -1. except Short 
$Word Attack which is now cumulatively -2 

Finally. Stanisar _gets to choose five ben­
lffis enbrely at his own discretion. Since he didn"t 
take the merchant package of pro'essional benefits 
he will make up for weaknesses in those areas with 
his free allocation of points. For Stanrsar a good 
way ID divide up these benefits would be: 

• 1 on Merchant 
-1 on Short Sword Parry 
-1 on Damage Strike 
.1 on Duratxtity 
-1 on Conning. 
Wrth all of this taken toQether Stanisar has 

the tlllowing skill benefits . totaTl ing 15 points 
Short Sword Attack (-2) 
Short Sword Parry (-2) 
Merr:hant ( ·2) 
Short Sword Disarm (-1) 
ShortBow

1
1) 

Conning!., 
Ccoking -1 
Farming ., 
Damage Strike (·1) 
Combat Reflexes (-1) 
Durability ( · 1) 
Bind Wounds (-1) 

He may not choose to actually learn levels in all of 
these skills. but the benefits he has collected give 
hrma head startwnh some of the ski lls which win be 
most important to him. 

Payer Note: Skill Btn1fi11 
Skill Benefits can be 

enormously importanttoi your char­
acter. The reduction in skill cost 
which they provide can tum what 
might otherwise be a mediocre skill 
into an exceptional skill. It's gener­
ally good to think out your character 
ahead of time so that between Ra­
cial and Professional SBs he has at 
least a couple of skills with a total 
SB of 2 or 3. Having a few skills 
down to minimum cost (half rounded · 
up) can be very helpful. Unless 
you're motivated by other considerations you 
also 99nerally get more bang for your buck 
applying SBs to less expensive skilfs, but that 
~s you may never bome any good at all 
with some of the really expensive skills which 
need SBs just to become affordable. 

111: S1,lllS & TRA1N1NG 
Skills are the core of Ysgarth. They represent what the character knows and can 

do. They allow each character to be 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 
with that skill. The more SLs a character has with a skill the better he is at using 
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. 
All starting SP should be spent during set-up. Social SP, Mental SP and 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 to be 
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 character is 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 Teach ing 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 further improvement 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 reductions are called Skill Benefits (SB). They are a 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 World Craft. A complete listing of common Ysgarth 
races with skill benefits and descriptions is available in Appendix A. In some 
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 assigned by the gamemaster and the player working 
together. 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 frofessions. See 
Appendix B for a listing of standard professions and suggested Ski! Benefit distribu­
tions for characters following those professions. 



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 
theymaybeusedinanycombinationfromSat-1 tol at-3and 1 at-2 The only additional 
limit is that no single 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: SI<ILL 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 l 
indicates the general skill list, a 2 identifies magical and religious skills, a 3 marks 
combat oriented skills and a 4 marks language skills. The second number indicates the 
mal·or subdivisions within the broad grouping. This is most significant in the general 
ski I 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. All skills which share the same first three numbers are in the same Skill 
Group. For example, the Rustic Skills are divided into four groups, Animal 
Tending Skills (1811-1812), Agricultural 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 to specific other skills faroutside 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 S)and Trapping (1843/Cost4). This would convert into4 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 SP. If you have no 
SL of ask.ill, but have Contributive Points toappfy toit they maybe applied at half value. 
If you have some SL, but enough Contributive Points to purchase more CL than the 
equivalent of those SL, any CL over the equivalent number of SL are effectively at 
double 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 
relatea skills, you spend SP on 
skill groups (Called Over Skills) 
and on concentrations within 
those groups. Each Over Skill 
costs 2 SP and cannot be re• 
duced by Skill Benefits . Over 
Skills contribute to all skills in that 
group. So if you had 10 SL of the 
Over Skill Artistic tt 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 adcfition to the 
contributive P,?ints 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 
CLl , Rhythm Instrument (7 CL) and Voice (6 
CL . tt he wanted to specialize in Voice he 
mi9ht spend an additional 60 SP on Voice to 
gam 12 more SL This totals to about 37 SL 
and CL tt he had spent those same 120 
points evenly between the skills he would 
have had 9 or so combined CL and SL of 
each , totalling about 37 SUCL The result in 
this case is icfentical with either system and 
tt will almost always be similar. This hierar• 
chical system is just a different way of achiev• 
ing the same result , but tt may be more 
easily understood by some flayers as all you 
really need to keep track o most of the time 
are a more limited number of Over Skills . 

Novice Rule: Contribution 
For novice players it 

is sug,9ested 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 
difficult for many players to deal 
with. 

Player Note: Contribution 
While contribution can help 

your character become more ef• 
fective and diverse, it's important 
not to get caught up too much in 
figuring out every little combina­
tion and sequence of contribu• 
lion. Don't letthe relatively limited 
benefits of this system distract 
you from creating your character 
the way you wantto, rather than in 

service to the cntribution system. 



La111l1111Sldh 
Given what we have already 

CXMr8d. Slanisar is ready to leam his 
skills. Clearty this will be guided to 
IC)ffll! deQree t7{ his skill benefits. but 
also t7{ v.fiat he will need acoording 10 
his background 111d in pursuit ofhis 
narats. 

loclll SIIIII: SlaniSar has 84 
Soc:ilJ Skill Points. The social skills he has skill 
bsleflts on are lwchant. Ccnrtng. Cooki~. Bind 
Mbundsand ~- Becauseofskill contribution 
he also has benefits with related skiNs so he might 
want ID Mntua)y add Herbal Healing. Bribery. 
k:t:olnilg. and &a/uate hem. 

U 1rJ ■ Cal SI. Cl fi\C APT SR 
llldM H1 ·2 2 17 2 4 15 91 
~ Aa ·1 4 5 4 5 15 10 
F111illg Kl -1 2 5 0 , 15 ~ 
Evallielll Fl -1 , , 5 3 18 42 

As you can see from this list. contribution and skill 
benefits can make a significant dilference. Skill 
Benefits saved Stanisar 44 SP and contribution 
brought in the equivalent of 26 more SP worth of 
skill. To give an idea of how contribution works look 
II the rel'at10nship between Merr;hant and Conning. 
IWr:hant contributes to Conning. giving 17 points 
to spend on CL Conning also contributes to Mer­
chant. providing 5 points to spend on CL with 
lllrchant as v.eTI Hother related skills were added 
#!ere would be ewn more benefit. 

lllntal SUia · Stanisar has BS Mental SP 
He doesn't have much need for magical skills or 
highly technical scient~ic or a:ademic skills. so he 
is flkelv to spend these points on the more cerebral 
mental toughening and focusing aspects of combat 
whieh are accessible with Mental SP. He has Skill 
Benefits on Damage Strike. Combat Reflexes and 
D,nbiity, which iS probably where he will spend 
#le majority of his points. Aemember that his AP 
are dismayingly low. so Combat Reflexes is a 
pnority forStanisar A couple of his Social Skills can 
also be improved with Mental SP. so he might throw 
any leftover points into a mental skill like 'Conning. 

Sll &Ip SB Cal SI. CL FAC APT SR 
DmgeShi.t R2 -1 7 2 0 S S 2DC 
ColbiRie R4 -1 5 10 2 S S 17,P 
O.Wli)- A4 -1 , 5 3 S S liP 

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

f!hyllcal Skllla Stanisar has 126 Physical 
SP. The Physical skills he has benefits on are Short 
Sword Attack. Short Sword Parry. Short Sword 
Disarm, Short Bow. Damage Strilie Combat Re­
flexes and Durability. He "has substantial SB on 
ll\'9ral of these. lnorderto save points he may also 
want to not spend Physical SP on Damage Strike. 
Durability and Combat Reflexes because they are 
also leamable with Mental SP. He might also want 
to learn other Physical SP skills. particularly Riding. 

at Gip SI Cal SI. CL FAC APT SR 
6'011 SwOld Al P2 -2 3 29 6 S 8 '3 
SMJl!Sw01dPiiP2 ·2 , t 1' S 8 31 

The result of these skill purchases is that Stanisar 
is wry good with his Short Sword. but oouldn I really 
afford to buy a missile skill - something to improve 
on later. You may notice that tile contribution 
belween tile various sub-skills with Short Sword is 
II double value. as noted in section 3.4. 

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 skills. 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. If 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. It is strongly 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 IOI 00 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: 

SkiU Use Tl~ . . . . .. .. . ... 
.Adjua1ed D1 oo · Result } .. 

.. 151+ •• Critical $1,1CCess \ 
100:150 Success ·••· > •.· / .. 

) 51~100 Margina!Success < ••.•• 
. 26'.50 ) Ja~ure < > <.. . > 

A Critical Failure (or 'fumble') indicates that 
the skill not only did not work, but that the 
results were worse than failure, such as de­
stroyed material, a great deal of noise made, 
injury to the character or whatever is appro­
priate for a disastrous outcome with that 
skill. 

Failure indicates that the skill just 
doesn't work, with no specially horrible side 
effects. J;~s ; ~:J~!~~~fr;~;v 

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 
which is adequate, but not perfect, perhaps even disappointing or annoying. 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. · 



3.53: Adjustments for Difficulty 
Not all skills are equally difficult. When a character uses a skill the gamemaster 

should as.sign 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, the 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 50 to 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 1D100 and 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.S6: 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 

c~ Skill~blt ··· <•····· ··•······· · ~
0

a~Kr:tfir:1?1~~\ult~~~~1~:~~~qlue;~!
1
:~o~ 

Advanced Rule: Adjusted Skill Levels 
For players with even a moderate 

amount of experience ii is very desirable to 
apply a curve to all skills. You ought to start 
using a curve when players are 9etting more 
than 15 SL of any skill, especially combat 
skills This curve Is created by adjusting the 
Skill Levels which a character has with a skill 
and usin] 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 
~AS!. ~AS!. 
1 5 2626 
28 2726 
3 9 28 27 
4 10 29 27 
5 12 30 28 
6 13 31 28 
7 14 32 29 
8 15 33 29 
9 15 34 30 
10 16 35 30 
11 17 36 30 
12 18 37 31 
13 19 38 31 
14 19 39 32 
15 20 40 32 
16 20 41 33 
17 21 42 33 
18 22 43 33 
19 22 44 34 
20 23 45 34 
21 23 46 34 
22 24 47 35 
23 24 48 35 
24 25 49 35 
25 25 50 36 

~ AS!. 
51 36 
52 37 
5.3 37 
54 37 
55 38 
56 38 
57 38 
58 39 
59 39 
60 39 
61 40 
62 40 
63 40 
64 40 
65 41 
66 41 
67 41 
68 42 
69 42 
70 42 
71 43 
72 43 
73 43 
74 44 
75 44 

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 =Pl~ i gITlt / ~~::r;i\:£1f I.;~:f.~!E11iiff t table 

f 4f1$8 / OL3 ment is 50. If a craftsman works faster --... 
values which factor in aptitude to 
modify FAC. To find adjusted 
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 FACof (5x 16) !15or6, but 
if his APT was only 7 he would 
have an adjusted FAC of 3. If 
you use this rule you must use it 

i21~143 · · OL2 · ·,· · ·· •• than normal, has difficult to use mate-
t00-120 ... . >0L1 / /i\. •• ··.. rials, or is in adverse circumstances 

• .. ·• .. • ... f.· .. ,,.· .. •99 0.,..• .. · .• •. · CLO \ •• the difficulty should be higher. 
Q!'rOII / OL 01 < .· Changes in time taken are probably 

·.• .. •·.fr3 ... i; OL~2 · < > the most likely modifying factor. Dif-
.i1r'tQ / QL ~3 . > <> · ·•.· ficulty should increase in an inverse 
2tss Ol•4 ·· ··••• •·• < .. proportion to any reductions in time 

i"2S · · / Critical Failure .......... ·· from the standard time todo a job. For 
1:.S / )Jways Critical Failure example, if it takes 10 days to make a 

/ on Natural .Roll .. ·· ··· 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 or Defense SR. Negative QLs result in equivalent minuses. These improvements are 
not magical in 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. If 
the result rolled is an undesirable QL or a Critical Failure the materials used and time 
spent are wasted. 

3.S7: Special Function Skills 
Of course, some skills don't fit under any of these general rules. In such cases 

the description of the skill will include the special guidelines for its application. 

for 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 campaign needs 
are not available on the standard fist . It is 
easy enough to design your 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 
your new skil will be similar in CST and FAC 
to related skills which already exist. k. a rule 
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 . 



UllllgSldh 
One day S!anisar goes to the 

marll8lplace in Tibrum. While he is 
!11119 he plans ID buy a wagonload of 
l'lll(J)ellSrve farm implements to take 
1DGol!ia. HeisgoingtoGottiaany,yay 
11?rneetwiththeCountolluriawhohas 
acqlirld a shipment of ·abandonnecf 
seige equipment belonging to the 
Saesan army and needs someone to 
broker It for l\im. Stanisar figures that 
ifhe~goinglDmakethetrip he might as well make 
a prant on lhe way up so that ~ n1s deal with the 
c:cunt falls through he will stm t/ave something to 
llhowfonhe trip. 

In the marketplace Stanisar wants to go to 
the dealer who will give him the best price on bulk 
farm implements. T6 do this the player would roll 
10100 and add S!anisar's percentage with the 
MM:hartskill. ttherolledan~justed100orbetter 
{prltly easy with a 91 SA) Stanisar knows that 
PcmphtheAegeran is the man to see. tthe failed 
Iha! roll he might go to a less appropriate dealer. or 
one who IS more likely to grve him a bad deal. With 
1111 SA unless he rolled a natural 1.5 he would at 
least get a Marginal resutt. which would give him an 
appt0priale contact. just not the best one. 

Once he gets to Postaph·s establishment. 
Pollaph allows him ID pick the implements he 
wants. The quality ol those implements would be 
based on both S!anisar·s ski ll with Farming and his 
skill with EvMuat, lltJm. In this case he has a total 
ol 10SL between the two skil ls. the average APT Is 
18andthe lowerofthetwoFacilities is 3. This would 
giYe him 18+(3x10)z48 as his Skill Aating In this 
case it isn't a matter of findin.g or. not finding some­
lhing. It IS a matter of finding items of a certain 
quaTrty. The GM may either choose to sell him 
implements of 48% of the optimum quality. or let the 
play&rroll 10100and add his SR ttthe roll is over 
'8 the amount It is over is subtracted from 48 to find 
the percentage of optimum quality. ff it is under 48 
the amount under is added to 48 to find the quality 
al the implements. 

That done. it remains for Stanisar to pay for 
the implements. tt the GM and the player wish to 
bVP.1155 the fun ol haggling over price the Merchant 
sKiU can be used eas1ty as a comparitive skill. The 
Merchant wm generally ask6 times his own cost for 
the item. He is generally expecting t.o sell the item 
for 4 umes hlS own cost. but can survIv.e selling it at 
2Umes his own cost. The value which Is 4 times the 
merchant's own cost is called the par price Using 
the special pr011Ision of the Merchant ski ll . Stanisar's 
SAwiththeskillol91wouldbereduced by Postaph s 
SA v.ith merchant and that would act as a percent• 
~e increase or decrease from the par price So. if 
Pcstaph had a SA of 85 with Merchant. Stanisar 
wo~ save 6% off the par price. 

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. Keeping a 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 AP, but in combat or high-pressure 
situations they become more important. 

Each skill has some sort of AP Cost. For nonnal skills the cost in 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 have a 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 5 x (10 - F AC) and 10 x (10 - F AC) AP per round 
that they are being applied. 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 F AC of the language at a rate of (15 - FAC) x 5 AP to carry on a nonnal 
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. For example, walking at base 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 spent each round. This 
breaks down fairly simply, and can be kept track of in units of 10 FP. Spending AP at 
a rate of 10 AP per CR, a character loses 1 FP per 40 CR. Spending AP at a rate of 20 AP 
per CR a character loses 1 FP per 20 CR. At a rate of 30 AP per CR 1 FP is lost every 10 
CR. At a rate of 40 AP used each CR 1 FP is Jost every 5 CR. At a rate of 50 AP used each 
CR 1 FP is lost every 3 CR. At a rate of 60 AP used each CR 1 FP is lost per 2 CR. At a 
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 AP. An 
exception to this is that with spell casting the FP Cost is always 1 per 50 AP spent casting 
a spell. No matter what actions a character is doing, everyone loses FP at a rateOf 5 FP 
per hour, even while resting and inactive, though not while actually sleeping. 



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 TA L, 
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 SIR, DEX, AGI, INT, WIL and JUD. With these, 
the multiplier is O if no AP are spent, but it increases at a flat rate of 1 times for each 20 
AP spent, uptoa maximum of 100 AP and a Stimes rating. In many cases AP may need 
to be borrowed from a coming round when an unexpected roll needs to be made. In a 
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.n: 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 Sor less always succeeds and a natural roll of 96 or more always fails .. 
The most important thing with 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. SkiJis and character initiated actions should be used instead of 
resistance rolls whenever possible. 

3.8: SKILL ADVANCEMENT 
When a character gains 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 Teachi11g, 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. 

Advanced Rule: Proffflion Design 
New professions can 

be designed through an easy 
system of checks and balances. 
There 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 sl<ills. 

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 give only one more 9eneral option, 
such as 'Any 1 Craft 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 tt 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 mos! expensive skilfs 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 o_ption is 
offered instead of a pair double its CST when 
figuring the total. It 1s also possible to violate 
the regular pairs system and offer more 
choices . When this is done, add hatt the CST 
value for each extra option included . 

H you wish to assign a general type of 
skill, as in Movement Skilfs, Craft Skills, etc, 
use a standard cost for all skills in that group. 
You can find this by averaging them all to• 
gether, or to keep things simple use 3 for all 
Movement 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 conceptually 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 tt 
none of the already existing packages suit 
their needs. 



Novlct Rule: WNpon Sub-Sklll1 
Eliminate sub-skills for novice play• 

ers. Make all weapon skills cost the 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 op!ions. Thus, a character 
with 10 SL of Broadsword would 
have 10 SL towards attack, de· 
fense and disarm. This signifi• 
cantfy simplifies combat and in• 
atitutes a certain balance in play 
which may not be there other­
wise. 

Novlct 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 chara:ter. 

Preparing for Combat 
When setting a characier up 

for combat you ougnt to determine in 
advance some basic strategies to fol­
low. This 1s very helpful oecause it 
allows you to determine how yoo will 
spend your AP in standard combat 
Sl!Uations. though you still have the 
liber1ytochangethatset-1.1p W a special 
situation arises. You might even want 
ID think in advance about several dif­
ferert combat options for different situ­
llions 

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 Altack SA and 
damage and defend once at normal Defense SR. 
Each of those actions would cost 20 AP and to­
aether they would use his lull AP for the round. 
Another option might be to make only 1 attack and 
spend 40 AP on it instead of 20 in orcfer to increase 
eitherA!tackSRordamagebv 50% ttStanisarwas 
feeling overmalched he migh! go the !Xher way and 
spend' 40 AP on defense and lake only one attack 
while raising his Defense SR by 50%. tt he was 
l'Nlly afraicf of being hit and just wanted to avoid 
combat he could aJways spend all his AP on De­
fense and by spending 3 increments he could 
increase his Defense SR by 50% and 50% to 
double its normal value while taking no attacks. As 
an alternative. W he wanted to finish off a weak 
opponent quick~ and was well armored enough not 
~ WOrJY about that foe's attacks he might spend all 
his AP to increase the damage of a single blow to 
double its standard value. 

Other configurations are cerainly possible. 
but these are the most common ones which a player 
With a character like Stanisar might keep in mind 
before entering any combat. 

1V: M£CHA NlCS 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. 

Combat 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 

skill and 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 be spent. Sub-skills contribute at l starting points per SL to 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 Actidty 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 
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 l 00% 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. It is 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 fonnula (Range x DC) / 10. Range indicates the number of feet of 
distance over which attack SR declines bv l. So, with an adjusted Range of 10 and an 
Attack Skill Rating of 50 with Lo11gbm1• a character would have an effective Attack SR of 
30 at 200 feet. 



US: Combat Skill Ratings 
Combat Skill Ratings (Attack, Defense and Disarm) are determined 

just like other skill ratings by purchasing Skill Levels and multiplying by 
Facility. They tend tobe a bit lower than otherSRs because the Facility of most 
combat skills is 1. It is strongly recommended that you use the advanced rule 
for Adjusted Skill Rating from section 3.5 when determining SR for combat 
skills. 

U: 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 AP. 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 isan 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 Parn; 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 with one 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 
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 
rounds in which Jess than half of the AP are being devoted to concentration on future 
actions or if the concentration is interrupted. 

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 the same 
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 

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 have to do is have all 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 Generally 
an easy to divide number like 5 
or 10 1s recommended . Num­
bers higher than 1 O tend to be· 

come hard to work with . 

Novice Rule: AP In Combat 
You may wish to limit flexible AP use 

in combat. By limiting total AP to 60 and the 
AP cost of weapons to 20 you can set char• 

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. 



C:0.1111 Example 
One~ his lenathy ad­

ventures in · . while looking for 
deals in !he mancetplace in Tibrum. 
Stanisar runs into his old comrade in 
arms and enemy Gordisag the Brute. 
Slanisar raporllid GordiSag for being 
drunk on duty when they were in the 
111118 decade of !he Legion XIV and 
Gordisaa was cashered and the le­
gion hail moved 10 the front before 
Goltlislg had a c:hlnce to sellle-his,grudge against 
Stanrsar. Natt GoldlS8Q is working as a knee­
blaaker br a moneylender named Alkymenios of 
Gelat and when he spies Slanisar in the market­
place he abandons his post outside Alkymenios 
office and skulks aft8r Stanisar. finally catching up 
with him in an allfl'f. 

. Since Gordisag's not much of a skulker 
Stansar had spotted h,m and slipped into the alley 
lll)IICifically so they could settle accounts When 
Gordsag slips around the corner and draws his 
~d. Stanisar is waiting for him with a short 
IW0rd in each hand. Basic statistics for Stanisar 
and Gordisag are given below. In addition. we are 
ISSUmi~ that Stanisar gaineda bout 120 ESP 
duri!hlS time in Gottia. (note that these are not 
com te. merely those stats necessary to thiS 
com ~: ......... 
APP: 9 INT: 12 CON: 2'2 
CHA: 9 .IJO: 10 STR: 20 
ZEA: 6 WIL: 16 DEX: t:i 
SOC: 12 TAI.: 2 AGI: 16 
Sit: 17 Htir,111: 61' We~lt: 240 
DC: 19 AP: 4'-!lo55 If': :5-6"45 
SSP: tOI IISP: !Kl PSP: 143 
Iii '-I i g, UUil SB ~ fill 
l!Olda,OldAl 4 20 2 S 12 35 2'l 18 
IIOldlronlOe 5 4 I S 12 29 2'l 
Aollld Sbald I I o S 17 29 2'2 
Olflbltf 5 I o S S 41f' 
Colbll lW!ex 6 9 0 S S .9,p 
Allor. Sllddedl.tlllle! OV~4!3AV:2'4;'2>P 5 

••11t1fAEwtrtl 
APP: 12 INT: 15 CON: 20 
OIA: 15 .IJO: 11 STR· 17 
ZEA: 6 WIL: 14 DEX: 15 
SOC: 11 TAI.: 4 AGI: 8 
Sie 11 Htiglt 67 Weiglll 197 
DC 17-2•19 AP: 47-17.&I If' 36-15,,51 
SSP 106 IISP: 129 PSP 180 
Iii '-I i a. Uk ~! SB ~ fill 
SIIOIISwonlA1 3 31 10 1 15 47 20 16 
SMIII Sw01d Ot 4 9 ti 1 14 41 20 
0.11bay 4 10 3 S S •15HP 
ColblllWlex 5 15 2 S S •17AP 
Dm9eSbb 7 2 0 S 15 •20C 
Allor. llllier0V:344AV:2/31 AP:4 

As you can see from comparing these statistics 
Stanisar has spent his time since nis legion service 
more productJvely. gaining much more exoerience 
1han Gord,sag. And while he is smaller and less 
phy'Sical_ly imposing than Gordisag . he easily makes 
up for n ,n supenor tram,ng. 

Gord,sag ·s Set-Up with 50 AP (55 minus 5 
for armor) and all of hrs combat options costing 22 
AP he can basically do 2 actions per round wrth 
enough_AP left over to enhance one Skill Rating by 
1"!1,. Since he fears the wilv Stanisar his standard 
set-up wtll 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 AP to make one normal attack pe. r 
round with his broadsword with his full SR of 35. 

Stanisar's Set-Up With 60 AP (64 minus 4 
for armor) and both hlS attack and defense costing 
20 AA Stanisar has many options. His standard 
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 
comf>atants 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 AP. 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 combat just 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 AP, 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 sleep. 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 thus 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 to aim and rolling lDl 00 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 upto a Critical hitwherethe 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. 
For example, 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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. Altack/Dtftnat Results: Small ArN Targets (Head, Hand, Foot) .. 
\ AdJUlttcl 0100 · Result · ·.<: 

•llilllf .·••11•~;~~~lilb••••••••1•:•••··•·••••·;••••••···,• 
\ ~1(X) }.!ways Marginal Hit on Nalural Roll .· · ·. •·· ·· · · 
< 1,5 < : C~I ¥i~s(Always on<NaNral R~I) 

• • • • • • ¢i, ~~ iable, When 1M ~cker ~ ~ Crttitai Htt tie can choose anY area on ttie target's body . 
':Je.gar<lless of where he originally aimed, ijthe a.ttacker gets a SuccessfulMhe has hit the >•~ ll13 ai~ tor: If, the ~cker gets a Marginal hit the defender gets to choose what 
) ,_majivEI l>odY area the blow larids in .. The alternatives by aiming areci are: . ·· 

Alt~~~tiJ.locatl~nl > > •·:··:.·· e:·~r~·;j:f ,·••··· 
111e1jt~11,~~~~·.~l~I• .. •~·,. ·· 

:9HOS ax Apti1ude Resistance Roll • •• • 

lif oo > a ;,~;wrnt;~Ro:: •'.-
: 'i'~ '..\ptittid~ Characte,risW rolled against bn this table i a~es depending 
6=,tt)hetype<>fattac.kmade .. l'h~multipli~hldicates how.many times that 
c~a~cte~tic th,e~(eµcler micly add tp ~is rQll pn the sta~dard Resistance 
lwllJ~~/ ntodifi~dfpi:)~ SR ¢the alt.ai;ker with th~ ~kill which he is :ij~s> r . . .. · ... . ······· ... ..... . . . 

Advanced Rule: Sub-Location 
To add detail to combat. you may wish to 

use a system of sub-locati.on . This Is an ahernat.e 
system which takes a brt of extra time and Is 
certainly not essential. It can be rewarding. but tne 
added detail may not be worth the time . When an 
attack rol l achieves crrtieal success and tne dam­
age from that blow is greater than 1x damage the 
attacker may consult tne appropeiate sub-location 
table for that body area to determine the specific 
resu tt. a brr of adcfed detail and effect. The resu lts 
listed on the appropriate sub-location chart are in 
addition to af"r,J normal effect. and are not modd1ed 
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 
1000n his original attack roll asa bonus added to 
a 1D100 roll on the sub-location table tt he has a 
particularly high number and for some reason 
wants to hit some area other than that placed at 
the top of tne sub-location table he may rearrange 
the numbers wh ile retaining the same percent­
ages for each sub-area. There are no sub-loca­
tion tables for the limbs. 

Target Area : Head 
Roll Sub-Are■ 
5() Right Eye 
00 Left Eye 
70 Throat 
40 MOi.lth 
20 Right Ear 
01 Left Ear 

Target Art■ : ChHI 
Roll Sul>-Arta 
5() Hean 
70 Right Lung 
50 Left Lung 
01 Clavicle 

Target Art■ : Abdomen 
Ron Sub-Are■ 
5() Appendix 
00 Spleen 
65 Testicles 
50 Liver 
40 K'Jdneys 
20 lntestne 
01 Diaphragm 

R•ull (CEP) 
1S3 
1S3 
361 us, 
I.JS. 
US-

Reault (CEP) 
U3D 
U53 
U53 
UU· 

R•ull (CEP) 
423 
123 
SSI 
- 1 
1-1 
-12 
1U3 

When the result on any of these tables is 
a U that indieates that the unconsciousness roll for 

that area is reduced t,y one incre­
ment such as from ~xCON°., to 
2xCON%. An I result indicates the 
temporary loss of the use of that 
organ or area of the body AS result 
indicates tne permanent loss of the 
use of that organ or area of the body. 
D results indicate immediate death 
regardless of the result from the 
gross area. Number results area 
additive with any number results for 
the grcss area. 



Novloe Rult: Dtf111tlvt Sldffa 
For inexpenenced players or 

I you want to keep your combat as 
simple as IX)SSible. merely consider 
defense to be an ~ng action. 
OefensiYe skills are paid for off of the 
"'81 APof the character before other 
IClions are paid for and they are in 
gperationfortheentirecanbatround. 
This method is simple and works well 
with players and characters of low to 
moderate ex119rience, but may lead 
ID inflation of Defensive SRs with more advanced 
players and characters. 

Contir#J«i from page 18 
Gordisag Flound 1: he de­

cides to go for !tie quick kill at th start 
He spenos 22 AP on parrying with a 
SR of 33 (29+40Vl and 28 AP to haw 
a SR of 3S 'Mth his broadsword. but an 
increased damage of 22. He aims for 
lhe Abdomen. , .. 

Stanisar Flound 1: for safety 
he is going to take a defensive pos- , · '. 
!Ure. Aespends40APonparryingfor · · 
a SR of 6S (62+3DV) . He spends 20 
AP on one attack wnh a SR of 4 7 in the hopes of 
drawing first blood and discouraging his foe . He 
aims for the head. 

Results Flound 1: Gordisag·s Attack SR is 
35 against Stanisars Defensive SR of 6S which 
makes him -30 on his attack. Stanisars Attack SR 
is 47 against Gordisag's Defensive SR of 33 which 
makesnim +14. Stanisar rolls a 71+ 14 for a total 
of 85. Aiming for the head that means he has a 
Marginal hit. Gordisag chooses to take it in the 
Abdomen. He rolls a 4 and a 8 for damage so he 
does 40% of 16 or B points of damage. Alter armor 
absorbs 4_ points. Gordisag takes 4 points of dam­
age. Stanisar has drawn blood but since Gordisag 
his 18 HP in the area the blow is insign~icant 
Gordisag rolls a 45. quite st'Qrt of the BO he needed 
1D hit this round. 

Gordisag Round 2: he realizes he·sgoing 10 
have a hard time hitting Stanisar. He concentrates 
what extra AP he has on increasing his AR. He 
spends 22 AP on parrying and gets a delensiw SR 
Of 33 including armor. He leaves damage standard 
at 19 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 
Goldisag·sapparertclumsiness. Stanisarwillspend 
only 20 JP on parrying for a SR of 41 plus 3 for 
annor_to a total_of ~ - Aewill take ontv one attack 
with hlS remaining 40 AP spent on Iha! to increase 
l:lamage to 24. wfiile using his standard AR of 47. 
He keel)Saiming fOl'the head. 

. Results Flound 2: Stanisar is now only+ 14 
toM (47-33) andGordisagisonly-4tohrt. Stanisar 
rolls a 44+ 14 for 58, whicfi misses because a 76 or 

Continu«J on page 21 

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 numberof attacks his character will be dealing with and 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, if a 
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 

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 RI 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 anv other crossbow user, and would lose 
48 Attack Skill Rating overt hat 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 
weapon 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). This is multiplied 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. 



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 
Some attacks, particularly poisons, spells and impacts with the ground 

or large objects, will do overall or body damage. This damage is done not to any 
particular area of the body, but to the character's total Hit Point value. All Body 
Damage 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 gross physical abuse. Some types of attacks may even produce both 
located and body damage. 

4.42: Alternative Damage 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.S: CRITICAL HITS & MISSES 
Sometimes a person may strike a particularly good or bad blow. If, when rolling 

his attack on 1D100, the character gets a natural roll of 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.S1: 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 .. 

Advanced Rule: Stun Dlm1g, 
Stun damage is another added aspect 

which you may want to play with if you are in an 
important combat or duel snuat1on. It can become 

too involved for quick and mass com­
bat. Ho,vever. rtdoesallowpeopleto 
be taken out of combat wrthout being 
killed. As shown on the Damage 
Effects Chart each area of the bo_ay 
has a Stun Damage Modifier (SDM) 
broken down by Club. Edge and 
Point. ~ a person is M in that area 
with that particular type of weapon . 
the Physical Damage (before armor 
reduction) is mult1pTied by the SDM 
to find the number of AP wh ich the 
character loses from his total AP 
Depending on your preference thiS 
loss can come immediately or at the 
end of the round The first option is 

more realistic the second is more fa ir. You should 
play with the same version in all cases Rules are 
flexible but must be consistent After the AP 
damage for a given attack is determined it 1s 
reduced by the defenders Stun Absortit ion MOd 1-
fier. SAM 1s equal to Size x 3 for all attacks Thus 
a blow for 20 points wrth a club to the abdomen of 
someone of Size 12 would do 54 rather than 100 
points rJ. AP damage Stun damage never effects 
the mental portion of a characters 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 rt to each successive 
round. adding more to the total as 1t 1s acquired As 
rt is applied tfie total is reduced by the half that is 
charged to the character. Thus a character with 
80 AP who took 60 AP damage would lose 30 the 
first round. 15 the second . 8 the next and so on 
until it was all gone tt he got hit for another 60 in 
the second round. then Fie would have a total 
deficitof 68going into the third round . so he would 
lose 34 ancf then 17. etc 

Continued from page 20 
better is needed when aiming for the 
head Gordisag rolls a 51for 47 which 
misses because Si or better (~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 ro lls a 

94+ 14 for a total of 105. This gives 
him a successful hit in the Head. be­
cause he is over well over 9~ He ro lls 

a Sand a 6 for damage doing 12 points reducecto 
8for armor This 1s ix damage. s0Stan1sar 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 Gordisag probably can·t speak anymore 
Gord1sag rolls a 68 which beats the 64 he needs to 
hrt and Stanisar chooses to take the hit in the Left 
Arm He rolls a 2 and a 9 for damage and does 4 
points of damage which is absorbed by Stanisar s 
armor. 

Gordisag_ Round 4 · same as round 2 
StanisarRound 4: same as round 2 
Results Round 4 Stanisar rolls a 84.14 for 

a total of 98 . hitting in the Head He rolls a 3 and a 
6 for damage. doing 4 points after armor. short of , x 
damage (adding in the previous blow) by 6 points 
Gord1sag rolls a 92 to make a successful hit 1n the 
Abdomen. For damage he rol ls a 4 and a 4. a 
critical M where the dice add together for a total of 
12 points of damage after armor Thats a serious 
blow. but just under ix damage. 

Gord1sag Round 5 same as round 2 
Stanisar"'Round s· same as round 2 
Results Round 5 Stanisarrollsa 6$+ 14 for 

a total r/.79 hitting in the Right Arm. He rolls a 7 and 
a 9 for damage. doing 13 points after armor.just 
over the 12 points Gordisag has in that area. This 
yields an I result . Gordisag must roll against his 

Continued on page 23 



AdwltlOld Rule: lloocl l.oM 
Blood loss can be handled fairly simply. If 

a wound is taken and not adequatly trealed rt will 
bleed The rate of blood loss is based on the 
~ type and the amount of damage taken. 
Blood IC:6s is represene:1 as overall body dam­
age, with HP sublnlcted from the character's 
OWlrall HP. 

Basic blood loss per CR is (Damage taken 
in IIN/Xl. For club weapons X:7. For Point 
IIW8ll)OllS l<s5 For Edge weapons X'"3. Note that 
if the=chart indicates iln A result. that 
likes oe. Woundsollessthan1 /10tha 
1188 P will not bleed enough to wooy about. 
With appropriate equipment (tourniquets. ban­
dages. sutures) and skills (Arrest Bleeding) blood 
loss can be S1Dpped and wounds patthed up. 

Advlnctd Rult: Efftctt at Pain 
Wounds also cause pain. 'M'len a charac­

l9rllkesdamage he must roll within his Flesistence 
skill or Aptitude or he will lose AP off of his total 
NCh round equal 1D the number of points of 
~takentimes3as a result of pain. If a limb 
is wounded and is in use the AP lost because of 
Iha! wound is doubled. Thus. ff a character was 
Iha in the leg for 8points of damage he would lose 
24 AP each round. or 48 ff he attempted to stand 
or walk. OYerall damage is treated as a single 
wound. Naturally. this may involve a M more 
bookeeping than you like. so the rule may be 
c:crisderacf optional ' 

Adva11c.cl Rult: Lona Term Damage 
Evenmagicallyhealedwoundsleavescars 

and little reminders. Old wounds. especially seri­
ous ones. should be kepttrack of. and might yield 
a little stiffness. or even a few points off of an 
appropriate characteristic . as the GM determines 
~ be appropriate. In general. the effect should be 
loss a 2 off of an appropriate characteristic for a 
healed wound whieh reached ix damage. 4 if rt 
1'811Ched2x damage. 8 ff rt reached 3x damage and 
16 ff rt reached 4x damage and the character still 
IOfflehow managed to five . tt the wound was 
healed magically rather than through surgery or 
lhe natural healing process those effects are 
halved. For example a severed leg reattached 
with the spell Reattach Limb should still cost 4 off 
of AG/ for that character. 

Advanctcl Rule: Sl11gle Blow Damage 
A recommended variant which requires a 

little more adjustment concerns the difference 
between cumulative blows and single-instance 
effects of damage. A simple application of this 
concept 1s that except when dealing with immobi• 
lized targets the B. S. P. and D 
results sfiould not take effect unless 
l!leY are reached wrth a single blow. 
Cumulati~ damage in an area which 
does not achieve one of those results 
in a single blow should be sut:tracted 
from the area for purposes of healing 
and for overall hrt points to represent 
blood loss and trauma. and rt can 
result in inc_apacrtation (I). uncon­
sc10usnes,; (U) or delayed death (#) . 
This re~resents the fact that in the 
midst of combat not all blows are 
Ukely to land in the same spot. even ff 
they land in the same area. ~ a 
character hits the area he is aiming at he may 
make an additonal roll within his Attack Skill ~t­
ing on 1D100 to see ff he can hrt the exact same 
spot. in which case the damage in that area is 
cumulative for all effects. This makes combat a 
little less instantly deadly. but preserves the ad­
varuge of skill . 

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' t one), you add the two rolls together and use that number as if it were your roll. 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 HP. 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 (lxD - SxD). 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 damilge multiple in thilt area . Thus, there are three letters 
at each multiple for eilch area. The order is illways C / E/ P. So, if a character had 5 HP 
in the Right Upper Arm and took 5 HP damage from a club weapon, he would be at 1 
times damage and have a I result. At 2 times damage it would be a B result. At 4 times 
damage it would be il S result. 

The tilble provided below gives the various body areas for humilns, their HP 
distribution and all the various effects possible with different levels of dilmage. 

. DAMAGE EFFECTS 
LOC . < SOM 
Head • 6-4·2 
Neck . >: 5-3·2 
Hands . 3-2, 1 

-~~ > <It~ 
Abdomen .. ... . : • 5-4-2 
uga • · > 4°2-1 · 
Feet < 3;2.1 
Tall . / 3:2.1 
Overall . . . >> 6-3-2 

4.62: Results of Damage 

%HP 
15% 
15% 

JO'% 
20% 
40% 
30% . 
30% 
15% 
20% 
100% 

1xD 2XD 
uuu UD3 
uu> P51 
II- BAI 
II- BAI 
UU1 p35 ·• 
l.121 P42 
t~ >\BAI 
fl. BAI 
II- . BAI 
UU1 . >P35 

3xD 4xD •. 5x0 
ODD ODD ODO 

·oos ODD ODD 
ASI sss sss 
ASI . sss $.5S 
30D 6DD . DOD 
573 ·.ooa ODD 

. ASI sss sss 
ASI • sss sss 

>ASI sss sss 
3DD ODD D00 

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 (l x Area HP) per CR from overall HP. #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 1 x, P from 2x and 
a #3 from 3x damage. Multiple wounds in a given area are additive, even when 
they are of different types of damage. In mixed damage the gamemaster should 
decide which type would predominate, or he can mix results. 

Such thlng.s.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: ne 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. In addition, the same amount is divided between wounds on other areas 
of the body 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 the 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 annor 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. If a 
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 it does not cover a given area, that area will be covered by the next best 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 
is totalled, theDVis 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. 

ARMOR TYPE · .. J>V(CEP) AV(CEPA) · .. •t,;P 
ilijttier · / i 5/5{1 ..... . 2/3/1/10 .. 4 ·•· •. 

::r.1~~~•f: ,~5 <: / t~~~ .•.••. ··••. :·····• ~.•1··0:·:··•.·•.•.· Rlngmail .· :• :: ;: .•• ••• i 3/415/14 .·. 
Ct..lnmall > · 11112/9 •· / 315/6/15 .. · • 12 ·.· 
~ Mal ·•• ...... 11/t2/1l / $/4/4n6 •.·• • 1 s 

~~f.~. }l :::~~:~ ••• .. r:i1: .. ·•• : : :: :: :: · ... -:-:. • . 

Continued from page 21 
DEXx3 minus the 1 points over 1 x in 
the area toavoid dropping his weapon 
from his numbed hand He needs a 
38and rolls an 82. dropping his sword. 
Al the same time. Gordisag rolled a 
24 on his attack and missed com­
pletely. 

Gordisag Round 5 • Having dropped 
his sword. Gordisag has to defend 

himsett madly with his shield Since he·s nght 
handed and his right hand is now only 33% effective 
hes in serious trouble. basically JUSt fighting for his 
l~e. This round he will spend al l ol his AP on 
increasing his Defensive SR to, .64 tunes hlS basic 
SR of 29. a total of 48 plus 4 for armor to 52 

Stanisar Round 5· Stanisar realizes the 
srtuation Gordisag is in. so he moves in for the kili 
He doesn·t spend any AP on sett-defense. drop­
ping his DR to his APT of 15 plus 4 for DV to a total 
of f9 . 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 wounded 

Results Round 5. Stanisar 1s now plus 18 
and rolls a 89+ 18for a total of 107. allowing him to 
hrt the Head v.ith ease. He rolls a 5 and a 1 O for 8 
points of damage after anmor. Added to the 8 points 
he already d,cfin that area Gord1sag has taken a 
total of 16 ,n theface This is2xdamage.giving him 
a 5 resu~ In addrtion. Stanisar sub-lccates. rolling 
an+ 18toblindGordisag inthe right eye Gordisag 
takes no attack this round but mus, make a ron 
aga,nst CON !o remain conscious This ,sat -11 for 
the points over 1 x in the Head. He needs to roll a 
49 or less and rolls a 87 He falls unconscious In 
addrt,on because of his Head wound he is go,ng to 
die in CON/5:4 minutes 

Conclusion Stanisar. being merc~u l. binds 
Gordisag s face wound. He is quite skl lied at th ,s 
and effectively reduces the damage to 8 po,nts 
which is only ix damage so Gord,sag w,11 1,ve 
Stanisar haufs the unconscious thug out to a healer 
and makes a quick exrt after getting nis own wound 
tended to . Chances are that Gord,sag has on~ 
limited monetary resources . so he II probably re­
main blind ,n one eye with a hideously scarred lip 
Stanisar w,11 probably have to ki ll him the next t,me 
they meet. 



Pllytr Note: Armor 
Players may not realize 

It rigllt t'df, but the way armor is 
handled in Yagarth mal<es it a lit­
eral ~send for the character who can, afford to be omnicompetent 
In Mry refinement of combat skill. 
Just a lillle bit of armor can make 
the difference between a blow that 
11i1s and a blow that misses and a 
blow that is fatal and a blow.;lhat is 
inertly an~ing. 

For the more experienced charac­
llr armor is still valuable, but eventually skills 
and training can make less essentiaf. The 
beginning character should buy the best ar­
mor he can afford Qn price and AP cost), and 
let the armor be his protection until he can do 
u well or better with skills. 

There does come a break point for 
!ft811Y characters where the AP cost of armor 
la more per)&fty 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 isni 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. 

Oon1 overtook armor. Beg, bor­
row or steal to get the bet and most appropri­
ate armor you can. 

Playtr Nott: Shields 
Many players overlook the value 

fA shields in searching for skills which may be 
cheaP,er 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 absorbin9 
damage. And unlike armor they can be posi­
tioned over particularly vulnerable parts of the 
body. 

The time when a shield really 
comes lt!rough for you is when your opponent 
gets a marginal hit. When that h~pens, you 
can redirect his blow into your shield, effec­
tively blocking it. The additional AV of the 
shield can take a crushing blow and make it 
into something you can at feast live with. And 
that much is possible without even having 
much skill with your shield . Once you start to 
learn some skilf with your shield you can block 
blows actively and use it for general defense. 
Ooni miss out. There's a reason why virtually 
every society invented the shield almost as 
soon as they became warlike. 

Novlct Rule: Sllield1 
The shield rules can be com­

plicated and 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 cl\ara::teris­
tics of shields. 

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 strength 

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 to 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 Hit Point percentage in that area. Basically divide the HP percentage for 
each area by 5 and add 1 to determine the maximum AV that area can have covering it. 
Thus, the Right Chest could have up to 7 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 of an 
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 are indicated 
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 long as 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. 

. . . . 
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t.8: SPEOAL ACTIONS AND COSTS 
Combat isa time for fast thinking and improvisation. Characters may also want 

to set up 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 P.lPvement. 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. 

t.82: Special Attack Options 
There are many more tactics possible in combat than just hitting the opponent. 

These include unbalancing, disarmin~ immobilizing and many other types of attacks. 
Most of these are resolved using the Special' table on the combat chart. 

t.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 that in AP, 
divided by the number result on the table. If a WOU result is achieved the overall 
dama~e 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 
AP, 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, both rolling STR + 1D20, with a break 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. 

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

4.822: Disarming Attacks 
Disarming attacks are also possible. A character may roll an attack to try to grab 

or immobilize an enemy with his hand or a weapon. Todo 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 immobilized. The degree to which it is immobilized 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: Cu1tom Weapon, 
It .,s 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 tour clas­
s~icat,ons of size which can be 1dentif1ed by their 
damage For example. among edged weapons. 
~ou have Da~er (MD7) . Short Sword (MDS) 
Broad Sword D9) Bastard Sword (MD 10) and 

reat Sword. (MD11) . There is a 
direct relat1onsh1p between the size 
of a weapon and the AP cost to use 
rt The AP cost of a weapon is 
generally (2xMD)+4. A character 
may have a larger than normal 
weapon made for nim and treat it as 
if it were a smaller weapon as long 
as he pays the appropriate AP cost 
and as long as the weapon is pro­
portional to his body size . The 
amount by which the MD of a weapon 
may be increased or deer.eased is 
equal to (Size-13)i3roundeddown 
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 11 it 
were a Broad Sword. It is not possible for a 
character to we!ld a weapon whose MD is greater 
than his Damage C1ass. 



Gamtmal1tr Note: 
Running Combat 

While you may only 
lllve occasional combat situations 
In your campaign, when the do 
come ~ how you handle them is 
d perticular unportant because 
more 1han any other situation they 
can mean the sudden life or death 
d the players' characters. 

BecaU88 Yeg1rth is a fairly realis­
tic game sysltm combaf can be quite lethal if 
chiracters are taken u114~e or are poorly 
prepared because their player is unfamiliar 
wilh the system. However, the rules are very 
lltxible and once players are more familiar 
with them thtrt ere ways to survive and avoid 
combat. 

Butto get to the point where play­
ers will feel confident going into some combat 
1i1uations the gamemaster has to help out a 
HIiie bit. This does not mean it is a good idea 
1D fudge combat results for inexpenenced or 
lncom~tent players to keep tht1r characters 
alive. Character death is part of roleplaying, 
and If a character dies that may help teach a 
Dlaver something useful the next timearound. 
t.ier let characters die randomly for little or 
no reason, but going into combat ill-prepared 
or bravely facing <feath against unbeatable 
odds are very good reasons to die. 

Whit 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 
Hke while they still have a chance fo avoid it. 
You can give players advice on how best to 
set up their characters (presumably you're 
more familiar with the rules than they are), and 
even suggest useful combat strategies. This 
probably shouldn1 be done with more experi­
enced Dlayers, but for beginners it's a good 
idea. If you're playing in the standard Ysgarth 
campaign and a beginner comes to you armed 
with a aa9ger 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 
1D be able to damage someone with good 
armor and one good blow from a large weapon 
is going to split him in two. 

Novice Rull: Sptelal Action, 
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. 

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 dealing 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. Each shield has a damage 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. If 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 character might wish to use t\\•o 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, 
so that 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. 



US: 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, except armor DV. Defense SR may be increased for terrain and cover by the 
gamemaster. If you wish to execute an immobile person, you can save up AP and devote 
them 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. 

,.9: Mass Combat &t 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 
general advantage. The basic rule in these situations is that generally no more 
than 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 
against 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 reach that particular opponent. 
A reduction of Defense SR by 50% or more probably means the opponent in question 
is behind the character, for example. 

Payer Note: 
Combat Strategies 

When you go into com• 
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 from! 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 sk1ls the 
less likely you are to get hit. Failing that, don1 
forget about armor. 

Once you'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, 
striking to stun or distract. All of these options 
may not occur to you immediately, but they 
can give you 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 up with. 
It can often be advantageous to merefy sub­
due an enemy. Dead men tell no tales, and in 
many 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. 



Ltucllr tht Py!Manc.r 
In the examples for the follow­

ing sections of the rules we will need a 
character who is rather different from 
Slanisar For this purpose we will be 
using his young nephew Leuctar. an 
apprentice in tne P-jromancer"s Guild 
in the city ofTibrum. 

GiYBn he-e are Leuctar"s basic 
and secondary characteristics. Re­
memberthatLeuctarisastraight mage. 
nor a priest but many of the aspects 
ilustrated here would also hold true for 
priestly characters. 

uuctar the Pvlo111anc.r 
APP 15 IN'r: 17 CON 16 
CHA 11 JUO 14 $TR 16 
'ZEA: 2 WIL 12 DEX 22 
SOC 13 TAI. 20 AGI 10 
Sile: 13 Height !i"5' Weight 165 
DC 15 AP: 69 HP 29 
FP: 60 MP 200 WP 60 
SSP 205 MSP: 191 PSP. 108 

ff Leuctar were a priest instead of a mage 
only a couple of changes would need to be made. 
You would probably switch his TAL and his ZEA 
resulting In fewer Mental SP and more Social SP 
He wouTd then have 60 MP based on Zeal Note 
that with TAI. his MP regenerate at 10 per day. while 
with Zeal they would regenerate al 7 per flour of 
praying. Otherwise he would be preny much the 
same unless the player wanted him to have a higher 
CHA for preaching or something along those lines. 

Leuctar is Aetruvian. so he wITI choose the 
folowing skill benefits 

-1 Teaching 
-1 Rttsear6h 
-1 History_ 
•1 ShortSwordAttack 
• 1 on arr; 1 Language 
He has chosen the standard Elemental 

Maae package of professional skill benefits. select­
ing lrom those 

-1 on Somatt 
• 1 on R6SOfl8nce 
• 1 on Fretraw,/ 
• 1 on F;,sight 
·1 on Writng 
For his 5 points of personal skill benefits he 

is going to take: 
• 1 on Somalt ~Cial -2) 
• 1 on R6SOfl8nce (taal -2) 
•2 on Mana Gathering 
-1 on Mana Shield 
This selection of skill benefits should set 

hilll up pretty well for most of the things he needs to 
be_ able to do. He ·seven got a benefit on a combat 
skill tor those times when a spell wont do the job. 

V: SP£LLCRAfT 
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 spells 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 PO'W"ER 
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. While 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. 
As magic is performed Mana is expended based on the spells 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 fonn 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 
philosophical 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 also be noticed 
that should a priest fall into disfavor and 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 to some 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 cast spells 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 
he is casting when he casts a spell .. All of these skills should be learned with Mental Skill 
Points. 

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: SPEGAL 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 such skill and is assumed to be 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 classifica lion of the spell, 
and additional SL with these skills will add to the character's effective Activitv 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 
particular spells, depending on the three Jetter classification of the spell. 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 RelLltive (2133) and 

Magical Skill• 
In addition to learning a variety 

of other skills. Leuctar will wish to 
learn skills spec~ically relating to 
magic Almost all of these are only 
available to be learned with Mental 
SP 

As mentioned earlier he has al­
readytakencertainskillbenefitswhich 
will guide his choices In this area. 
There are certain other skills he mir>J 

also need . For example. since he is a Pvromancer 
he is likely to use some missile spells This means 
that a targetting skill wi ll be very important. 

Leuctar s selection of sl<ills . including his 
more mundane skills. might look like this 

Soeill Skia (205) 
Cal SI. CL FAC APT SR SklU Grp SB 

Teachl C1 -1 5 10 0 2 14 34 
Rese,ir N1 -1 3 11 0 4 16 60 
Hi!oiy C2 -1 2 10 0 4 14 54 
Wllin C3 -1 7 10 0 4 17 57 
La.t~ri~ C3 0 9 3 1 2 14 22 

lltll111 Skilll ~ 91) 
Cal SL CL FAC APT SR Skll Grp SB 

Somai: N3 -1 5 9 0 2 16 25 
Resonance N4 -1 6 5 0 4 16 .(MP 

Mana Gathering NS -2 5 4 1 s s -STA 
Mana Sheld NS -1 6 3 1 4 17 29 
Mana S9hl NS 0 7 2 1 2 20 26 
(64 Mer.a: SP left) 

~icflSki1~08) 
Cst SL CL FAC APT SR Sk1U rp SB 

Shon S11t01d Alt P2 -1 4 7 0 1 17 30 

~Arning 
P7 0 5 6 0 1 10 24 
04 0 5 6 0 2 17 31 

As you can see. Leuctar is barely ~sable in 
combat has taken some difficu lt intel ectual skills 
and is moderate~ competent with them . and prob-
abl~ still needs to do some work on his mag,cal 
ski s. Hes at a base level of comrtence as a 
mage but not exactly accomplishe . His 9 SL of 
Somatic also give him 54 add 1t1onal Spell AP Note 
that he still has 64 Mental SP to spend on learn ing 
spells. 

Novice Rule: Spell Catting Skllle 
For novice players you may wish 

to eliminate these skills and just 
give all novices a Skill Rating with 
their spells based on their SL of the 
individualspellswithOEX+ (SL.x10) 
as their SR. 

Novice Rule: Empowering Sklll• 
To keep magic simple for novices 

you can easIiy get away with 1·ust 
not use empowering skills at a I. 



LanlNSpellt 
M noted ear1ilr, Leucrar has 64 

Menial SP WI with which to learn 90me 
apells. He is a ~r so he will 
primarily be limited ID Flyromancer 
ll)llls Al explained in section 13.2. 
because Leudar is a .t>umeyman he is 
limi1ld ID spells ol Cost 12 or less un­
llls his master his a ~ial need for 
him to know more difficult spells. He 
also his skill benefits on the spells 
Fillllravel and Firasight, so those may 
bm the comers10118S a his selection. 
Note that because his skill with Somatic is so 
lllldiocle he may havelDwortaxtra hard on being 
lkilled with the spells he knows. and limrt his selec­
tion aspells aswell. Leuctar'sselection of speUs is 
;t,,enbelow: 

W Cl.S ■ CllstCL•APSR 
F'llligW GAD -1 7 2 O 12 72 3S 
fillrMI Ila) -1 t 2 0 10 ~ 35 
llldflm 111G O I , 0 8 24 45 
lolllalflllt (»iC O I 1 0 12 1~ ~ 

This is a pretty limillld selection of spells. but they 
1111 all extremely iaeful, including four of five types 
from the basic 19lection lha1 every good mage 
wara, one perceJ:tiOn~nformation speIr one travel/ 
1110Y11ment spell. one attack spell . one immobilizing 
spell and one defense spell (here Leuctar misses 
out). Most of these spells are last to cast. but his 
tlla/ SFls (SR for skill plus 5 times SL of spell) are 
p!9tty low so he may have to spend extra AP 
especially ff he wanlS 1o cast spells at higher Cast­
rg 1.8\tes. 

lptllCHtlng 
In most cases actually casting spells is 

surprisingly sim~. It is very similar to the use of 
lkills in combat Once you·ve fi;lured out your SR 
with a spell (figuring in slcill SR and any bonus for 
multiple SL of the spell) and adjusted it for the 
Casting Level (-5 per CL) all you do is roll on the 
spell casting table and add the adjusted SR This 
can be mocflfied for time taken and other factors . 

1.et·s say that Leuctar wants to cast the spell 
Fiwight ID check on what Arsiela. his masters 
enchanting teenage dauQhter is doing at a party to 
which he wa!I not 1nvrted.1'he ~ is being held in 
the garden of LordClodabar. the Civic Grain Factor. 
Since rt is night there will be torches all around so 
there oughf to be ideal conditions for casting 
Fresight_ . 

Taking into account his Skill Rating with 
Somatic and his 2 SL of the spell. Leuctar has a total 
SR_ ol 35 with Firesight. Leuctar has 123 AP with 
which to cast spells (69 + 54 Spell APj . Firesight 
only costs 72. The range of the spel is already 
sufficient. but because fie wants to watch for 1 O 
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 1 O minutes will ad'd 1 CL. 
Making It ~ ible to use 3 different fires will add 2 
more CL That will be a total CL of 4 (base plus 3) 
which will reduce his SR by 20. He now has a total 
SR of 15. which gives him a high chance offailure. 
He would like to nave at least a 80% chance of a 
marginal success result. Since he is under no time 
pressure he can afford to spend addltional AP So. 
when casting the spell . Leuctar spends 206 AP 
(maximum increase at3 times AP) to double his SR 
1D 30. With his 123 AP per round the spell still takes 
under two rounds to cast. He rolls a 27. adds 30 to 
ii and barely scrapes by with a total of 57. a Marginal 
Success result. A 06 is rolled to determine ij he 
loses an increment off of duration. ran~e or number 
DI targets LeUdar is lucky and doesn t lose range 
He rolls a 4 (1-2for range. 3-4 for duration. S-Qlor 
number of targets) andnis duration drops by one 
increment from 10 minutes to 1 minute. This will 
,equire a quick check instead of the more leisurely 
examination he ha:l planned . 

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

Continued on page 31 

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 with an 
affinity will add to SL of Relatit,e, 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, 
to apply 5 SL of an affinity to Contagion the character must have 5 SL of Contagion to start 
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. Spells 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 given a 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 sr.ll is available to can be very important. 
There are ten basic characteristics of each spel . 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 
the spell increase his effective Skill Rating with a spell,, with each SL adding 5 to 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 the amount 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 lowering it by 5% per CL. The Clean 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 SR by 5 per CL 
including the first. 



5.33: AC'llVITY & FATIGUE POINT COSTS (AP & FP) 
Casting spells takes time and is tiring, so in addition to the Mana Point 

Cost a 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 required by the spell for it to work. If he breaks off a spell 
without completing it tbe spell will not work, but he must still pay the Mana 
Point Cost and FP costJar 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 lOOOand 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 
is based directly on AP cost. The FPcost is equal to the APCost / 50. Every time 
SO AP are spent one FP is also spent, even if the spending of those AP is 
stretched out over 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 niW1t and continued the next day. For this to be done the spell must have 
a classincation with one of the letters EFGIKMNOPQRS as its middle letter and 
one of the letters COE 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 tne 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 (lDl00) 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 
RES are missile spells where a roll to hit using a targeting skill and appropriate defensive 
skills of the target 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 whichappr?priate targets or all targets?re effective. For some 
spells the letter 'R after the RAN indicates that the spell has a radrns effect. As a 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, lK 
(1000), SK, 101<, SOK, 1001<, X. Thus, a spell with a RAN of 5 at CL 1 could be thrown at 
CL 5 with a RAN of 500. 

5.36: DURATION (OUR) 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 
pass before any effects of the spell begins. Some spells will have both a DEL and a DUR 
listed. 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, lCR, lMi, l0Mi, lHo, 12Ho, lDa, lWe, 2We, lMo, lSe, lYe, lDe, lCe, 

Novice Rule : AP & FP Cost& 
For novices treat all spells 

as having an AP cost of 60 and 
a FP cost of 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 lit 
before casting his spell. and looking 
out through tfie first torch he finds at 
the house ci Lord Clodabar and gets 
lucky. It gives a lovely view of the 
arbor at !tie base of the garden. and 
there is Arsiela. woman of his dreams. 
apparentty struggling with the hand-

. some but loutisn Kais Bulenos who 
~ · seems to be trying to force his atten-

tions on her. Nosoundscomesthrough 
with Firesight. but Arsiela seems to be 

attempting to scream around the muffling presence 
of Kais· hand . 

Leuctar needs toactfasta~d hes magically 
equipped to do it . To get to the scene of the crime 
he will cast Firetravel. using the same torch he was 
seeing through. His SR Is Ifie same 1n th1s case. but 
he doesn ·1 need to use a higher CL of the spell for 
any reason so the co51S will be low The AP cost of 
Firetravel Is only 30. He spends 90 (st111 only a 
matter of secondslto increase his SR h Is 35 less 
5 for the 1 basic C he must always use for a total 
adjusted base SR of 30 before modification for AP 
sl)ending He is spending to double his effecnve 
SR to 60" This gives him a guarantee of at least 
marginal success. Fortunately he rolls a 72 and 
that gives him a total of 132. so he steps into his fire 
and bursts out into the garden from the convenient 
torch in a shower of sparks. This cost him 1 0 more 
MP. 

Needless to say. Kais Bulenos is qu ite 
surprised He rises from where he has thrown 
Ars1ela to the ground and whirls to tower over 
Leuctar. drawing his daggar 

A combat is about to ensue. Leuctar 
doesn·t want to kill Bulenos. but his spells can do a 
lot of damage ij used mdiscriminatly He considers 
Bonds of Flame. but realizes that if It works too well 
it cou ld ki ll Bulenos and there wouldn't be much 
Leuctar cou ld do about it He figures that the 
intimidation value of Ball of Flame and the more 
easily controlled damage is a more attractive choice 

Kais Bulenos nas 60 AP. Dagger Attack 
costs him 18 with a SR of 40 Dodge Delense costs 
24 with a SR of 32 Leuctar has 123 AP including 
SAP Casting Ball of Flame costs 24 AP and Hand 
Aiming costs 20 AP for his SR of 31 . Dodge 
Defense costs Leuctar 24 for a SR of 24 

As Kais approaches. Leuctar has a full 
round to prepare. He uses th is 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 
spell and 20 on aiming it each time he casts it That 
means that at 44 AP for the combination he can fire 
off two per round and have 35 AP left over. In the 
first round he will spend these on an ar.ack to be 
completed in the second round 

Round 1: Kais spends 30 AP moving for­
ward and 30 AP for a DR of 36 Leuctar spenas no 
AP on defense and fires two balls of flame He ro lls 
a 62+30 for a Marginal Success with the first one. 
It ends up with damage reduced by 1 increment so 
that it is only 20 He aims for the chest and rolls 78. 
hitting in the Left Forearm. He rolls for damage. 
gets a 4 and a 7. Because it is a magical attack ne 
takes the high die and so does 14 points of damage. 
Kais isn·1 wearing armor and has 55 HP which 
means he must ron within DEXx3% or lose the use 
of the arm. Kais makes this roll successfully. 

Continued on page 32 



ConliNtd from page 31 
Leuaarrollsa 7'3for a normal success 
will! !hi .c:ond aua. He then rolls 
a 66 ID hit, again aiming for the chest 
and hilli~ tile groin. He rollsa 3 and 
a 5 b' damlge. doing 15 points of 
damaae. just enough 11\at Kais has to 
roll within CONX3% 1D remain con­
lcious He succeeds and reaches 
l.eudar at !hi end of the round. Re­
member that Leuctar has spent 35 AP 
onaspel t.,becompleted next round.,. 
So far he has spent 48 MP (2,lspelQ and 2 FP (1/ 
apelij. 

Round 2 Kais chooses 10 make two at­
llC:lcs thii rCM.tld and spend one times on dodging. 
This gives him two allacks with normal damage and 
a SR of 40 and a defensive SR of 32 from dodging. 
His maximum damaae with Dagger is 12 Leuctar 
spends 36 AP on dodging with an effective SR of 30. 
He ontt has 10 spend 9 total AP to finish casting and 
aiming his first spell He will have to spend 44 AP 
for each additional casting and aiming. He has just 
~h ID do two more spells that round. Leuctar"s 
first spell which was staned in the previous round 
goes off before Kais has a chance to do much of 
inylhing. but Leuctar rolls a 23+30 for a marginal 
l'IISUlt in casting the spell and it ends up fizzl ing out 
a lllll8r from hlS hand as Kais closes. His second 
~II issuccessfulwitha92+30. but he rolls a 31 to 
Mand misses Kais. His third spell. at the very end 
olthe round. is a success with a 75+30 and hits in 
the Left Thigh with a 61 . Leuctar rol ls a 4 and an 8 
for24 points of damage. Kais will have to roll within 
AG!x3% to keep from falling at ix damage in the 
thigh. Meanwhile. Kais has stabbed at Leuctar. 
aiming for the chest. roll ing a 73+ 1 O to M in the 
RightAAn. He rolls a 3 and" a 5for damage. doing 
, points, wounding Leuctar but not incapacitating 
him. Kais rolls a 56. missing his AGlx3~ roll anc! 
falls down. at which point. with Leuctar standing 
over him and preparing anaher spell he begins to 
make excuteS and whine for mercy. Thrs is a good 
thing. since Leuctar just spent another 72 Mana 
Points. bringing his total down to only 46. 

Leuctar spits on Kais. Arsie!a 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 and they reappear at his room 
in herfather"s workshop. Thrs cost him 20 MP for a 
double Cl. Fhtravel. and rolling a 88+30 he makes 
a full success. We leave what happens nexttoyour 
11Mg1nat0n. 

X. Thus, if a spell had a DUR of lMi at CL land were cast at CL 5 it could have 
aDURof IDa. 

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: Bum (B), Club (C), Edge (E), Point 

(P), Resistance (R) [Hit-Point like damage which must be overcome to break a barrier], 
Impact (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 these 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 
damage. 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 damage are noted 
under DAM. These are treated exactly as suggested in the spell description. If the CL 
of a spell 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 l 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 
(I), Command (J), Transport (K), Summon (L), Creation (M), Binding (N), Assimilation 
(0), Alteration (P), Healing (Q), Restoration (R) and Destruction (5). 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 
availability. 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 be available to 
groups other than those listed. The groupings are: AEromancer, Alchemist, ASsassin, 
BArd, BEastmaster, COnjuror, DArkmage, Divine, ENchanter, GEomancer, HErbalist, 
HYdromancer, Llghtmage, 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 expected, 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. fpr 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 
S 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 
character has 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 to each 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 E.arthqw1ke (OJA) he would have 5 contributive 
points which he could use on Dust Storm (OJA) and any other spells beginning with the 
letters 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 
-or adjusted power-of the spell. 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+ (5 x SL). If you determine 
the modified SR for all your spells in advance spell casting goes very quickly. 

5.44: CASTING THE SPELL 
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, with a roll of 1D100 added 
to it. 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 
10100 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. 

Ina case of Critical Success the RAN, DUR or DAM of the spell maybe increased 
byupto 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 

--·· ------. --



Advancecl Ault: Spell Design 
This system was used 

to dlsian the staridard spells pro­
viclt Inf th appendix. The poten­
tial power of this spell design sys­
ttm is great, so some gamemas­
ltrs may not wish to make It avail­
Ible to all of their ~ers. Some­
times too much information can 
be a dangerous thing and we rec­
ommend !hat access to this sys­
tem be limlted judiciously as 
ll8IIIS apl)!!)priale to yourwnpaign. 

Eich letter in the spell classifica­
tion represen1s a specific quality of the spell. 
The first letter signifies the Medium, the mate­
rial or substance with which the s_pell works. 
The second letter represents the Effect, what 
flt spell does and how It operates. The third 
letter is the Target or Object, where and how 
the spell'• operation Is directed. Each of 
these adds certain costs to the spell and 
conbibutes to determining its characteristics, 
In combilalion with a Magnitude system which 
determines the level of magical power of the 
apel. 

Given here are tables for the three 
classifications with their classification letter 
(CLSl, what It applies to, a Rali~ (RAT) used 
fn delirmining Spell Cost (CST) and an AP 
Value used in determining APC Cost (APC) 
and Fatigue Point Cost (FPC). 

!Laicn 

'

f=lmor11tr1n 
Alll,1is,-ltdicli)n'l'ropllecv 
loclitl:luidlnce 
l-.ruton{i111na;l'lldudi:>II 
Pllllailn.6111iel 

G AtoltUln'.lllrlCfon~G«hemg 
H S.lldlill'Stop.Anestl11obize,tlotl 
I l1111vetto11 lfldOrlCI 
J Col11nd0i«1;Anilile 
K T1111sp01tmtMoie1ea 
~ S.•~onilg 

N i:t~kiJoi! 'Alsilliftto■ binafle■ OYe 
0 Alt1:'T11riior1 Oiordlllor■ · 
p HN!'Affldtu,ilmlCI 
0 Rellore.~urntoP1,-1011Sllbls 
R Ell ue.o.tra,,,t<I 

~IfY 
5 6 
4 5 
3 5 
3 4 
4 3 
5 2 
6 4 

~lfY 
5 3 
6 11 
3 13 
4 6 
4 4 
3 4 
2 3 
3 6 
5 2 
7 3 
3 11 
5 9 
6 9 
6 7 
6 11 
8 15 
• 9 

i~!C' 
r,r:'f~otU$llW ~! f-Y 
8 $plckT11get£rU1~11cHi11ed) 3 3 
C ~or=zl!l~Lille;jAruorA1119t1 2 5 
p ~~!rtem,I or Typed Tbilg 4 5 
f For■llio~~illoedCrwiorl ; ! 
G W...AiledT11get!i19 3 2 

In addition to values based on 
what the spell does, the Magnitude (MAG) 
of the spell represents the raw power of the 
speU. MAG Is based entirely on the specific 
characteristics you want a spell to have, 
and in combination with the values of RAT 
and AP\/ for the CLS of the spell It is used 
to determine the various costs for using a 
speD. 

Ma5fltude is determined from 
three factors, (RAN), Duration (DUR) 
and Damage (DA . Also factored in under 
Duration is Oelay (DEL) and Damage in• 
eludes 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 AP, 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 
Woodu1eave which he has purchased 5 SL of to add 25 to his SR, would roll 1 Dl 00 
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 please 
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. 

S.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 
a spending limit of 3 times the basic AP cost. A spell can be cast slow! y by the use 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 COE 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 spend 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 
MP. 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 the spells involved, so while that limit may apply to each of theelementsof 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 MP, 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 ad/'usted with the skill Mana Gathering. 

The cost for a spel in Fatigue Points (FP cost) is equal to the total AP spent on 
the spell divided by 50 (AP Cost / SO). 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. 

S.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 with the spell and increasing the Mana 
Point Cost. At increased 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 
with a spell by 5 per CL as noted in section 8.3. Each additional CL allows you to increase 
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 difficulty 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 Blades/tarp 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 high 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, no spell can 
have Range increased more than the number of increments which there are below its 
standard value in thafiarea. Thus, if a spell had a range of 3M (greater than S / T, and IM) 
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 lOMi, it could be increased to a DUR of lHo, but no higher. Range of Sand Duration 
of I/ 1 CR 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 can be 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. 
~ (RAN): S, T, 1, 5, 10, 50,100,500, lK, SK, lOK, SOK, 100K, X 
Duration (DUR):I, lCR, lMi,SMi, lOMi, 1Ho,6Ho, 12Ho, lDa, 1We,2We, lMo, 

lSe, lYe, SYe, lDe, SDe, lCe, X 
Damage (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 

100%. 

S.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 AP, 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 
with an AP cost of 40 and with a SR of 28 might want to spend 120 AP to have an effective 
SR of 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 spent increase 
both base SR for the casting skill AND any difference between modifiers for Skill Level 
of the spell and Casting Level. Thus, if the starting SR was 45 and (SL - CL) x 5 was -10, 
the SR for purposes ofincrease would be 35. 

It is 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 
downwards. 

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

S.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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In this chart under RAN S is Seti, 
Tis Touch, Mis Meters, K is Kilometers and 
KK is units of 1 Million Meters. Under DUR I 
is instantaneous, CR is Combat Round, Mi is 
Minutes, Ho is Hours, Da is Days, We is 
Weeks, Mo is Months, Se is Seasons, Ye is 
Years, De is Decades, Ce is Centuries and 
Mil is Millenia. Damages/Effects are: Stat 
lncrease/CEP Located or MP/Overall or Bum 
or FP/AP or Killing Damage. Passive dam­
age gets the DAM of double the MAG. ti 
damage is based on a particular characteris­
tic each MAG equals that stat divided by 2 as 
damage. 

All it takes to create a spell is to 
know what it does and how It does it and then 
find its appropriate stats as given for its Clas­
sification and Ma8nitude and then plug them 
into a couple of simple formulae. 

To a certain degree how you clas­
sify spells and interpret some aspects of 
ma_gnitude is up to you, but a look at the spells 
in SpellCraft and some common sense should 
give you an idea of where things fit. In these 
fomulae Total MAG means the magnitudes 
for RAN, DUR, DAM, Resistence and any­
thing else factored in all added together. 

To find the SP Cost (CSTI of a 
spell use the formula CST =(Medium AAT x 
Effect RAT x Target RAT x 1otal MAG)/100. 
Always round up. 

To find the APC of a spell use the 
formula APC:(Medium f,fV x Effect APV x 
Target APV x iota! MAG~f100 Round off to 
lower increment of 5 if APC is above SO and 
below 100, 10ifover100. SOor100ifAPCis 
over 500 or to lower 100 if APC is over 1000. 
For FPC divide APC by SO. Mana Point Cost 
(MPC) for a spell is equal to its MAG. 

There are also some strange factors to 
be taken into consideration in some spells. ti 
a spell does multiple kinds of damage count 
the MAG for each kind. When resistance is 
required, you must take into account the RES 
MAG of the normal target of the spell. ti the 
spell has a naturally reduced save the RES 
MAG is doubled if the save is reduced by a 

third. Most saves are assumed to 
start at three times a specific char­
acteristic. ti a spell is passive and 
only does damage if encountered, 
rather than sending its damage to 
the target the MAG is halved. ti 
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. 

ti a spell does damage for 
Conllnued ton page 36 



mulipll rounds or over a broad 
arN llgardless d the number of 
tarQIIS ~in that area the magni­
tude is determined slightly differ­
ently. Instead of figuring in the 
MAG br the DAM of such s~lls 
use the formula (ARE MAG x 
OAMMAGxDURMAG)andthis 
Is added into the formula in place 
d the MAG d the DAM. The 
MAG d tht DUR and ARE are 
still fiQured in separately in the 
normal places. In this fortnula · if any of the 
elements have a MAG of 0that is treated as a 
1. Nate that ARE is equivalent to RAN with 
those soells which have A as the last letter in 
their clissification or work within a radius 
l'llh« than at aspecific location. 

Note that some spells may also 
have delays factored in before they take ef -
flct These count as essentially negative 
OUR, with the negative MAG equal to half the 
MAGofthattimeperiod if itwere DUR instead 
of DEL 

With this system you can create 
virtually any spell you want if you use sound 
iudattrient. For example, Rain of Slime would 
Ile classified as EMA, because slime is a 
liquid which is created and falls in a specified 
arN,llftctingeveryonethere. Its MAG would 
be 17, because it effects a 3M Radius (MAG 
3) Lasts for an 1 Minute (MAG 2) and does 20 
AP Damage to everyone in the area (MAG 2 
x 2 x3 = 12). This would make the CST 11, 
because you round up. The APC would be 
'20 (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, flexible, and 
potentially powerful system. Gamemasters 
should take some care in how available it is to 
players and should reserve approval for spells 
wtuch are created. The system is designed to 
be balanced so that nothing outrageous or 
inappropriate is created, but the mechanics of 
spell design involve a lot of interpretation and 
analysis and garnemasters should make sure 
players are not cutting comers 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 
as.sessment 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 

spell 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 a spell 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 
and he just pays the MPC for it and nothing happens. If he fails the roll the spell is 
fumbled. 

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 h--vo 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 multiplit.'\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 SIR, 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 nvo 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 

Tht Mage Guilds of Tolemtlas 

effect spell interact as Active spells against the area effect spell as the Passive ..: . . f 
interactant. Non-missile spells cast by two mages directly at each other also .,...-'"'..a, ... 1;;;1·1:.. .. · :.; .. , __ _ 

interact. Spells effecting different targets within an area do not interact. The 

In Ysgarth the greatest cen­
ter of the magical arts is the great 
city of Tolemeias, so it is used as 
the guideline for defining the 
magical environment. There are 
20 ma~ic using professions in 
Toleme,as. They are described 
briefly in the following section. 

physical effects created by spells, if those effects are non magical (such as a wall of flame) 
do not interact with spells. In addition to the interactions given on the table, if two spells 
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. 

Spell interaction 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. 

S.S: 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 is only 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 should the trainee want to 
learn others he will have to learn them from a guild library. Unfortunately, this costs 
money, even 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 forn,ula 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 to be licensed to use it. There is no cost for learning a spell from your Master except 
for the original fee paid toenterhis 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 

Note that these correspond exactly to the 
groupin9s listed by spell in the section of spell 
descriptions. Included in the descriptions 
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• 
tal mages. Its members specialize 
in air and weather type magic. They 
work closely with merchant ship­
pers. SCM: 5. 

Artificers Guild (AR) : This 
is really a sub-group of the College 
of Enchanters. Artificers special­
iZe in making magical tools and 
items and are closely involved with 
the weapon and device making 
trades . SCM: 6. 

College of Alchemists (AL): 
Alchemists are Low Mages who 
work with chemicals, minerals and 

7 
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. 

Bardic Colleges (BA) : There 
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 
Merdion. They specialize in musi-
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) : 

3 
Beastmasters are Low Mages and 

~ a fairly small guild. They work 
mostly in rural areas in animal train­
ing, domesticating and controlling. 
SCM:4. 

Conjurors League (CO): 
Conjurors deal in illusion and de• 
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. 

Oarkmages Cabal (DA) : 
Darkmages are a very small low-

7 
mage group, a splinter branch of 
the Pyromancers Guild. They deal 
in magic involving darkness and 
ni~ht and have lots of clients among 
thieves . SCM: 4. 

Diviners Guild (DI) : The Di-

% viners are the largest and most 
powerful of the Low Mage guilds. 
They deal in all sorts of information 
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Corlitwd from page 37 
magic and have reciprocal ar­
~nts with the Colleges of 
Sorcerers and Necromancers. 
SCM:5. 

College of Enchanters 
(EN): Enchailterswork with magic 
of a lasting sort, CIN!ing magical · 
artifacts, manipulating magical r 
power and working directly with 
Mana. They work closely with the 
College of Wizards. TheX 1JJ one 
of the most elite of the High Mage 
colleges and have an exclusive, 
almost hereditary membership, 
though some apprentices are re-
cruited fro their OUlstanding natu-
,al lllent. SCM: 7. ~ 

O.OmanCffl Gulld (GE) : 
This elemental mage guild works 
closely with the buildin9 trades 
and specializes in manipulating 
earth and stone. SCM: 5. 

Herbalists Guild (HE) : ~ 
Herbalists specialize in plant and 
nature magic and they have lots of 
dients among farmers and gar-
deners of all sorts. Their work is 
not enormously profitable but there 
is much demand for it. SCM: 4. 

Hydromancers Gulld (HY): 
These elemental mages work with 
water and liquids. They work 
closely with farmers and seagoing 
merchants, pi-oviding irrigation and 
nautical protection. SCM: 5. 

College of Mystics (MY) : 
Mystics mignt technically be de­
fined as priests rather than mages, 
but they are organized commer­
cially. They work with magic of the 
mind, including informational, psy­
chic and some healing magic. They 
are one of the most elrte and re-
strictive of the Low Mage guilds. 
SCM:6. 

Alliance of Llghtmagea 
(LI) : This group, like the 
Darkmages, splintered off from the 
Pyrornancers. They are a small 
group and specialize in light-ori­
ented magic for which there is a 
small market. SCM: 4. 

Colltae of Necromancers 
(NE): The N"ecromancers are one 
of the High Mage groups, dealing 
with the summoning of the spirits 
of the dead for information and 
other services. They also deal in 
Ill 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 Chlro• 
manctrs Guild (PH): These 
mages specialize in all sorts of 
healing ma.9.ic. They are extremely 
wealthy. They 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 
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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 
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 
guild 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. 1n general, learning a spell with a low Cost as 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 not be 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) / 
(CosF)% 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 CosF 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. 

S.6: SPECIAL ASPECTS OF MAGIC 
There are a n\lmber 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. 

S.61: ENCHANTMENT 
Enchanters and several associated mage professions are at least to some 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 .Matrix and several 
associated spells. In creating a magic item or a locus of fixed magic. 

In creating a magic item you first cast Create .Matrix. It must be cast at a 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 Triggeri11g 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 Flamebo/ts, 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 Flmncbolt 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 MP, 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 PreserPe .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 Sez1er 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 spirit 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 TA L. 



The spells 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 into 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 Ung11e11t for 
a total Mana Point Cost of 21 and the capacity to heal up to 6pointsof 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 
potentially opens uf a wide variety of powers to them. 

The heart o both types of magic is the Will Battle, which can be initiated with 
a number 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 Protectio11 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 
aaditional AP can be spent on that attack to increase damage using the standard 
progression of 30 AP more to add 50% and a second 30 AP to add another 50%, stopping 
at that point. Base Will Damage Maximum is the WIL of a combatant. \\'hen rolling 
damage the lower die is taken just like in hand to hand combat, multiplied by the \-\'JL 
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 he is 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 with good spirits who have tobe summoned from 
some appropriate paradise, but for the evil 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 Runlsts and 

Graphomancers (RU) : These 
ma9.es work with written and in­
scribed magic. The main body of 
their commercial work is in runic 
enchantment and wards for en­
~hanting 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 f-NQ : 
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. 

All of these are unified under the au­
thority of the Archimage's College 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 Arch image '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 amon9. mages is 
between the Elemental Mage Gu rids, consist• 
ing of the Aeromancers, Geomancers, Hy­
dromancers and ~romancers whose spells 
are generally in hrgh demand in trade and 
industry. The remaining mage professions 
make up ....tlat are called the Low Mage Guilds. 



lllglcal 'Ttllnlng In Y~•rth of some of the major Wraithlords are included on the accompanying list of 
The standard training sys- demons and spirits. 

11m for mages is that of appren-
tceship, though there are local Sorcery deals almost exclusively with the summoning of demons. The 
and individual variations. Gener- general practice is to establish a pentacle, summon a demon into it, make a deal 
ally.• Jle!SOII embarks upon a ·i ~ -,L ,r with the demon and in return receive some service or be given a power, all of 
magic usi'1 career at an early il .... ~ ., this within the limits of the demon's abilities. There are three main ranks of 
ege, from to 10 years by be- .,.lli.il;;;i...,. __ _. demons. These are Imps (summoned with Lesser S11m111011i11g), Demons (sum-

:i, :ii=::~~ :eJ:;ier is a mage moned with Prime S11111111011i11g) and Demon Lords (summoned with Greater 511111111011-

who is a full member of his ,guild and is in i11g). The Demon Lords are the most powerful of these and have the most to offer. 
commercial practice on his own. As an Ap- Generally Imps will have only one weak power and will only be able to grant it to 
prentice ht hves with the Master, works in his someone for a period of no more than a month, but they are easy to control and compel. 
business and learns from him. After 5 to 8 Demons usually have a range of related powers and are in the service of some Demon 
YNl'S, depending on aptitude the Apprentice Lord. The powers they grant may last for as long as a year. Demon Lords can have a 
must be approved by the Master at which 'd · f d · h h · I' · ·th ·rt 11 
point he becomes a Joumeyman and is given w1 e vanety o powers an are very strong mt e areas t ey spec1a 1ze m, w1 v1 ua y 
acc:esstotheguildlibraryandallowedtoleam no limit on what they can grant or for how long. Price is commensurate to value 
more than the most basic spells. He contin- received. Imps generally require an offering of money or some blood or a small animal. 
111StoservehisMaster,butcanbehiredaway Demons usually ask for the sacrifice of a large animal or perhaps more depending on 
with his Master's consent and will probably the nature of the request. At the very least a Demon Lord will want a human sacrifice 
also bt paid a small salary for his work. After and for really serious powers and services they will demand the soul of the caster and 
another 5 to 10 years the Joumeyman may ~sibly the souls of others. These to be rendered after a negotiated term of service. 
become a Master in his own right and be h h I L d h h 
entitled to join the guild. To become a Master t ing s ou d be given up cheaply, but there are some Demon or s w o ave 
a Journeyman has to pass a test which usu• unusual affinities for particular items or deeds and they may have special agendas of 
ally involves some sort of original research people to be destroyed to serve their own plans. No demon is to be taken lightly, and 
and bt recommended to the guild by his if not controlled they would much rather possess and control the summoner or 
Master. Healso needs to be able to establish someone near him than do service at any price. Remember that they are tricky and 
himseH in business. This system keeps the bound by few rules and their goal is always the damnation and degradation of all they 
number of Masters in operation in a specialty can reach. A list of Demon Lords is provided for reference with their Will Points 
under control. Joumeymen are the largest of i·ncluded. 
these groups and are kept back to some 
degree by the Masters. Competition within a There are some additional spirits who fall on the periphery of demonkind yet 
household is keen and some Journeymen are still quite powerful. These include the major elementals like the Daeva and Djinni. 
may not move on to Master status for de• These spirits can be treated like demons, but their motivations may be a bit more human 
cades. AsaresultJoumeymenare adiscon- and they a.re not quite as evil or destructive as true demons, thou~h they are also not as 
tented lot and once they become Masters f I h d h h d d 
theytendtoberatherseH-satisfied. ltshould power u as t e greatest Demon Lords. They are liste wit t e ot er emons an 

also be noted that to become an Apprentice spirits. 
the applicant or his family must pay a fee The main spell used to initiate a Will Battle with a spirit is Will Binding. It 
equal to SCM x 3000 Marks to the Master should be noted that this spell does not force the spirit into any service. It merely assures 
whichissplitevenlywtththeguild. In addition, that it will not depart until dismissed by the summoner and that if a bargain is struck 
when a Joumeyman qualifies and wishes to it will fulfill its part of the bargain. When powerful spirits are defeated in a Will Battle 
become a full Master he must pay SCM x h d f f 
5000 Marks as an entry fee to the guild . In t ey o not come ully under the control o the attacker, but are merely subdued 
addition he will have to pay either SCM + 5% temporarily. Note that the most pm.-.·erful spirits will often make deals if summoned 
of his income each year to maintain member• without being defeated in a Will Battle if enough incentive is offered. 
ship or SCM x 1000 Marks, depending on 
which rate his guild prefers to set. 

As a general guideline, the following are 
the qualifications for advancement within the 
guild structure. Note that there is a level 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 guild dues and makes 
them life members of all councils, part of a 
very small and elite group. 

Apprentice: payment of fee and the 
ecctptanee of the Master, which will generally 
11qulre that the candidate have TAL, DEX and 
JUD of at least 12. Joumeyman: acceptance 
by his Master, combined SL of at least 10 
between at least one Empowering and at 
least one Casting skill, plus at least 80% of the 
spells of Cost 7 or less in his specialty. Mas­
ter: recommendation of his Master, payment 
of guild fee, acceptance by the guild, at least 
15 total SL of Empowering and Casting skills, 
It 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 

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 
Rcss11rectio11 is frowned on by almost all religions as an unholy denial of destiny which 
steals worthy souls from their reward and the serYice of their god and saves undeserv­
ing souls from their due punishment. This perspective is not shared by all religions, but 
it is 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 l/lusio11 can create almost anything the caster 
can imagine. In combination with spells like Sc11son1 Link and S11bsta11tial l/111sio11 the 
illusion can become almost real. In fact if enchantment and 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 tobe believable and gamemastershould be fully aware that there 
is no Resistance Roll against an illusion in normal circumstances. Unless characters 



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 
dumsr, they should have no reason or chance of seeing through the illusion. 
Now, if a bear appears to walk 3feetoff theground they might get a TAL x 3%. 
roll to sense something suspicious, but otherwise let illusions be what they are 
meant tobe. 

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 another and 
the same body of spells is maintained and sometimes expanded on. Some Shamans 
whose tribes settle down may 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 
serve a 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 ZEA 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 ,·isible inten­
sity of the spell. Mediums ABCH have a M intensity. Mediums DEF han a 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 it is VP or PV it is faintly visible. If it is PP, VM or MV it 
can be seen with Mana Sight at F AC 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 or a merger of the colors. Effect A is gold. 
Effect Bis silver. Effects C and Gare red. Effect Dis green. Effect Eis blue. Effect Fis 
white. Effect H is black or invisible. Medium A is silver. Mediums B, C and D are 
yellow. Mediums E, P and Sare red. Mediums F, K, Land Mare black. Mediums G, 
H, I and J are blue. Mediums N and Oare green. Mediums Q and Rare gold. 
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guild library. Adept : having 
served as a Master for at least 1 O 
years and achieved the general 
acclamation of the guild for origi­
nal research and dedication . As 
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 
Joumeymen 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 
guild but a similar process if followed. The 
main altemative 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 Joumeymen 
by Masters. A mixed alternative is for Appren­
tices training with specific masters to spend 
some of their training time in a guild run 
school and some of ii training 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. A mage in a 
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 'hed~e 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 Y191rth 
For reference and illustration a 

lengthy list of deities from Ysgarth can be 
found m Appendix G. This listing follows the 
pattern set by the churches of the great city of 

Tolemeias where religious life is 

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 it is Bit 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. 
If it is D it appears as a nimbus on the caster during casting and then as a nimbus 
on the target. If it is Fit 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 body from which the missile is being targeted. 

intricate and highly developed 
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 hold on Gods Street, a 
long, winding road in the very 

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. 

heart of the city. The importance of a temple 
relates directly to its distance from the top of 
the street. 



Adwnctd Rule: Spirit Design 
The tillowing guidelines are for de­

¥11oping inbmation on summoned spirits. Cross­
ildclcf below n types of effect with areas of 
influence. The combination of these gives a cost 
tr spirits in ganing those powers. Which powers 
a spirit has and how he uses them is mostly' up to 
~ gam_emast• within the nature of the type of 
sptril being summoned. 
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The costs above are paid for any of 
the300combined powers which a spirrt may have. 
Someofthecom bina!ions don't make much sense 
and are marked with an X. 

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

When summoning a spirrt the mage 
should SP.9City what Order the spirit belongs to. or 
the specttic spirit he has in mind if he knows one he 
wants to summon. The Order is an indication of 
how powerful a s~·rit is. The Will Points of a given 
spiritrelatedirect to Order. Order isequaltoWP/ 
100rounded up. or example, among Demonkind 
Orders 1-3 would be Imps, Orders l-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 va,ries at the choice of the 
gamemaster. 

How long a spirit will stick around 
depends on the WP of the summoner and the 
Order of the spirit. The cost to keep him around is 
his Orde,, as a number of WP expended per day 
and par command given him or power used by 
command. The cosf to dismiss a spirit is Order x 
3 in WP, and if that cost cannot be paid, the spirit 
can stick around if it wishes wrthout obeying the 
summoner, use its powers, and regain VvP until it 
can attack the summoner or he can dism iss it after 
ancther Will Battle. 

The magical potential of a Spirit is 
based on their WP. How good they are With a 
power depends on the num6er of WP spent on it. 
For Spirits WP are essential~ spent like Skill 
Points to blfi powers at the choice of the game­
master, blitwiththe advice of the person summon­
ing the spirit. The numerical result found in the 
chartaboYeisthecost per level of power for each 

Continued on page 43 

S.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. 

S.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 spells, 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 just from himself, Zeal is 
essentially a subjective characteristic based on the whim of the god. The power a god 
grants can be taken away if the priest falls from grace with his god, though he does not 
Jose any of his skills or knowledge should this happen. Priests do have some additional 
skills to work with, such as Prai1er and Dit1i11e 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 . 

S.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. As an 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. There are 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 it is a 
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 ~eneral 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 are limited based <!>n the nature and orientation of that faith. On the accompanying 
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 ha,., many levels are pur• 
chased with WP. The effects per level are shown 
on the chart below. 

LY! BID '211! MIJ Yl'III 6191 Y~ llH 8n 
1 11 1 CR 1011> ICII' !loo 10,h 2 P~nt 
2 10,, 1 Ml 2011> 2e• 10. 20,h ' Ao•~ 
3 10(11 10"' '011> - 20a .O.h 6 Hullo 
, n■ 2H, eo & 40 eo 1& Spotlop 
~ 101a1 , Da ,eo 16 eo ,eo la Pr•tDeoo, 
6 ,en 1 Wt 320 la 160 320 6' Dinotltl;a 
7 1000 1 Se 640 6' 320 640 128 Gr..r Deoon 

Range indicates the distance over 
which a power can operate Mass the weight 
which can be moved or lifted at the equivalent of 
regular walking speed, Volume the displacement 
of an object or effect, Area the surface area 
effected, Velo the possible Velocity and Dam age 
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 All 
powers must have Range. They need have Dura• 
lion only rt they are ongoign effects. Mass. Vol• 
ume and Area ore onlv relevant in limrted cases . 
Each power must nave either Dam age or 
Resistence but never both. The more levels of 
skill which a spirrt has wrth a power the more he 
can do wrth it. Looking at the table given above, 
rt a spirrt had 4 levels of a power he could use those 
anywhere among the various attributes. For ex• 
am pie rt could have a Dam age of 8 and a Range 
of 1 Meter or a Damage of 2 and a Duration of iO 
Minutes, meaning rt would do 2 points of damage 
per CR for 10 minutes unless stopped. Many 
other com bi nations are possible 

Spirrts get the MP to use their powers 
either from themselves. from their masters or from 
sacrifices The MP a spirrt will use for Its master 
free~ from Its own store is equal to half its Will 
Points. Once those MP are expended they will not 
regenerate until the spirrt has been dismissed and 
allowed to recuperate for a number of days equal 
to his Order. The cost to use a power in MP 1s the 
same as the cost to learn rt in WP. including 
multiplying the base cost by the number of levels 
of power actually used. though a power need not 
be used at the SP.irrt s full capacity MP gained by 
spirits from sacrifice are equal to '.3x the amount of 
dam age from that sacrifice - in other words 3 
times the total HF of a sacrificial victim . The 
multiplier for animals is only 2 times Partial 
sacr~ice (bleeding) of a victim or the summoner 
will achieve a result 1 multiplier lower than actually 
killing the victim . The multipl ier can be increased 
by 1 if the victim is particularly desira~e. such as 
an infant or an innocent. MP taken from a master 
give the spirit MP equal to the number which the 
master. Some spirits may also accept other forms 
of payment for services . Cxle of the most common 
of these is gold or jewelry. Giving a s~rrt wealth 
should provide 1 MP per 100M of wealth sacri­
ficed. Some spirits may also want stranger sacri• 
fices and the rewards for such sacrifices are left up 
to the gamemaster. Some spirits have specific 
needs and interests which would substitute for 
tradrtional sacrifices . Even wrth MP gained from 
external sources a spirrt will not expend more MP 
than his t~al WIL and then will have to be dis­
missed to regenerate. 

The time rt takes for a spir~ to use a 
power or prepare a power is also variable. It is 
generally equal to the (Level x Cost)2i100Combat 
Rounds. · 

For the exact details of the effects of 
powers, look to those standard spells which most 
close~ resemble them Additional effects or inter­
pretations are lefl up to the gamemaster. 



The Yegarth C:.ltnd1r 
Just as there are different races in 

YIGllth lhtrl are also different 
celindars. For purposes of san­
lly common references are to the 
Kywnic calendar because It is 
1lle 111011 like the calendar of Earth 
and is also widely used through­
out northern Ysga,th. There are 
12 months in thi Kyvenic calen- , 

V1: T1M£. MOV£M£NT & M£ASVR£M£NT 
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 
familiar world does. 

6.1: Units of Time 

dar,of30or31 davseach. They i'.!~J. 
are Belin, Afrul, Maig, Lewen, .. ..., ... ...., __ __. 
Rhuth, Awist, lmbola, t:Jtli~ed, 

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

Sawinl Ragvir, Guyen and Bluthen. Belin 
lhtougn M119 are the Spring season, Lewen 
through Awist are the Summer, Embola 
through Sawin are the Fall and Ragvir through 
Bluthin are the Winter months. Maig, Awist, 
Sawin and Bluthen are the 31 day months. 
The 31st day of each is considered a seasonal 
holiday (L.uwensad, Umbolech, Sawin and 
Bealtin) sacred to a particular god (Lugon, 
Aranria, Guyon and Selenos) . 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
gar!h is the Saesan calendar which is based 
on the lunar cycle. It was develo~ from a 
more primitive version which is still used by 
the Vaen people and has been adjusted to fit 
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, Lltros, Carmentes, 
Cambios, Baletros, lnsator, Adolenda, Kirinos, 
Unraedos, Messia, Maervinos, Elusios and 
Nemos. The names of the months are mostly 
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 lime keeping as adding 
a day every four years, with the result that the 
officially recognized date may change as much 
as a fortnight when you cross a border in 
10tne backwater regions of the world . 

Please note that all dates are given 
here in the reckoning 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 s1milarlties to the 
calendar of far off llchania 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 tfiree Epochs or Cvcles. These epochs 
are to a large extent de~ned by climactic and 
geological cataclysms. 

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 be played you might want to move your ratio as high as 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 to a yard or a meter and 
a Stade about the same as a kilometer. 



VU: £XP£R1£NCE 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: ADVENTIJRE AND EXPERIENCE 
Theoretically 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 alway~.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 campaign 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 keeps a consistent character personality and has the character 
act in a manner 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 
play in that adventure. Experience Skill Points should be given out at a fairly slow rate. 
The 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, it is 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 
#HRS. What it boils down to is that Experience Skill Points should be assigned 
equitably 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 O Experience Skill Points. As he acquires 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 O Experience Skill Points are spent are treated as having 
1 point 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 SocialSP he 
could spend no more than 8 in any other area. Experience Skill Points function exactly 
like additional Skill Points of the type they are spent on. After they are allocated to Social 
SP, Physical SP and Mental SP they are then distributed to skills to buy additional Skill 
Levels. 

Gaining ~rienc• 
ln the course of reoent events our old friend 

Stanisar has learned much and done mucn. Before 

SPTypt 
Taal 
Socil 
Memal 
Ph)V41 

we leave him to enter the realms of 
magic. he has ga,ned some experi ­
ence which he needs to put to good 
use. Lefs say int he course of a typical 
playing session Stanisar ga,ned 23 
points d experience. 

This experience should be divided 
between Social SP Mental SP and 
Physical SP adhering to the limita­
tions mentioned in sections 2 5, and 
6 2 For Stan,sar a good distribution of 
these 23 points might be 

St, rt ESP Added SP 
t55 70 
" 20 St 17 
~ 33 

New ESP 
23 
0 
0 
23 

Tot,ISP 
2'8 
6' 
68 
116 

Because his previous experience was fairly signifi­
cant and had been allocated in a balanced way. this 
small addition was east to fit in without causing any 
problems. but the next time he spends experience 
he II 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 spent immediately It can be used 
to increase skills which the character already has or 
to learn new skills to which skills he has contribute 
or for which there is a teacher or trainer available. 



llllllser'111oralP!ogrtll 
Asyoo may have already gath­

ered, Stanrsar is not an entirely up­
standing ati2Bn. He is involved in a 
number of semi-legal and even out­
!!Qht criminal business activities. 
Tl\ese actiYilies eam him such things 
as Karma. Danna. Influence and Re­
nown Points. 

For example. in the course of 
lighting_ Gordisag in the earlier ex­
linple :stanisarse~lv injured .even 
crippled his opponent. )I 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. !hat balances out the 
~ he did. And on the gOOd side. he save 
GordiSa!fS life and took him to a healer. This acUon 
earns him positive Karma PoinlS. while being in­
't'Olved in a street brawl. just on principle (Such 
lhings~ngil191~a/)eamshimafewnegativeDharma 
Points. Probali something on the order of +5 KP 
and -3 OP wou be appropriate given the relative 
severity of the two actions. tt word of the fight were 
10 get out. Stanisar would probably also earn a 
Renown Point as wel, but probably not more than 
1. 

In his business dealings Stanisar is also 
liable to gain KP or OP. tt he regularly makes sharp 
deals arc cheats his pamers and those he deals 
with he is bound to get negative DP even ~ they are 
doing the same 10 him. ff he cheats innocent 
custome~ wt.le selling them vital gOOds. or takes 
tlllrJ their last pennies or cons them out of their 
livelihOOd. lhen he wiU gain negative KP as well . tt 
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 rt is a kindly act it runs counter to the natural 
structure c:A society and economics. Grosser acts 
ike dealing in slaves or drugs or weapons v,ould 
naturallv be a sure route to ~ative KP or DP 
though ff any a those were legal 1n the area where 
they were sold they would not lead to negative DP 

Ch6'IC8S are Iha!. given his character and 
intereslS. after having been played for 4 or 5 ses­
sions, Stanisarwould probably nave 1010 12 AP. 
20 or more OP and o to -5 Kl' 

V111: GAVG1NG 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 
long as the same standards are used for al I characters the actual rate of point distribution 
is far less important than the relative numbers of these points had 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 he is. 
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 gamemastercan give KP and take them away) 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+ l 00, an inhuman monster below -100. If a character 
goes through an session ravening and murdering he should probably lose 20-30 KP, but 
it would take a Jack the Ripper to rack up more than that in 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 
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 them. 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 rigidly obedient to the state. Positive DP indicate obedience to law 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 cheating enough 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 

gauge 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 
better. 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 to become a bit 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 

personality or what he is famous for, they just indicate the likelihood that he will be 
known forwhateverit is that he has done. How a person with a lot of RP will be received 



can usually be determined from KP and DP, 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 SO 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 ha\ie as many as 500 RP, but that is extremely rare. A character with 
a good career behind him should be happy with 80 or so, which is enough to get people 
to buy him free beers in the local bar. You may wish to start characters with their SOC/ 
2 in RP. 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 
and 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 at large. 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 IP. They may also gain general IP if they develop a 
reputation for something generally useful. !Pean 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 RP, and gaining RP may 
produce some general IP as a side-effect. 

An important specialized application ofIP is in 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 to influence, 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 
IP,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. 



Common Coinage of Yag1rth 
Toltmtias coinage P:S-M used as stan• 

dlrd. 1oz Cocoer:SP, 1oz Br01128=10P, 2.5oz 
lron=1M, 1oz Silvtr:1M, 1oz Gold=20M,), 

111N Orl9ln lletal WI V.lut 
M Slesia Silver .1oz 1S 
Aura:h Mcrianoc $jive,- 1.5oz 1.5M 
Boat Comblia Copper .4oz 2P 
Claep Autcia Silver . 1oz 10P 
Copik Mnia Copper 1oz 5P 
Crown Cndigic'" Gold .3oz 6M 
Crown Tolemeias ~-::pe·· r' .!oz 10M 
Oecima Seesia ~ 1oz 10P 
Demit kt'llrlia Silver 2oz 2M 
Onar Achaja Silver .!oz 2S 
Oimam 'bate Silver .~z ss 
Clagon Galetach Gok:l .!oz 10M 
Eagle TOlemeias Gold 5oz 100M 
Groat Autcia ron 5oz 2M 
Grylt)n GaJetach Silver 1oz 10S 
H:xlk Mcrianoc ron .!oz 2S 
Lamb Mcrianoc Silver .3oz 3S 
Lion Moranoc Gold .3oz 7M 
Marlc C.-ldigion Silver .!oz 5S 
Marlc Combria ron 3oz 1.2M 
Marie Mcrianoc Silver 1oz 1M 
Marie 1blemeias Silver 1oz 1 M 
Minim lthania Bronie .!oz SP 
Nail Argedafia ron 2oz es 
Oboul Arania Copper 3oz 1SP 
Ox Gale!ach Silver .!oz SS 
Penny Galetach Silver .02oz 2P 
Penny Morianoc Copper 1oz 1/2P 
Fenny Tolemeias Copper .2oz 1 P 
Pound Galetach Silver 2oz 3'.lP 
FbJnd Auscia Silver .eoz es 
Soeller Saesia Silver 1.2oz 1.2M 
Serpent Galetach Silver 2oz 2M 
ShiHing Morianoc Silver .08oz eP 
ShiUing Seisyllcx: Siver .12oz 12P 
ShiUing Tolemeias Silver .1oz 10P 
Solari lk:hania Gold 3oz SOM 
Solidis Saesia Gold 1.2oz 24M 
SoHs Marmarash Gold 2oz 40M 
Talent Auscia Silver 2oz 2M 
Tlbral Saesia Bronze .!oz SP 

lX: £CONOM1CS & W£Al TH 
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, 
because it 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 1 OP in a S and 1 OS in a M, so there are 1 00P in 
a M. In addition there is a Gold Crown (C) which is worth 1 OM. We will overlook other 
special and irregular coinage. Most amounts mentioned in this chapter will be in Marks. 
For reference, the Mark is 1oz of Silver, the Crown is .Soz of Gold, the Penny is .2oz of 
Copper and the Shilling is .toz 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 a limited amount of ready cash. 

This amount should be equal to (2SOC 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 SOM 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 
be in bondage, one with SOC 9-12 would be in some sort of trade or craft af prenticeship, 
one with SOC 13-15 would be either in a business apprenticeship or stil 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 is no income 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 / 
FACF+ 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 / F AC may 
be added in to the other SR/ F AC 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 S)M. In game 
situations the role of SOC on expenses should also be considered, with high SOC 



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.S: 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 
gamemasterdiscretion. 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 
percentage of the discount at which they are sold. Some bargaining or use of the 
Merchant skill may also be possible. In an environment where there is 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 
~idelines 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 to enchant 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 S00M 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. 



A Receret Hi~ of Ysgarth 
Ysgarth JS an ancient world and 

hu bttn tfie battleground of many races 
and societies over~nturies of · 
recorded and dimly remem­
Mred history. It would be too 
mammoth a wk to examine 
fVen' moment of the history 
of the world here, but we can 
examine the major events and 
developments ,n the ~era) 
thousand years of human habi­
tation. A much more exten­
tiw history can be found in 
tht Y,gartli Worldbook. 

\. ; 

Y...,U. Before Humane 
Prior to the arrival of the first hu-

111111$ Ysg_arth had been populated by a 
number or smtient races over a period of 
tms of thousands of _years. Remnants of 
the Batrag, Trozard, Chitare and Dothian 
races stilrremain on Ysgarth, but little is 
known of their history by any but their 
own historians or the most adept magical 
researchers. Far more is known af>out 
Yagarth after thearrival of the first human 
P,_Opulations during the nme of Cata­
cl}'ims. 

'!be Human En 
Humans first came to Ysgarth 

during what is known as the Thiril Ep­
och", alter the decline of the Dothian races 
of the Second Epoch. At this point, Ys­
garth 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 being:. 
called themselves Archaeurges, and can 
only be dffcribed as a-religious minor 
deifies dt\•oted to social anamagical ex­
perimentation, essentially interplanal 
crackpots. Thus, YsgartFl became the 
'Greal Experiment' ol seven of these 
supe~wered entities. Their program 
gol underway immediatlv, as they began 
fo kidnap small grou~ ofpopulation from 
other planes, maryy of them quite close to 
Earth orotherma1orplanal focuses. Their 
aim was to bring in an assortment of hu­
man races and cfump them in certain pat­
terns in the world, where thev 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 thev arrived. 

The flood of humans continued 
from about 2500 BT to about 1500 BT, with 
a _growing population which was in con­
flict with 1tseff, but also with older races 
who were pushed farther and farther into 
obscuritv and isolation. Many Dothian 
actually"interbrtd with humans, produc­
ing a strain in the human population with 
somew~at higher than normal potential 
for magic. 

After about 2500 years, as their 
subiects were rising from" savagery and 
had' dominated or emarginated fhe· other 
races, something went awry in the grand 
aheme. One of the seven archaeurges, 
named FaJdyg, began to diverge in nis 
philosophy from his fellows, an3 decided 
lo make cflan~ without their approval. 
He also ~ttiered support among the 
people, ana the aid of human a group of 
human ma~ whom his power had made 
prematurery powerful. 

The inevitable conflict between 
Faldyg and his supporters and the rest of 
the Archaeu~ was resolved by Faldyg' s 
total defeat and flight and the eventual 
suppression of his l'ollowers led by the 
Archimage Rhithark. L'nfortunatlv, this 
conflict was so violent that it caused huge 

X: ROL£PLAV1NG TH£ WORLD 
Perhaps the greatest 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 o making 
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 Jet 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
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 might 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 anvone. 
Naturally you don't want to rate all of the values, and should leave some neutraf, 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 
is still a good place to start, but modified with more development and more colorful and 
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 
reach an intuitive understanding with it, 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. 



XI: Tf-1£ fANTASY ADV£NTVR£ 
Once you have a world background 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 sli~ted, and there are too few gamemasters who really 
know how to make an exciting ancl imaginative adventure scenario. Too many rely on 
random N 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 
worl<fbackground. 

11.1: 1HE 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. Traditionally, 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, 
greed, or self-advancement. The basic signs of this type of adventure are that it is started 
by an outside impetus and usually involves a journey and a specific objective. It may 
also be 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 be applied 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 
a city, to an armed expedition to sack a town 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. It is 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 
by 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 generally 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 or both 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 

changes in climate and geography, most 
notably in the form of a second minor ice 
age ani:1 a huge earthguake which opened 
a rift almost 1000 mires long and over 50 
miles wide right down the middle of the 
main continent which came lo be called 
the Abyss. The !oOCial repercussions were 
enormous, with some !oOCieties split , two 
major empires destroyed, and huge mi• 
grations southward of a number ol war­
like tribes. This was called the Time of 
Cataclysm, and the social chaos and 
interPlanal bad press was so great that the 
Archaeurges decided lo abandon the ru­
ins of their experiment and start again 
elsewhere. 

One of Faldyg's allies in his re\'olt 
was a cabal of extra:p1anal demons led by 
a being known as Apollyon or Sathanas. 
In a deal with them he a·greed to take aid 
from a malcontent group w ithin their 
rank!>, refugee beings from the world of 
Skakrodjarled bv Zaedukrom the EYe­
Iess. After their 'defeat, one of Faldy·g ·s 
last acts was to give these all ies coritrol 
over the lands in lhe bottom of the Abyss 
as their own realm . · 

One of the last decent acts of the 
departing_Archaeurges was to establish 
the Veil73arrier wfiich surrounds the 
Abyss. This is a wall of magical force 
wh1ch inhibits the actions and movements 
of entit ies of p<?Wer, such as demons and 
undead, though not totall \'. It is main­
ta ined b\' hid'den enchaniments which 
are still effect ive after almost a thousand 
years, though thev do show some weak­
ening. The veil "keeps the demons (as 
humans know them) m the Abvss, which 
is the last favor which the Aichaeurges 
could do for humanity. The demons in 
the Abvss are a group' of refugees of sev­
eral races who were cast out of their ru ­
ined plane of Skakrodjar where thev had 
led a war of opression . Thev took up 
residence with sympathetic forces on the 
r!ane of Abaddon, one of the r.lanes of 
Hell , for a time, but eventuallv began to 
cause unrest aga inst Apollvo·n himself, 
hoping for a coup in fa,·or of their own 
leader, Zaedukrom. Thus, sending them 
to the Abvss on Ysgarth was an idea l wav 
for Apolf,·on to provide them with their 
own realm and imprison them al the same 
time. Thev maintain a diplomatic rela­
tionship " :ith the other hell-planes, and 
seek to subvert and corrupt humankind 
on Ysgarth , running the A1,,·ss as a hel l. 
where thev gi,•e phvsical fcirms to souls 
which the\' buvorcorrupt so that thev can 
enslave th'em. 'Because their population is 
small and thev ha\'e a rigid social 
heirarchv, thev · need workers bad!\• to 
support their standard of living . 
Zaedukrom and his minions cannot leave 
the Abvss without pain and dangei; ex­
cept in i.pecial cases or in the protection of 
a summoning, so they ha,·e to work 
through agenTs and su 1lTie tactics. The 
Veil Barrier is no hindrance to thm,e hu­
mans foolish enough to want lo cross it. 

The Fourth ~poch 
The Time of Cataclysm was about 

850 vears ago, and in that' time new em­
pirei. and slates have arisen, and the ice 
has receded , although the A bvss remains. 
Ysgarth goes on, picking up the pieces 
anil building new ~ieties without inter­
ference from alien entities, but in a deli­
cate balance of mixed races and !oOCieties 
and the ongoing threat of the demons 
dwelling in The verv heart of the world, a 
hell so real that vou can walk to its edge 
and look down liarsh cliff faces at realms 
ruled bv demons. 

·one softening factor to all this is 
that some of the ancient Dothian live on as 
the Wraithlords created by the Ritual of 



ltmrth. They llftk to prottct the humans 
who carry a slight touch of their blood. 
They are ancient and of some power, 
though they are not totally benevolent. 
For Ille tinie being. their own foes, the 
other Spirit Lords or Doomlords, are con­
tained and no real threat, unle$5 the Chains 
of Blood are Broken. 

With all of thtse ancient powers as 
weU as the irods and beliefs which men 
brought _wifh them from other planes, 
Ysgarth as a world of varied possibilities 
ana all maMer of hidden challenges. 

The Grut Migrations 
Mo.st of the ~~ of Ysgarth 

ettm to have originated somewhere m the 
tundra and icy wastelands near the north­
ern end of what is now the Great Abyss. 
From there thevmigrated southward look­
ing for more nospilable climates. 

Among tfie earliest to arrive were 
1M antfttors of the Aegera and the vari­
ous t:rmassa dtSCende.:f 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 Ifie southern continent 
because of pn'S$ure from more aggressive 
tribes. They were followed around 2300 
BJ" by_ ~ups like . the Bahadin, Phari, 
Smdan and Vorates m the east and within 
a hundred years the Aetruvian and 
Machan people followed, migrating to 
the west. 

At this roint a period of settle­
ment commenced with most of the ~r.u­
lation centered around the shores of the 
Inner Sea, leaving a great deal of open 
wilderness in the inlands uninhal-ited. 
The overall population density was low, 
and most commerce and contact was car­
f"!ed out by ~a. A second wave of migra­
tion bejl;iln m about 1800 BT with the ar­
rival oflheancestors of the Hellaga, Akaja 
and llchanid tribes in the east and the 
Evarian, Auscian, Kernioc, Kvvenic and 
Caludic peoples in the west. :'vfost of these 
people settled farther north coastal areas 
away from the central trade routes of the 
Inner Sea. 
. After a leng1hy delay, a third and 

final wave of m1grallon, mamlv of previ­
ously nomadic sfl'p_pe peoples iook place 
from about JOO BT to arout 400al. It 
consisted of two main groups of peoples, 
the Khasak, lzbek Karamani and 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 relatea to the 
Saes, including the invasion in about 450 
ATbv the \bs and Aran tribes of the area 
nortfl of llchania, and of the \laen tribes in 
the west around 750 to 800 AT conquering 
portions of previously Combr1c ani] 
Machar territories, such· as the Lagmark. 

Only relatively small and' disor­
ganized ~u~ remain in the northern 
steppes on both sides of the Abvss, so 
large scale migration is unlikelv; espe­
cially since these nomads have "become 
lnc~asingly sellled in the more desirable 
border and mountain regions and are 
learning more and better agricultural tech-
11iques from their settled neighbors. 

Early Exploration and Settlement 
Civilizations grew up quicklv 

along the eastern rim of the Inner Sea, 
with ma4or cities already estal-lished as 
early as .000 BT. Empirei were built, laws 
established and historv made. 

The Phari took lhe lead in explora­
tion and trade, developing an extensive 
network of trading f'(l6ts ani:I contacts with 
more f.rimitive tncies all along the coasts 
of the nner Sea. Other nations such as the 

can lead to adventurous solutions. Cities and other areas are also very viable, but the 

gamemastermust 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 

levef, though not to a ridiculous and too weighty degree. 
There are other adventure possibilities which might work well with good, 

experienced players. You can work 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. It is a basic conceptual 

unit of adventure design. Each encounter is a complete phase of interaction beh-veen 

the characters and the world, where they initiate and complete a conflict or other 

interaction. For example, if they are travelling on a road and are set on 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 complete adventures in their own right. For example, the highwaymen might 

take them prisoner, and then they would all be set on by wolves, creating an encounter 

within another, or the highwaymen might give up, leave, and hit them later, making 

a discontinuous 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 to an 

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. Basicallv, 

Static encounters only react if directly contacted, and will not pursue or act on their m,;n 

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 is a 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. At one 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 situations on 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 adapting 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 feelin~- 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 region of the adventure as much as possible, though some will 
fit anywhere. For example, mountain lions belong in the mountains, thieves in cities, 
pirates 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 be just 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 like 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 let 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 to 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 

flayers 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 give out too much or too little of anything, or concentrate too much 
in one area. You will have to use your good judgement, but generally give away enough 
to keep the players satisfied, but not happy. 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. 

Akaj'a , Hellaga and eventually even the 
war ike llchanids followed in iheir wake 
until a livelv trade grew up around the 
eastern shores of the Inner Sea, trading 
grain and foodstuffs from llchania and 
!he north down to Aegera and the manv 
Bahadin kingdoms, and returning with 
rare naP.tha, papvrus and spices. 

Looking· for better markets, be­
ginning in about 1000 BT the Phari started 
fookingwestward, eventuallvcrossing the 
dangerous waters at the mouth of the 
Abvss and reaching the western reach of 
the.Inner Sea. '.\'otlar beyond the A bvss, 
among the primitive Marinar and Machar 
tribes they built their first trading f>?Sl 
which later became the citv of Metzalia. 
Trade for fur and rare metals was ex­
tremelv 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 . Followin.g the same 
model in the southeast other Phari mer­
chant families established the citv of 
Isardis in about 650 BT. It became a niajor 
trading post which attracted the dark­
skinnea :.ofassanda 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 A ka1a and Hellaga, 
funded and supported bv Emperor 
L'laktaret Ill of Aegera , folloi,·ed ttie sea 
route west in searcli 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 city of Tibrum. The 
local Aetru,·ian ana E,·arian peofles were 
verv receptive to the benefils o civiliza­
tion and had in fact alread~• developed 
their own cultures with written languages, 
fair!\' large settlements, loose Iv structured 
government and extensive ov·erland trad­
ing routes, bringing goods and resources 
from all over ihe west to the ships of 
eastern merchants . The Aetruvians took 
to go,·ernment and commerce like fish to 
waler and with the wealth and techno­
logical ad\'antages gained from trade with 
easterner5 thev qu1Ckl\' came to dominate 
the local region and ·1heir primiti,·e re­
public was .:leclared the Aetruvian Em­
pire in :?96 BT. Their independence was 
r_atiallv the result of the outcome of the 
Creal Sardian War in which the mercan­
tile empires of Pharia and Akaja vied for 
dominance on the Inner Sea , ultimately 
destro\·ing each other in a generation cif 
warfare and lea\'ing 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 ea riv as 
:?200 BT, the numbers migrating thai di­
rection were far smaller in comparison to 
the land area available than those who 
moved eastward, implving a point of ori­
gin somewhere to tne· north and east of 
lhe Abyss itself. Conditions in the west 
were such that the climate was relati,·elv 
hospitable, well suited to hunting the large 
herJs of wild game in the north and lo 
gathering an easv subsistance from the 
wild crops of the ·south. 

While populations and ci\'iliza­
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 tne fir5t 
great cities of the east were l'l('ing built 
around I 500 BT the tril'l('S of the west were 
just l'l('ginning to fonn their fir5t simple 
tribal confederacies and overland trading 
systems. 



In this earlv period before the ar­
rival of eastern trai:ler5 the dominant su­
~r-tnm of the west were the ancient 
Orszang(ancestorsof the Machar, Marmar 
and Orvadi), the l<adeliac (ancestor5 of 
the Caludic, Kvveni, Kemioc and related 
peoples) and the Aetruvians (along with 
theirrelati\•es the fa•ariansand Auscians). 
l.'ntil 2000 BT these peoples were hunter5, 
gatherer5 and herder5, Jiving off the land 
and lra\•elling with the herds and the sea-
10ns in smalT familv groups. After 2000 
BT they began lo settle ilown. The Kadeliac 
peoP,le into regional clans of as manv as 30 
famtlv .w-our, the Orsza11g _into. small 
1gricunura settlements and the 
Aelruvians into larger settlements mostly 
on the sea coast. 

As i5 the natural trend among 
~pie trading routes developed between 
ijifferent clans and regions, bringing shell 
and wood from the north to lraae for 
potterv and worked metal from the south. 
Settlements became laz:ger and more per­
manent, agricultural techniques im­
proved, populations became concentrated, 
languages began to change, and bv 800 BT 
the lir5f real nations began to emerge. The 
earliest of these were c1tv-slates along the 
10uthem coast and clan alliances in the 
north. 

The first dearlv identifiable and 
lasting nation slate lo control significant 
territorv was the Aetruvian Kingdom of 
Etruik.a.which was established in 760 BT 
and lasted until about 580 BT when it was 
reorganized into a larger nation which 
included much of Evaria and was the 
nucleus of what later became the 
Aelru\·ian Empire. In those ea riv vears an 
Evarian Kin813om known as TuTesia ruled 
lheweslem coast from about 675 BT 10590 
BT. The Kin21fom of Auscia was estab­
lished in 610 BT and survived until about 
390 AT when ii was subdued bv the Saes 
Empire. The first northern Kingdom was 
Yslradia, the ana-storof modem 1:stradwi, 
established in around 590 BI Other king­
doms followed until bv the end of the 4fh 
century almost all of the land area of Ys­
gai:'h except for the great steppes was 
claimed bv someone. The dominant _po­
litical forces of this period were Cstrad"wi, 
Combria to it north, Auscia and the 
Aetruvian Empire. 

With ttie arrival of merchants from 
lhe east change was rapid, with nations 
like Aetruvia gaining advantages over 
their neighbors because of their trading 
relations with easier nations . Settlemenl 
and organization of states intensified af­
ter the reriod of the founding of Toleme­
ias, disfurbed onlv bv the ongoing influx 
of barbarian trilies · from tl'ie northern 
steppes. 

During the earlv vears after the 
founding of ToTemeias the \;arious Kwenic 
nations formed an alliance for pur"J'i:>:!ot's of 
trade and diplomacv, a_ pattern followed 
some vear5 later bv the Kael nations lo the 
north: Despite their conquest bv the Saes 
the power of the Aetruv1an p<?litical ma­
chine continued to grow, until their em­
pire reached its height under Saes domi­
nation in about 400 AT. Eventuallv their 
territorvstretched from the southern coast 
all the wav to the River Cvnfael, with the 
Kin2dom ·of Auscia the last major nation 
to fall to their rule, and with Suessiones, 
Frejsa and Marchioc essentiallv puppet 
ttafes on the border of the great empire. 
Al that point the limits of Saes / Aetru,·ian 
ttSOUrcts were more or less reached and 
after 400 year5 _the empire has be~n to 
crumblt under 1ls own weight, with the 
loss of the martial tradition oflhe Sae~ and 
lnc~asing i!'fighting among Mtruvian 
pohtical factions. 

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 developed by the player, and clear and present reputations 
with the other players. Generally this concert works very well, and is welcomed by 
players, though it can't really be started unti 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 never be 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 an item. 
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 1,vith the pack just to make things easier. Encourage 
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 Jong 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 
complete and believable as anything in the real world. It can be serious work, but the 
result can be uplifting and endlessly entertaining. 



APP£ND1X A: RACIAL SKlll B£N£FlTS 
ProYi<led here are Skill Benefits for the major races of Ysgarth. In the 

descriptions, when two skills are listed on a line that incficates a choice between the 
two benefits. The Size listed is the base Size which characters of that race have 
without arry adjustmenls. Characteristics given are maximums. 

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

the confines of Ysgarth ~r. specifically in the area to the west of the Great Abyss. 
Unless otherwise specified, ~ live to abot 70 years of age under natural 
condlllonsand their standard Size is 13 for men and t2 for women. 

"lblemtlan ... ; 
-1 Street Sense or Merchant 
-2 on a Craft or Thieving Skill 
-1 on a Language or Dagger 
-1 on a Maalcal or Priestly Skill 
POP: 500,0b0/1 % 
REG: Tolemeias, other urban areas 

Residents of the city of Tolemeias 
have gravitated there from all over the world, 
but affer generation of urban living they have 
developea their own clAture 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 background. 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 
people are of eastern ancestry, Phan or llchan 
in background, but an increasingly large num­
ber are of mixed blood, as it is some 800 years Tolemeian Street 
since the first Phari merchants came to found 
the city. 

Koulo and Houk01l 
-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 west and the Houkosi in the 
east. They are said to have originally come 
from the far eastern land of Sind, but in times 
so ancientthat little is known about their ances­
try. Although they live in the midst of other 
cultures, they are near fanatics about preserv­
ing their herita9e and identity, keeping mar­
riage within their own population and practic- Koulo Drayman 
Ing their own strange religion and forms of 
magic. They tend to dwell in extended family groups and have a distorted view of 
property ownership, basically that anything not tied down is theirs for t!le taking. 
Family relationships are extremely important to them, and they fear outs1d~rs, who 
In tum are very suspicious of them. Physically they are given to dark curly hair, large, 
bulbous noses and swarthy olive comple~ions with generally v~ry fine s~in. They 
resent outsiders, except as sources of profit, and are very protective of their women 
and their privacy. 

Sleslan 
• 1 ~raph\'. or Generalship 
-1 Tactics or Strategy 
-1 Short Sword or Masonry/Engineering 
-1 Javelin or Pilum 
-1 L~ion Shield or Net 
POP: 1,500,000/3% 
REG: Aetruvia and Evaria 

The Saeslans are a great race of conquerors. Some four hundred y~ars 
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 then'! into t!le 
Saesian Empire. Since that time, 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, alth~ugh the co~­
quering Saes remain the dominant force m 
the ruITng class, the Aetruvian bureaucrats 
have reasserted a lot of control over the 
government of the empire. The Saes have 
ibandonned their tribal background and ~v~ 
become considerably more settled and CIVI· 
lized since the time of Maerv~ the Con­
queror, but they maintain a martial tradition 
and military service is expected for men of all . 
classes, leaving the government to the o!de ' 
rmen of the nob re classes and to the AetruvIan . .-.""" ,a 
bureaucrats. Physically thew traditional Saes 
was blond haired and blue eyed and of_ rela-
tively fair complexion, _but that type Is no · 
longer ~ -common as it once was, due to Emperor Cumbisws 
racial mixing. 

Gottlan 
-1 Armory or Cart.iWheelwright 
-1 Blademithing or Herding 
-1 lronsmithing 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 settlements 
called Borgs, while most of the pol)ulation 
lives on small farms. As a people the Gott are 
not very organized, have a low literacy rate, 
and although they have a strong martial tra­
dition, most of them are farmers, !hough they 
are a good source for manpower In the Impe­
rial [egions. Physically, thje Gott are of 
average height, with brown or dark blond 
hair. 

Ferslan 
-1 Light Lance or Heavy Lance 
-1 Sliort Bow or Riding 
-1 Broadsword or Hunting 
-1 Surgery or Plantingt'Tending 
-1 Embroidery or Soccer 
POP: 1,00,000/2% 
REG: Fersia 

Typical Gottum Karl 

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_ Freisans 
are similar to the Gott, through their govern­
ment is somewhat more sophisticated. A 
council of nobles (Theyns & Voris) 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 firs~ king, Kla~dric, bl:11 
they are not obligated to pick tlie obvious heir, 
and can even theoreticallY.~ outside of_ the 
royal family for a new ruler. P S1Cally Fersians 
are of medium height, blon or light brown 

Fersia11 Tinker 

.. /· 



tlaired and blue ~ed. They have a well 
~citizen army and their nobles main­
tain a ligh, mounted chivalry. There is a lot of 
lntenraf warfare and feuding among the 
Theyna. 

Vien 
-2 ~ Lance or Leadership 
• 1 Ricling or Leathersmithing 
• 1 Herding or Storvtelling 
• 1 Broadsword or rolklore 
POP: ~~.000/4% 
REG: vaan Steppes . 

The Vaen are tribal nomads IMng 
In the northeastem steppe regions of Ysgarth. 
Some of 1heir tribes are quite large, wfth 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 
IOITle hunting and fishing. They have very 
lttle technology, but are great horsemen and 
leatherworl<ers. :They trade their horses and 
leather goods to Ausclan, Kyvenic and Caludic 
merchams for iron swords and spearheads. 
One of 1he great fears of the various coastal 
nations is the Inevitably Vaen migration. The 
steppes will ontv support a limited population 
and whenever 1he nomads become more nu­
merous 1heir tradition has been to migrate out 
Into settled territoly. in the past the Saes 
migration conquered the Aetruvians and 
Auscians, the Aesc conquered some Caludic 
tlrri1ories and most recently several Vaen 
tribes conquered 1he northern Machar king­
doms. The Vaen are taller than average, 
blond haired, blue eyed, and generally not 
iterate. They have a great martial tradition, and many young Vaen hire out as 
mercenaries to free bands or nations of the south. 

Allcian 
-1 Na~tion or Hurley 
-1 Helm/Pilot or Riding 
• 1 Net Fishing or Herding 
-1 Trap Fishing or Tanning 
-1 Battle Axe or Light Lance 
Size:80 
POP: 500,000/1% 
REG: Galetach, inesgale, Thaned, Ardmaka, 
Bancor 

The Aesc are a group 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
ritones of Ardmaka, Galetach and Bancor and 
conquered the local Caludic tribes, eventually 
developing into a ruling nobility for those ar­
eas, interma,ying with the Caludi and assum­
ing a lot of 1heir cultural traditions, including 
local or9anization in a system of clans, while 
preseMng their traditions of law, politics and 
religion. This makes for an interesting cultural 
mixture. The military power of the Aesc has 
made their various nations within the Kael 
territories politically dominant, and the Aesc­
descended kings of Galetach of the Skold in gar 
or Ma'Skoldi hne 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 descnbed as 
warlike. They have also built up a ve~fine 
navy, particularly in Galetach. Physical , the 
Al1!ic are given to curly red and reddish lond 
hair. They are unusually large and tend to 
have blue eyes. 

Kint ThalriJr th, Bcuturd 

Schlldlng 
-1 Light l.ance or Leadership 
-1 Riding or Folklore 
-1 Round Shield or Herding 
-1 Spear or Leathersmithing 
-1 Mountaineering or Storytelling 
Size: 80 
POP: 300,000/Less than 1% 
REG: Mountains West of Steppes 

The Schilding are the Vaen of the mountains, closely related to the Aesc . 
They are the 'settled ' Vaen, tribes who have settled in the mountainous regions at 
the edges of the steppes and hav~ established small settlements or fortifie~ ~olts, 
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 
grains and roots. The Schilding are transitional, somewhere between the 1/aen and 
the Aesc in society. They maintain a lot of the warrior tradtions of the Vaen, but have 
not yet developed classes or national governmen~ like the Aesc. They are of large 
size, blond haired and blue eyed, and tend to be a bit better educated than the Vaen. 

Caludlans 
-1 Planting/Tending or Riding 
-1 Herding or Harvest/Threshing 
-1 Round "Shield or Great Sword 
-1 Heavy Lance or Bastard Sword 
-1 G?lf or Brewi~g.?r Hurley 
POP. 2,000,00014',o 
REG: Argetilia, Galetach, Uynan, Ardmaka, 
Bancor 

The Caludi are the l)rimary 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 ol Galetach. The Caludi are 
good warriors and seamen. They practice a lot 
of piracy and smuggling, and their Gealts or 
Berserker warriors are much feared. Physically Afi,1hiro, Witch 01 th, 1,1,. 

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 S~ar or Chevron Shield 
-1 Riding or Herding 
• 1 Diplomacy or Curriery 
-1 Mming or Bro~~sword 
POP. 1,000,000,2,o 
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 years ago this area was 
inhabited by primitive Kael clans. The city of 
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 
anil gentry classes, a highly developed system ~...-..::::,,---<.: 
of feudal obligation and vassalage, a certain r--~-,, ~-----, 
amount of hostage exchange, intense, state 
supPQrted religion and a great deal of militarism. A Combrian Knilht 
The Combrian nations are relatively small and 
vulnerable and their past has taught them to be prepared to defend their territory. 



lnlllan 
-1 Sailing or ~tion 
-1 Rowing or Fishing 
-1 Batara Sword or 1 Aeromancer Spell 
-1 $pear or Round Shield 
-1 Berserk~~ or Swimming 
POP: 300,000/Less than 1% 
REG: Islands of lnesgale, Thaned and lmaly 

The lnisi are island dwelling Caludic clans living off the coast of the 
northern Caludian nations, north of Galetach. They are not organized into nations, 
#lOUgh the independed elans will unite in time of war. They rrve a primitive life of 
fishing, piracy and blood feuds, but they are so warlike and clannish that no one has 
gone to the trouble and expense of subduing them, though various Caludian lords 
Piave paid them tribu1e from tirne..to;time to prevent them lrom raiding their coastal 
lerritories. The lnisi are physically similar to the Caludi, but less culturally and 
polltieally sophisticated. 

K~nlln 
• 1 Folklore or Poetry 
-1 Broadsword or Voice/Singing 
-1 Writing or Strategy 
•2 Longbow or Aml5ush 
POP: 2',500,000/5% 
REG: Morianoc, Sasiloc, 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 
l8ttled 1)801)1e, a society of farmers and herders 
and craftsmen, with several relatively large cit-
ies, like Baelnok, Harslec and Seid Mardioc. 
They are renowned as bowmen, poets, musi-
cians and teachers. Education is highly prized 
among the Kyveni and their literacy level is 
secon<l only to the Aetruvians and the popula-
tion of Tolemeias. Politically the Kyveni are 
organized into five nations. The largest is 
Se1siloc, the smallest is Ustradwi. Marchoc is in 
the chaotic southern border area and faces 
many political problems. Morianoe is the most 
politically and economically developed. The . 
King of Morianoc is acknowledaed as the High ' 
King of all the 't:ni, though tnis is mainly an I 
~~foio~up::;;!~;11=~~ •. ~\-. 
by merchants from the far east who discovered 

: t: 
_,' l 

that the Kyveni had developed trade and civili- 1: \ 
zation well before other tribes in the area. Physi- _________ _. 
cally the Kyveni are of average heig t, with A Kyven ic Ba rd 
brown hair and eyes. 

lchenl 
•2 Longbow or Hunting 
-1 Wiloemess Survival' or Fishing 
-1 Bowyery or Tanning 
-1 Broaasword or Round Shield 
POP: 100,000/Less than 1% 
REG: Ustradwi, Morianoc 

The lcheni are tribal ~ · who 
still llve the way the Kyveni did almost a thou­
sand years ago because of their isola:lion in the 
leheni hills in Ustradwi and Morianoc. They liYe 
in small tribal villages, subsist i,,, some · 
and particularly by goat and pig herding. They 
are nominally part of the l)Ol:)Ulatiorl of the 
nations in which they 18Side, buiflef have 
or no eontaciwith the government arid a very 
resentful and suspicious of outsiders.. Thev 
are physically similar to other · lend 
tD be a bit smaller in stature. 

Kemloc 
-1 Climbing or Courtly LM 
• 1 Bowling or Net Fishing 
-1 Pick or Whip 
-1 Tinsmithing or Mining 
• 1 Disguise or Braziery 
POP: 500,000/1 % 
REG: Suessiones, Marsk 

I. 

An Iceni Hu11tsma11 

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. 
Physically 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 result of their 
nations having been under Auscian domination 
for hnundreds of years,m only reattaining inde­
pendence when the Auscians were conquered 
by the Saes. Suessiones has been conqueered 
so many times that it has no real cultural identity, 
especially in the 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 Isberyr Makes a Statement 
Kernioc culture, including worship of the death . . .. 
god Ankou and some clan traditions in the form of a system of semi-elective nobility 
and a hereditary kingship. 

Auaclan 
-1 Conning or Vintning 
• 1 Merchant or Crossoow 
-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 olack 
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 K mg Co, lan of Auscw 
conquest brought both nations low and incorporated them into an uneasy union. 
After that conquest the mercantile power of the Auscian towns helped to support the 
great Saes war machine until the weakening of Saes power within the last genera­
tion. In the last dozen years Auscian nationalism has reasserted itself in res1stence 
to the resurgent Aetruvian influence in Tibrum, and King Corlan Ill emerged from 
generations of hiding to declare Auscian inde­
pendence, leading to 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. 

Ae1ruvlan 
-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 not an 
evil people, merely misunderstood. When most 
of the peoples of Ysgarth were living in huts and 
subsisting as hunters and gafherers the 
Aetruvians were sailing across the Middle Sea 
to 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 



1hatterrf!o,y for 1110rf! than 600 years, until their inevitable decay and conquest b_y 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 
upper nobility and royalty were Saes, their power was maintained through the wiles 
of their Aetnivian advisors. In recent years, with the accession of Camb1ses II to the 
1hrone1 Aetruvian_power has begun to be reasserted. While the Saes retain their role 
• a military nobility, more and more their power has been concentrated in their rural 
estates, while the urban POiiticai power and control of the Centarchr and Royal 
Council has been consolidated into Aetruvian hands. This recen change is 
aymbollzed by the fact that the Cambises 11, 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, darl< haired and olive skinned. Unlike many of the other 
IOU1hem ~. ~ir hair tends t~ be straight, and their eye_s are invariably dark 
bfown. EducatiOn rs at unusually high levels, almost all AetrUV1a 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 
10Urces, but well past their prime and colored · · 
by a certain amount of aggressive decadence. · 

Evarlan 
-1 Farming or Herding 
-1 Vintining or Cooking 
-1 Brewing or Merchant 
-1 Short 8'ow or Running 
-1 Fishing or Short Sword 
POP: 800,00012% 
REG: Evaria 

Evaria Is the south westem 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 fertife 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 
yearly market festival, often with religions asso­
ciations. Agricultural deities are very popular 
among Evanans. 

Mlchlrtan 
-2 Hunting or Mountaineering 
-1 Dagger or Short Bow 
-1 Anyskill 1400-1574 
-1 Trailing or Garotte 
POP: 600,000/2% 
REG: Macharia, Lagoland, Tscherkasia, Daitza, 
Syrmia, Romona 

This is the northem group of semi-
1ettied M~char tribesmen, dwelling in a region 
of mountains and lakes, the northern half of 
which was recently conquered by Vaen tribes 
under Errnanrik and the remainder of which 
forms the Machar Kingdom, under the control of 
Queen Namuna. It is a war tom land, once quite 
a prosperous agricultural region, but now dam­
aged and depopulated, with much of its popula­
tion in exile to the south and west. The Machar 
are intense~ clannish, living in small family 
groups, within a strict social tieirarchy. 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 AMachari Clansman 
~ulation taking to mountain strongholds from 
whrch 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 Macl\ar, just not enough to tum your back on him. 

UZllrlan 
-2 Set Traps or Tracking 
-1 Dagger or Cross Bow 
-1 Anyskill 1400-1574 
-1 Cartwright or Garotte 
POP: 400.000/1% 
RE~: Toth, Verocze, Warasdin, Roshega, Uztaria 

The Uztari are a Machartribal group living south of the lake region of the 
Macharterritory. Physically and culturally they are similar to their northern brothers, 
but their land is less war-tom 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 
Machar Kingdom, by conquest and annexation, and under the rulership of Queen 
Narnuna. 

Rakoslan 
-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 

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 autonomy under 
the very loose rulership of a hereditary king. 

Marmarlan 
-1 Logistics or Cartography 
-1 Geography or Dowsing 
-1 Leeching or Dancing 
-1 Trident or Scimitar 
-1 Net or Round Shield 
POP: 900,000!2% 
REG: Marmarash 

The Marmari are the largest settled 
group of Machat, living along the coast of the 
Middle Sea, in the Kingdom of Marmarash. 
They are farmers and fisf\ermen, town and city 
dwellers, relatively sophisticated and civilized 
compared to other Machar groups. They are 
politically disorganized, dwelling rn 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 Ro~n.~ Shield 
POP. 600,000,2,o 
REG: Orvadia 

The Orvadi are the neighbors of the 
Marmari. They are smaller in number, but very_ 
similar ethnically. However, the Kingdom of 
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 
small towns, pushed up against the sea by the 
fairly formidable mountains of the Bekilur Range. 

Srlblnlan 
-1 Hunting or Trapping 
-1 Geography or Dowsing 
-1 Backstnke or Garotte 
-1 Pilum or Discus 
-1 Scimitar or Round Shield 
POP: 400,000!1% 
REG: Bekilur Mountains 

A Manna,i Noble 

An Orvadian Lancer 

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 Machar stock, but taller and leaner, given to largish noses. They have 
overdeveloped senses of honor, and personal duels and blood fueds are their idea 
offun. 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. 



lletzfan 
•1 Navlgltlon or CartJgraphy 
-2 Wagering or Oracle 
• 1 Trident or Mace 
• 1 Javelin or Round Shield 
POP: 200,000/LeSS 1hln 1% 
REG: Melzova 

The Metzi • a signlficarrt Machar sub.group, living in the small Kingdom 
at Metzova, which~ a strategic location controlling key mountain passes and 
river access. The Metziare extreme~ warlike, very aggressive and very organized. 
Their kingdom is a rigid authoritarian state, organized on military lines, which 
accoums lo some degree for their survival and success. 

Vlrlln •- , 
-1 ~ery or Net WeaYing 
-1 Shoilbow or Merchant 
-2 Flail or Trident 
-1 Street Sense or Net Fishing 
POP: 200,000/Less 1hln 1% 
REG: Mazalia 

The \laJi live in southern port city of Mazalia, which is the third largest city 
In Ysgarth. Uke Tolemeias and Tibrum, it was originally founded as a trading post. 
It ~~tes the other two cities by several hundrea years, having been founded by 
the Phari, whose t,eyday came well before the Achajans who founded Tibrum and 
the llchanids who founded Tolemeias. The \/ari believe themselves to be descended 
from the Phari, but in actuality they are racially mixed, with a lot of cultural and ethnic 
borrowing from the Machar populations around them. Mazalia is a very successful 
port, with a sophisticalld urban society and a government run by a council of old 
merchantfamifies calledthe Vente and their elected Duke who rules the city. As city­
sta~, Maza.Ha is not as powerful as lsardis or Tolemeias, but its mercantile 
stren has earned it the protection of the neighboring Marmarash and Horvath 
king ms. Physically the Vari are known for their large ears and hereditary bow­
leggedness. Their hairtands to be brown and curly, and their eyes are usually brown 
ornazel. 

Ukralan 
-1 Herding or Torture 
-1 Glassrriaking or Intrigue 
-1 Chariot/Sled or Whip 
-1 Crossbow or Carvingr'Woodworking 
-1 Spear or Skiing 
POP: 400,000/1 % 
REG: Northern Steppes 

The Ukral are the farthest north dwelling human race in Ysgarth . They 
were originally tribal nomads on the far northern steppes, but some generations ago 
they set6ed in a region sheltered by the Khayindon Mountains. They live mostly by 
herding their sman, hardy horses and reindeer, and harvesting some roots and 
berries. Their society centers on small, settled clans, each of which is ruled 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 
interraction with even the Vaen tribes is extremely restricted, which is just as well with 
them. 

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 Aeromanceror Hydromancer 
-1 on 1 Magical Skill or Unarmed Combat Skill 
Cost: 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, lnesgale 

The 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 sopnisti­
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 
physical features are very similar to those of the 
Echyrion. They have no great love of humans 
and Seregond ts heavily fortified and defended 
from sea-going attack. They live in clan-groups, 
each of wnich 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 l~>nger lifespan than huma~s. Princess Ithri.ac of Seregond 
They reach maturity at about 25 years and live 
to an average of 200 years of age. 



Ulfllon 
.1 on 1 Ritual or 1 Unarmed Combat Skill 
-1 on 1 Relative or Contaaion 
• 1 on 1 Point Weapon or lfnarmed C,ombat Skill 
-1 on Riding or a Smith Skill 
-1 on Mining or a Smith Skill 
Cost:2 
Size: 12, AGI: 30, DEX; 28, WIL: 28, CON: 16, 
JUD: 16, ZEA: 16 
AGE:300 
POP: 300,000/LeSS than 1% 
REG: Arcig!!en Nangior, Andaru 

The Limion are the third Oothian de­
lCtlldecf race. They live far in the north, on the 
boarders of the abyss ina region surrounded by 
mountains and highly defensible. It is divided 
ln10 a number of waring kingdoms and duchies, 
lncludir_ig Ardgalen, Nangior and Andaru. While 
the Uillion live in clan groups, they have a fairly 
highly ~ magical and technological 
eociety. Life within an extended clan focuses on 
a mountain for1ress which overlooks one of the ; '-9: 
many valleys of the region which usually con- 1/ ; 
talns a farming village. Uillion are extremely 1,,,,---

wartike, have no real regard for humans, and · 
Ike to canyon !tngthy brood-feuds within their A Uillion Dandy 
own society. The various rulers of the Uillion 
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 
1heir black hair long and5Jtend to be almost black in shade. Uillion have a longer 
lifespan than humans. reach maturity at about 35 years of age and have an 
average lifespan of about years. 

Trozard 
• 1 on 1 ~uage or Craft Skill 
0 1 on 1 Military Skill or Smith Skill 
-1 on 1 Woodfand or Shield Skill 
• 1 on Greatsword or Brewing 
-1 on Battle 1'.J.e or Javelin 
Cost 7 
Size: 18, INT: 28, CON: 28, JUD: 18, AGI: 22 
AGE:60 
POP: 800,00012% 
REG: All Over 

Troz:ards 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 tt living inte- · · \ I 
grated with human society in large ctties. At one ii:;;.;..,.;,iia;:.,.li&,lji.u.W11a.11 " 

time Trozards had a highly developed society A Troza,-d Among Humans 
with advanced magic and technologY., but wars 
with thge Chttare and with invading tribes of humans destroyed much of their society 
and considerably reduced their ~pulation. Trozards are large and scaled with blunt­
snouted lizard heads, tails which are used primarily for oalance and hands with 
opposable thumbs. The~ come from a background as carnivores and have sharp 
teeth, but they prefer to fight with weapons, generally suttably large for their size. 
Their bone structure is somewhat lighter than that of humans and they are 
surprisingly swift for their size. They are highly intelligent and skilled in many crafts 
and trades. They are in great demand within human society as soldiers, guards and 
tNchers, areas well sutted to their physical and mental skills. It should be noted that 
although Trozards are saurian in appearance, they are warm-blooded and give birth 
110 live young. Trozards generally have a somewhat shorter lifespan than humans. 
They reach maturity at H years and live to an average age of about 50 years. 

Bltrag 
• 1 on f Priestly Skill or Halberd 
0 1 on 1 Priest Spell or Pike 
-1 on Ritual or Incantation 
• 1 on 1 Axe Weapon or Craft Skill 
-1 on 1 Nautical Skill or Wrestling 
Cost:8 
Size: 20, WIL: 30, JUD: 28, ZEA: 30, INT: 18, AGl:14, DEX:18, SOC: 20 
AGE:60 
POP: 600,000/1.5% 
REG: Evaria, lsardis, llchania, Cythera, Aegera 

Batrags are another of the native 
races of Ysgarth. Their origin is unclear, though 
Trozards claim that they were raised to sen­
tience as a race of laborers by ancient Trozards. 
M 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 ,...,.....,.m ; \-', 
d~rees). Their skin is leather-like and elastic . .

1 
,7~, 

They have ~ar-flaps .t9 protect their _ears and ~ . , 
e~~lle_nt 1?9r)pheral vIsIon, though their rang~ of Father Udag on Circuit 
V1SIon Is limited. Batrags have long, flex1~le . . 
tongues, which some, especially Batrag thieves, are able to train to be V!rtually 
prenensile. They are large and rather ungainly on land, but have developed skills a~d 
crafts well sutted to the environment o~ their swamp settlements. leathery skin. 
Batrag females keep fertilized E!9gs in an external pouch located on their belly 
beneath a flap of skin and give birth from there. Batrags ~r~ not known for their 
imagination or their great culture, but they are often very religious and are good at 
some crafts. Batrags are 1hought by many to be somewhat treacherous, but they are 
often hired as personal guarcfs or for city militias because of their sheer bulk. 

Chltare 
-3 on 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, locat~d mostly .in remote ~esert and 
wilderness areas, is probably less than 10,000. Chitare are intelligent insecto1ds. 
They have six limbs and stand erect. They. hayce a~ exoskeleton. for protection. 
Their hind limbs function as clawed legs, their middle hmbs are man1pulatIve three­
fingered hands and their forward limbs end in pincer~. Th~y also hav~ sharp 
mandibles. It should be noted that different breeds of Chitare will look very different, 
wtth characteristic body coloration wtth which they identify each other plu~ in many 
cases gross differences in body formation and even in bocfy shape, type of hmbs and 
function. The mutation rate among Chitare is very high and. there are .~lso several 
distinct sub-species known to exisf. Chitare live in close kntt 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 m~ntally 
disturbed and suicidal. The Chitare went through len~y 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 Chttare warriors. All surviving modern Chitare are of a non­
specialized variety which is sexually neutral until tt 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 f)hysically debilttated and develope diseases and 
problems with their exoskeletons. Chttare who become female die after being bred 
or are killed by the 'queen'. A queen may live as much as 60 or 70 years, including 
one immature generation and one as queen. Virtually the only Chttare humans wm 
encounter are non-breeding males who have been ostracized'. Chttare have a very 
hard time with human language, but they are 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 Chttare 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 . 
Size: 10, CON: 28, DEX: 26, WIL: 28, STA: 28, AGI: 14, JUD: 16, APP: 16, SOC: 20 
AGE: 150 
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 from that 



of1heother Do1hlan races. lberf n shorter and 
11Dekier1han tie other Oolhian races, have red, 
brown or while hair, 111d often have facial hair, 
most often In tie form of long, braided mus­
tllches. They are the on/Y Doflian descended 
race which facial hair. They are also 

strong for their size. How-
l Dollianracesthevaregoodvmh 

l'!llllic nl crafts. Most of the Khuzda popula-
tlori lives ii the Kingdom of Khuzdaral, a rather 
ll9l'IOptioblc but VfKY wealthy nation in a region 
wllhgreatmlnerareswces. 'Riey importsfave 
111d bond labor from the human population to 
~ their own rather limlted numbers. 
SrMI 110UP8 of Khu2daalso live in human cities 
lkeClontaia,ArtcilkolmeandTolemeias mostly 
working as sml1hs, mages and craftsmen. 
Khuzda are not bia breeders. Within Khuzdaral 
their population Is achlally declining, though 
KhuZda IMng wllhln humM society breed more 
fnlquenlly. Khu2dareach matLrity at age 20and L--~~~iiiDi~:...J 
1iYe to be about 180 years on average. A Khuzda Merchant 

~ion or Relative 
-1 on Moun1aill88rilg or a Survival! Skill 
-1 on 1 Cklb Weaoon or Shield 
-1 on I-tinting or Gatiering 
-1 on Mace or Hanmer 
Cost: 2 
Size: 11,AGI: 32,STA: 34, CON: 34, WIL: 20, 
INT: 16, JUD: 14, APP: 12, CHA: 10 
AGE:60 
POP: 400,000/1 % 
REG: Mountains In Morianoc, Cambria, 
Alrgedeia 

The KDblynau are the degenerate 
branch d the Dolhian descended races. They 
are short, wiry and black skinned. They have no 
hai, their limbs tend to be spindly with enlarQed 
joirts, but otherwise they are humanoid. Tfieir 
islooina forehea and sunken ey_es give a hint A Koblynau Warrior 
of1heiflimi1ed mental •cities, but from look-
ing ata Koblynau their irrvnense strength is not apparent. Koblynau live in small tribal 
groups led !>Y a shaman/priest/chief who usually has some genuine magical power 
and keeps his people in hne mos!lv out of fear. ~ live in the mountains between 
the Caludlc ki~ and the 'ken Steppes. Because their population grows 
qu~ they oflin find food in short supply and will raid out of the mountains for 
i:irovlsions and r,,er_y 20 years or so they come down from the mountains in hordes 
to eelze land and food, rape, pillage and destroy human territory. Koblynau are 
generally despised. Mal'l'f believe that they live in filth and are cannibalistic. Their 
names mid their language are extremely simple, consisting of grunted consonants. 
F19quenlly names are of only one syllable and in their rudimentary written language 
they use stngle lettels and variations on letters from the Kael alP-habet to cover some 
150 words. Literacy is almost exclusively a privelege of the Shaman class in the 
Koblynau. One frlahtening Koblynau development of recent years is the rise of a 
leader named UI. Re is a Ko~nau of super normal size and intelligence, standing 
as tall as a human, with equal intellectual prowess. He has taught members of his 
1rlle to ride horses, engage in military tactics..L ~d hire out as mercenaries to human 
lords. He has also conquered a number of omer tribes and formed an alliance in the 
IOUllem part of their mountails which J)OS8S a much more serious threat to local 
humansetllemenls1hananypreviousraidinggroups. ForthefarmersintheKyvenric 
foothlls there is~ more frightening than a clever, organized Koblynau, and 
111111 recently nothing seemed less likely. ,_,. 
-6 on Swimming (Exception to Normal Linlls) 
-2 on Hold &elitti 
-1 on any 2 Fisting or Nautical Skills 
-1 on 1 Unarmed Combat or Spear 
Cost: 2 
Sia: 9LAGI: !,pEX: !2.,_9,HA: 28, INT: 14,JUD: 
1~!') : 12,LCA: 12,;)Vv: 16 
Aut:50 
POP: 100,000/less1han 1% 
REG: Coasts of !(y\<erlic and Caludic areas A Roane in th£ Deeps 

.. The Roane are otter-fike humanoids 
who live In the ocean, particulartf near shoals or inlets in the areas off the Kyvenric 

coast of Ysgarth. While they tend towards lower than human intelligence, they are 
fairly clever and have a basic knowledQe of the use of tools. Their hands and feet 
are webbed and they are covered witfi light, brown fur. ~ are not particularly 
aggressive, but have learned to avoid human beings. . They do not have a 
tecllnological society, Nve in family groups, and use only primitive tools. They have 
little or no idea of property, and wtiile they hve in the sea ,ney are capable of walking 
on land. 

Meluslne 
-1 on Spear or Sexual Technique 
-1 on an Enchanter or Sorcerer Spell 
-1 on Weaving or Knitting 
-1 on Will Ent\ancement or Shapechange 
-1 Seduction or Javelin 
Cost:3 
Size: 30, STA: 20, CON: 20, INT: 28, JUD: 28 
AGE:90 
POP: 10,000/Less than 1% 
REG: Usually Underground 

Melusines are extremely rare crea­
tures which ieQends say are descended from 
the breeding ol humans and demons. In fact, 
~ 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 poptJlation 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, A Melusine 
usually in underground caves. They shun and 
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. 

Gaborchln 
-3 Swimming or -1 Spear 
-1 Battle Axe or -1 Aquatic Survival! 
-1 on 1 Spell Casting or Craft Skill 
-1 on 2 Conjuror or Hydromancer Spells 
Cost: 3 
Size: 16, STA: 30, CON: 30, INT: 12, JUD: 12 
AGE: 50 
POP: 30,000/Less than 1% 
REG: Waters Beneath Western Sea 

Gaborchin are essential Iv the mutant offspring of the Fomori . They have 
large, humanoid bodies but the head's 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 Stl'Of!Q animosity for 
humans. In isolated areas they have been known to attack human ships and kilf and 
possibly eat the crew. 

Yoton 
-1 on a Cryo, Hydro or Pyromancer Spell 
-1 on a Conjuror Spell or Great Sword 
-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 At1{ss 
Yoton are a race of far northern Ysgarth, dwelling mosttt in the mountainous regions 
north of the Great Abyss, where 1fiere are glaciers, frozen lakes and even volcanic 
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 lnteHigent and often skilled with magic, but their population is small and they 
produ~e offspring farily infrequ~ntly. . They are fairly aggressiv~ and given to 
attacking strangers who enter their terrttory. The Yoton have a clan-like society, with 
several major crans whose chiefs are called kings. Most of the clans are named after 
their leader, and beca~ ~e Yoton liv~ for a very !orig time, many of them still h~ve 
the same leader who onginally found d the clan. Ttis, Thrym rules the Thryming, 
Surdor rules the SurdinQi_lirim rules the Hriming, etc. Becau~ the Yoton are feared 
by aH who don't know oftnem and hated t1{ those who do, playing one as a character 
may lead to some difficulties. 



A1'1'£ND1X D: 
PROf£SS10NAL SK1LL 0£N£f1TS 

These skiff benefi1s are designed to give guidance for those characters 
who are speciailizing in certain professions or activities. They can be used to help 
a1ructure character development, or new alternatives can be developed as an 
1118mative bv Dlavers or GMs. If you wish to have a very firmly structured campaign 
you may wish'> combine them with parallel distribution requirements to guide how 
SP are spent These are certainly not all of the possible professions and there is 
lterally irifinita room In which you can expand this list. 

Soldier 
-1 on 1 Attack Skill '- ' 
-1 on 1 ~ Skill or Dodging 
-1 on 1 Attack or Disarming Skill 
-1 on Endurance~~~lity, Combat Reflexes or Damage Strike 
-1 on a Medical, .:>UMVm or Military Skill 

~~ Attack Skill 
• 1 on Qo<Sging or 1 Shield Skill 
-1 on Riding, law or Leadership 
-1 on 1 Attack or Military Skill 
-1 on Endurance, Durability, Combat Reflexes or Damage Strike 

Sailor 
-1 on 2 Naulical Skills 
-1 on Swimming or Water Survival 
• 1 on 1 Combaf Skill 
-1 on a Woodworidng, Leathersmithing, Fishing or Clothworking Skill 

'1l'ldelman 
-2 on 1 Craft Skill 
-1 on 2 Craft Skills Contributary with Above 
-1 on 1 Combat Skill, Business or Street Sense 

Clerk 
-1 on Ma1hematics 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 Illumination or 1 Language 
-1 on Writing or Calligraphy 
• 1 on Writing or Criticism 
-1 on Writing or Business 

Low Mage (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 §pell within Guilr or Lost Scripts . 
-1 on 1 Spell within Guild~! Enhancement or Mana Shield 
-1 on Writing or Magical arch 

Shaman 
-1 on 1 Empowering Skill 
-1 on 1 Medical Skin 
-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 Casting Skill 
-1 on 1 Medical or Priestly Skin 
-1 on 1 Priestly or Persuasion Skill 
-1 each on 2 Priest or Appropriate Type of Mage Spell 



A 1'1'£ND1X C: 
£QV11'M£NT COSTS 
PROFESSIONALEQUIPMENT 
Vellum Follo(1~ 
Book(12 bound 

~ Tools 0Jt01it ng 
101tflope 
P9t>r1 
Eae(101t) 
Board( .. 51n X 1 Oil X 1()ft) 
Board(21n x 4in x 1 Oft) 

~~~5) TinidJf Spoot) =~SpooQ . 
~ 
Blnil 
Bolt of Clo1h(3ftx15ft) 

HOUSEHOLD GOODS 

~ 
Folk 

~ 
Pin 
G,ys1al Goblet 
Water Skin 
Glass V181(1ozl 
Glass Bottle(10oz) 
Oil Lam 
Ol~m 

PERSONAL EQUIPMENT 
~Belt 
Purse 
SnowShoes 
Skis and Poles 
Sled 
Tent 
Pavilion 
M~_mfonze) 
M~\ilver) 
~~qal) 
Glass ~ds(SO) =~~set) 
r.ndle 
oio,ties(sull) 
Shoes 
Sancles 
Boots 

TPANSPORTATION 
('at 
Wag_on 

=/Utl9r SedanChalr =~ CoiacleC3 ton) 

.. _ .. 

Pa.vboat(3 ton) =~! oar/20ton/6 knolsl lplgbolt &l oar/SO to,v8 knots 
~(1 oar/1001Dn/7kno1s) 
Blreme(2()0 oar/175 t>n/8 kno1s) 
Sail Ship(1 mast/100 ton/5 k) 
Sail Shlp(2 mast/1 SO ton/5 k) 

COST 
10M 
15>M 
2M 
25M 
4M 
4M 
2M 
3M 
4M 
3M 
40M 
~M 
2M 
300M 
SOM 
2M 
3M 
SM 
8M 
35M 

COST 
8M 
12M 
10M 
9M 
3M 
15M 
15>M 
l>M 
350M 
1000M 
SOM 
70M 

COST 
8M 
3M 
25M 
SOM 
SOOM 
250M 
2000M 
200M 
&!OM 
2M 
SM 
20M 
1200M 
120M 
6S 
150M 
15M 
6M 
40M 

COST 
1100M 
1500M 
4000M 
&IM 
~M 
400M 
100M 
150M 
3X)M 
1200M 
15000M 
40000M 
100000M 
16COO)M 
75000M 
110000M 

~ip(3 rnast)/200 ton~ k) 

Torch 

140000M 
2500M 
1M 

LIVESTOCK & FAttack Skill RatingM TOOLS 
COST 
Horse :m+M 
Warhorse 2000M 
~le 200M 
Donket 1 &IM 
CcNi 200M 
Bull SOOM 
Boar 80M 
Goat ~M 
Sheep llM 
Hunting Falcon 300M 
Hunting Dog 1 OOM 
Ox 150M 
etough 15M 
Bread(loa~ 1M 
Ox Harness 20M 
~~le 100M 
Bridle l:JM 
Hoe/Rake 8M 

FOOD & LODGING COST 
Beer(pin~ 5S 
WIM~~ ~ 
S1eak;ed) 4M 
Gruel 5S 
Room rent 1 night) 3M 
~(oz) SOM 

~t=% ~ 
CheEise(1 lb) ~ 
Dried Meat(1 lb) 1 M 

LAND & EMPLOYMENT COST 
Household Slave SOOOM 
Trained/S~ial Slave 8-1 SOOOM 
Field/Mine Slave 2000M 
Household Servant(per year) 1 SOOM 
Trained Employee(peryear) 3000M 
Guard/Soldier(per year) 2800M 
Townhouse(small) 80000M 
Suburban HouseQarge,w/2 <¥::res) 100000M 
Small Rural Castle(w/out land) l)(l()()QM 
Acre of Farm Land 3000M 
Acre of Grazing Land 2000M 
Acre of Urban Land SOOOO+M 

WEAPONS 
Cudgel 
Harrimer 
Mc¥::e 
Battle Mace 
Staff 
Dagger 
Dirl( 
Short Sword/Gladius 
Broad Sword/Saexe 
Bastard Sword 
Great Sword 
Falchion 
Scimitar 

~e 
Spear 
Trident 
~m 

r:=~~t =~) 
Battle Axe 
Double Axe 
Halberd 
Flail 

COST 
1M 
25M 
40M 
70M 
2M 
15M 
17M 
100M 
250M 
400M 
SSOM 
70M 
150M 
300M 
100M 
SOM 
80M 
70M 
llM 
400M 
SOM 
80M 
&IM 
120M 
240M 
SOM 
11:DM 

Mo ·ngs1ar 
Nu~aka 
Net 
~ 
~bow 
Dart 
Javelin 
Throwing Knife 
Pilum 
Shiruken 
Boomerang 
Discus 
Bola 
Sf' 
A:itspear ~ter 
Blow Gun 
Trebuchet(catapult) 
BaDista(catapult) 

ARMOR, SHIELDS & HARNESS 
Quiver 
Buckler 
ShieldlRound) 
Shield Chevron) 
Shield Legion) 
Crossbow~eawl 
Crossbow Light/Fowling) 
Shortbow/ rsebow 
Leather Armor 
Leather Armor(Studded) 
Leather Armor(Boiled) 
Ringmail 
Chammail 
Scale Mail 
Platemail(Ugh~ 
Platemail(Heavy) 
BardinglLeathe~ 
Barding Chain) 
Barding Plate) 

13lM 
EK>M 
40M 
~ 
225M 
5S 
15M 
25M 
~M 
4M 
~M 
15M 
10M 
3M 
12M 
3M 
8500M 
12COOM 

COST 
4M 
120M 
~M 
~M 
!l>M 
900M 
700M 
15>M 
100M 
11:DM 
150M 
350M 
52JM 
700M 
1000M 
1400M 
240M 
1100M 
2500M 



APP£ND1X D: SK1ll l1STS 
'Two 11111 of lkills are l)IOYided here. The first listi Is alphabetical with full 

dllo1ipliol•. The 180011d is a much ahor1ar listing arranged by ~butive group for easy 
..-.ice. 

Some lbbreYmionl 119 used for lkill characteristics. These include: CST (Skill 
Point Colt• broken down between Attack/Defense,Oisarm for ~n skills), FN; {FacOity), 
GRP (Contribution Group), APT (Aptitude Characteristic), MD (Maximum Damage of ~n 
lkilll broken down chb/ldge/point), AP (Activity Point Cost of weapon skills), and"RAN (Range 
modifilr tor millilt lkills). 

ACCOIJNTIN(3 
CST: 7 F,C: 4 GFP: C6 APT: JUD 
KNping nck of finlncla and explllllS, both eccuratly and artistically.(A 1,H3) 

ACCUPUNClURE •- ; 
CST: 7 FM;: 3 GRP: 04 APT: (DEX+JUD)/2 
Cl,ing illna and_pein 1hrough the application of needles and pressure to manipulate 1he 
nav0111 aym11. Rllulll should be at least somewhat unreliable and of limited scope. 

ACT1NCMUYINC3 
CST: 7 FM;: 4 GRP: E1 APT: CHA 
P0r1raying a clwlctllr or role oonvincingly for entertainment or deception.(E2,E1 .A2) 

AESt:,AN 
CST: 5 FM;: 20 GFF: S2 APT: INT 
The language of the• clasaesand conquerers of several Kael nations, including Kaeldoch, 
ArgalhyliallldArdmacha. 

AESTHETICS 
CST: 5 FM;: 4 GFF: C6 APT: ONT+ TAl..)/2 
Telling 1111 diffnnce between the beautiful and exceptional and 1he mundane. 

AETR.MAN 
CST: 7 FAC: 20 GFF: S3 APT: INT 
Spoken by the peoples of the defunct Aetruvian Empire, now the Prefectures of Etruika and 
Evaria in 1111 IOU1hem Saes Empire. Also the language of Saes administration. 

ALCHEMY 
CST: 7. FN;: 2 GFF: N1 APT: (JUD+INT)/2 
Knowledge of substlrlces and their properties. Ability to identify subs1ances and to figure out 
how to make use of them. Also knowledge of the manufacture of useful compounds for non• 
1111gicel purpoees. Chance of success should be adjusted for obscurity of substance or 
diffieulty of tie pr00ISS involved. 

AMBUSH 
CST: 5 FN;: 2 GFF: B1 APT: ONT +JUD)/2 
Locating and preparing an unpleasant tactical surprise. 

ANATOMY 
CST: 3 FN;: 4 GFF: 04 APT: JUD 
The perll and organs of the body. Where they are. what they do. 

ANIMAL TRAINING 
CST: 5 FN;: 4 GFP: K1 APT: ONT +CHAl/2 
Training animals for combat or to do tricks. Includes lalconry and related skills. Should be 
1Nmedsepara11yfordifferenttypesof animals, with levels from one type contributing to others. 

AQUATIC SURVIVAL 
CST: 5 F,C: 4 GFP: L4 APT: (DEX+INi)/2 
Slaying alive on and near the water, finding aquatic sources of food and drink. though the 
poaible duration of survival would depend a great deal on conditions. 

AFfltOFf'( 
CST: 7 FN;: 3 GFP: J1 APT: (DEX+JUDl/2 
Making iron and steel armor for man or beast to wear. FAC should be adjusted for the grade 
of iron or 111181 attempted. 

ARREST ~ 
CST: 6 FN;: 4 GFF: ~ APT: (DEX+JUD)/2 
Minimizing and slowing_ the effec1s of poison to prolong resistence and allow time for more 
permanent natment. Each SL temporarily neutralizes 1 HP of poison damage up to half 1he 
IUbjec1a overall HP. Effec1s last for SLx5min, at which point damage begins to retum to effect 
It a ra1I of one HP per 5min. 

ASSESS PERSON 
CST: 4 F,C: 4 GFP: F1 APT: (JUO+CHA)/2 
Telling the nature and worth of a peiaon, and how he stands in regard to yourself, extrapolating 
from iupertcial contact. 

ASTRH:>MY 
CST: 7 FN;: 2 GFF: C7 APT: JUD 
Knowladge of the l1arl and their oourees.(L3) 

AUSCIAN 
CST: 6 FM;: 20 GFP: S3 APT: INT ~,:: = of the defunct Auscian Empire, now 1he Prefecture of Ausciala in the 

AVIAN 
CST: 6 FN;: 3 GFP: 01 APT: CHA . . . . . 
Gives the U88r an increased affinity for all birds. The immec!iate effect IS that it aid~ In a num~r 
of animal related spells and that any SL of this skill add directly to SL of Com,ag1on, Relative 
or Sympathy when casting spells invoMng animals to which this affinity apphes . 

BACKSTRIKE 
CST: 5 FN;: 2 GFF: R1 APT: (AGll+JUD)/2 . 
Sneaking u11 behind a vic1im. Each SL allows the character to spend SAP before htS target~ 
•nd any. The effective SL of the attacker should be decreased by 1 for each SL of tfilS skill 
or Observe which the target has. 

BAKING 
CST: 3 FN;: 4 GFF: H3 APT: (DEXtlNT)/2 
Turning various grains into bread. pastries and other dietary staples. 

BAFeERING 
CST: 2 FAC: 22 GFP: 06 APT: DEX . of 
The cutting of hair and other aspects of personal grooming, including 1he treatment 
superficial wounds.(A28) 

BASTAFO SWORD 
CST: 6/7/8 AP: 24 MD: 0/10,9 FAC: 2 GFP: P'2 .APT: (DEX+STR/4 
A compromise weapon. designed for one-handed use but heavier. with i'OC?m for two hands on 
the hilt and a large guard. Also called the 'Hand and a Half' sw9rd. The highest development 
of this form was the basket-hilted Scottish Claymore. Length Is 40-481n. 

BATRACKSCH 
CST: 6 FAC: 21 GRP: V2 APT: INT . 
The language of Batrags. Also difficult for stiff little human tongues, so give humans a FAC of 
6. 

BATTLE AXE 
CST: 6/7/8 AP: 22 MD: 8/9/0 FN;: 2 GFP: P4 APT: (STR+DEX)/4 
A larger, 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: 6/7,9 AP: 24 MD: 10/0/0 FN;: 2 GFP: 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 GFP: S4 APT: INT 
Thief/underworld cant of Kael regions. 

BERSERKERGANG 
CST: 5 FAC: S GFF: R3 APT: WIL . 
Harnessing 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 
percentage found by using the Berserker's CON ~ 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. There Isa FAC of 4totriggerthe rage and aFACof2to end 
it. If it is not ended in time the berserker will begin to attacil his comrades when he runs out 
of enemies to attack. 

BIND WOUNDS 
CST: 2 FAC: 22 GFP: 04 APT: (DEX+JUD)/2 . . 
Stopping the flow of blood from a wound without causing further damage or loss of ~1rculation. 
Each S[ 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 l,egins to retum to effect at a rate 
of one HP per 5min. 

BITE 
CST: 5/-/- AP: 16 MD: 0/6/6 FN;: 2 GFP: P7 AP~: DEX/2 . 
Using the teeth to do damage. MD given is for human characters and IS higherforsome animals 
and non-humans. 

BIVOUAK 
CST: 3 F/>C: 4 GFP: K2 APT: JUD 
Finding 1he best available campsite or place to rest. 

BLADESMITH 
CST: B FAC: 3 GFP: J1 APT: (DEX+JUD)/2 
Creating ironn and steel weapons of all sorts. particularly sword blades. 
adjusted for grade of iron or steel attempted. 

BOADGAMING 
CST: 4 FAC: 4 GFP: G3 APT: JUD 
Winning strategy in all types of board and table games. 

FAC should be 

BOLA 
CST: 6 RM: 3 t,;J: 40 MD: 9/0/0 FAC: 2 G~: 03 Af>!: DEX/2 
Two or three weights connected by a rope. 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. If 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 GFP: 11 APT: (DEX+JUD)/2 . . . . 
Attractively binding and protecting books and manuscnpts. 1nclud1ng finishing of vellum and 
parchment. 



BOVtEJEQU1NE 
CST:5 F/tC:5 MTT OiA 
GiVII 1hl 11111' 111 incr-i affinity for horeee, 00WI and other hoofed ruminants, including 
ptl, pigs, deer, lie. The immediate effect is that it aids in a number of animal related spells 
ind thatwiy ~of1hil 1111 add dir9C11yto SL of Co_ntagion, Relative or C!u.....-.. when cu1ing 
epella irMIMng animlla 1D which thiuffinity applies. ...,,,,,......,, 

EIC7M.N3 
CST: 4 FAC: 22 GFP: G4 APT: (DEX+AGQ/2 
Lawn and pin bowing of 101111 l0lt, irNolving rolling a ball II a target 

BOWYERY,fl.ET0ilNG 
CST: 5 F/tC: 4 GR': 13 APT: (DEX+JU0)/2 
TheffllldrclofbowsandM1Mwithltllndantequipment MustbecombinedwithMec:hanieal 
lkill 1D ,_ Crollbows. 

BAAZER 
CST: 5 F/tC: 4 GFP: J2 APT: (DEX+JUD)/2 
Wol1dna and !)ll1ing brcna in various fonns and for various functions. Covers the manufac­
m of &a of lllljor hoUllhold and comrnercial implementa. 

BREWINC3 
CST: 6 F/tC: 4 GFP: 1-B APT: INT 
Miking bier of variable qiality and mngth. Includes judicious eelection of ingredienta and 
olher IIPICtl of prepardon. 

BRIBERY 
CST: 3 F/tC: 4 GFP: A2. APT: (JJD+CHA)/2 
Judicioua application of Cllh 1D grease the wheels of govemment 

BRICKMAKING 
CST: 4 F/tC: 4 GFP: J4 APT: INT 
Tuming ell¥ and mw in1D brick. Produc1ion of fired brick and glazed brick require additional 
lkills. 

~ 
CST: 61611 M>-. 22 MD: Or'9IB FIC: 2 GFP: P2 APT: (DEX+INT)/4 
A mid-length, primarily blade oriented weapon, though it usually has a point. Used 1 handed, 
32-40in long. Ulually his two edges and a full guard. 

BOO<LER 
CST: 5/5/1 M>-. 20 MD: 7/616 F,C: 2 GFP: PB APT: (DEX+JUD)/4 
A 1111111. Vfl'f mobile, '9C1ln!lular shield to cover the arm and protect it when deflecting blows. 
Oimensionl are about 8x14in. 

BUREAUCRACY 
CST: 5 F/tC: 4 GFP: A1 APT: (JUD+SOC)/2 
Dealing with and operating in a govemment or administrative system.(813) 

BUTOiERY 
CST: 4 FIC: 4 GFP: H2 APT: (DEX+JUD)/2 
Killing and eectioning various animals prior to sale. (D57) 

CALLIGRAPHY 
CST: 5 F/tC: 4 GFP: C3 APT: DEX 
Making writing an art u well as a means of communication. Character leams a new style at 
IICh odd-numbered IMl.(C41) 

CALUDIC 
CST: 6 FAC: 20 GFP: S1 APT: INT 
Spoken IJf the island Keel people of Thannet, Vnisgael, lmaly and Hy. 

CANINWJPINE 
CST: 5 F/tC: 8 GFP: 01 APT: CHA 
Gives the uaer an il'ICTlll99d affinity for wolves, dogs, jackals and other similar creatures. The 
immedia effect is that it aids in a number of animal related spells and that any SL of this skill 
add d~ 1D SL of Contagion, Relative or Sympathy when casting spells involving animals 
1D which-~ affinity appliei. 

CANSA 
CST: 3 F/tC: 22 GFP: S5 APT: INT 
Trade epeech of Vegarth, centered around Tolemeias. 

CARDF\AYING 
CST: 5 F/tC: 4 GFP: G3 APT: JUD 
Knowledge of the best m19gies in a variety of types of card and chit games. 

CARDF80f,j8 
CST: 8 F/tC: 4 GFP: D1 APT: (TAL+JUD)/2 
Predicting the future through the use of cards. savvy and maybe a little second sight. 
Predictionl lhould be gene/al enough to be flexibly applied. 

CARTOGRAPHY 
CST: 4 F/tC: 4 GFP: C3 APT: (DEX+JUD)/2 
Mapping llnd or locations from a description or from experience.(C2) 

r,AFM~ 
CST: 5 F/tC: 4 GFP: 13 APT: DEX 
Oecorllive wood working, par1icularly in abstract motifs on fumiture or flat surfaces. 

CASE/SURVEILLANCE 
CST: 3 F/tC: 4 GFP: F1 APT: ONT +JUD)/2 
Examining the scene or subject of a potential crime and determining the best approach and 
technique to approach. 

CASTFEADING 
CST: 5 F/tC: 4 GFP: D1 APT: CTAL+JUD)/2 
Predicting the future through the use of cast dice. sticks or bones,~ with aawy and maybe 
a little second sight. Precficlions should be general enough to be flexibly applied. 

CAT FALL 
CST: 4 F/tC: 2 GFP: G1 APT: AGI 
Falling gracefully. with minimal chance of taking damage or being injured. Normally. in a fall 
a person takes (SizexVDS)/5 points of overaTI damage, plus an equal amount of located 
damage divided between 104 locations. If 1he 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 F/tC: 2 GFP: G3 APT: (DEX+INT)/2 
Improving luck at any game through the use of extralegal tacties. 

CHEVRON SHIELD 
CST: 6/6/9 AP: 24 MD: 8/8/0 F/tC: 2 GFP: PB APT: STR/2 
The classic. heavy chivalric shield. of somewhat variable shape. but usually some sort of 
modified tnansle. held inverted. Width is usually 1>30in, height can range from 24-48in. 
Usually used in mounted combat. 

CHITARE 
CST: 8 FJ;C: 8 GAP: V3 APT: INT 
The language of the insectoid Chitare. Extremely difficult for humans to learn. Treat it u 
having a FAC of 1 for humans. Dothian or Trozards and a FAC of 3 for Batrags. 

CIDER/MEADE MAKING 
CST: 4 FAC: 4 GFP: H3 APT: INT 
Tuming apples or honey into a potent alcoholic beverage. Also covers the making of other 
alcoholic fruit-derived beverages. 

CLAMMING 
CST: 3 FAC: 4 GFP: L 1 APT: (DEX+INT)/2 
Digging clams. mussels or other shellfish from beds in ocean shallows. 

CLIMBING 
CST: 4 FAC: 4 GFP: G1 APT: (DEX+AGl)/2 
Climbing rocks. buildings. walls. trees. etc. Does not cover the knowledge of mountainous 
terrain or arcMecture. merely the physical abilities required.(K3) 

COBBLER/BOOTER 
CST: 4 FAC: 4 GFP: 11 APT: (DEX+JUDl/2 
Making all sorts of footwear from leather. wood and other appropriate ma1erials. 

COMBAT REFLEXES 
CST: 6 FAC: S GFP: R3 APT: 0 
Increases combat reflexes and reaction of a character. givinQ bonus Skill AP in combat. The 
number of Skill AP is equal to 1 AP ~r Skill Level. The maximum limit which can be applied 
with a given weapon or attack is the AP cost of the weapon used or the Mental AP of the 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 GFP: R1 APT: (INT +AGl)/2 
Taking optimal advantages of opportunities and situations in combat. It functions directtv as 
an addition to Attack Skill Rating as if it were an attack every time the AP cost of 24 is paid. The 
SR is figured 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 GFP: S1 APT: INT 
Hybrid language of the march kingdoms of Uoegyr and Prydein. 

co.1PONENT 
CST: 7 FAC: S GFP: N4 APT: MAG 
Focusing magical power through the use of powders. chemicals or other forms of concrete 
physicaf 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 
s1andard Mana Point Cost and any levels of an Empowering Skill. Mana Point Cost is 
(SL.xModifier)/100 .. rounded down. Reduction can never lower Mana Point Cost to less than 
half its original value. Modifiers when using Component should range from 10to 50.depending 
on the appropriateness of the material used, at the discretion of the GM. Component only 
W0llcs with spells whose last classification letter is CDEFG. 

CONCEAL ITEM 
CST: 4 FJ;C: 4 GFP: F3 APT: (DEX+INT)/2 
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 F/tC: 4 GFP: G 1 APT: ONT +JUD)/2 
Taking cover in various situations. concealing where one is and avoiding detection and 
obeervation. 



CONNING~UW)N 
CST: 5 F>C: 4 GFf': 1'2 APT: (INT +CHA)/2 . 
The art af convincing 1he unwary ID go along with whatever is best for you.(E2,H3) 

CONTAGION 
CST: 6 F>C: S GFP: N4 APT: MAG 
Focuaing magical energy through a relationship of aome sort of contagious contact between 
• place or thing and the target cif the !NQic. The apell will only wol1( if these conditions exist, 
but there .,. varying degrees of con111gion ID be taken in10 considera1ion. The three basic 
groupe .,. thoee Hllinl liNcl on a regular basis by the 1arget over along period of time, such 
• a piece of clothing or• tool (Cius A), items used for an extended period, but not intended 
Mpe!fflllllntl)IIIOl\al5ions, such IS a letter he sent or something he made (Cius Bl, 
and illml conlactad 01 once and ~ by the character such IS a chair he sat in or a fork 
hi UNd in I rw1au (Class Cl. Ori inanimate targets contagion works by the same 
Ml0Cialivl principles. The Mana t:IQint Cost of a spell is based on the standard Mana Point 
Cost and 1!!f Mis of an Em~ring Skill.like this one. Mana Point Cost reduction is (SL x 
Modifier/100), rounded down. The moaifiers are 45forClassA. 40 for Class Band 35 for Class 
C. Contaalorionlyworkllwith thoee wpells which heve one of the letter BCDEH as the last letter 
ol their ciasifica1ion. Mana Point Cost can never be reduced to less than half of its original 
value. The real catch 1D thinkill is that you heve to obtain the obiecl being used in casting the 
apell, which can take time and effort as arbitra1ad by the GM. This el<ill may be used in 
conjunction with Sympathy es no1ad below. 

COOKING/CUISINE 
CST: 3 F>C: 4 GFf': H3 APT: (DEX+INT)/2 
Cooking food, maybe IV9ll making it palatable and attractive. 

COOPERY 
CST: 4 FAC: 22 GFf': 13 APT: (DEX+JUD)/2 
Making banela, includi!Y,I more or less watertight barrels for many purposes. 

COSMETICS 
CST: 4 F>C: 4 GFf': E3 APT: (DEX+APP)/2 
Improving your~ without fundamen1ally altering it. Percentage acts as a percentage 
lncreue cif APP. Note that improvements will decline by one point every SLJ5 hours. 

COUNSELING 
CST: 5 F>C: 4 GFf': M1 APT: (JUD+CHA)/2 
Advising the fleck and hearing their problems with a sympathetic ear. 

COURTLY LOVE 
CST: 3 F>C: 4 GFf': 1'2 APT: ~NT +CHA)/2 
The rcinantic art of makilY,l love in the abstract. 

CRITlCISM 
CST: 4 F>C: 4 GFf': C8 APT: (WIL+INT)/2 
Analysis and description of the faults and merits of a piece of work. 

CRC6S8:)W 
CST: 5 RM: 5 AP'. 50 MD: 0/0/24 FN;: 2 . GFP: 01 APT: DEX/2 
An extremely l1rong bow on a rifle.type stock. cocked by hand or by a lever. A large variety 
exist, with bows of varying materials and strengths ranging in size from 20in to as much as 10ft 
(the balliata is a CIOllbow seige engine). The standari:I military crossbow has a 32-36in bow. 
Aleo poaaible.,. repeating, semi-automatic crossbows. though they were rather rare. All 
varieties fire a heavy, unfletched quarrel or bolt which has limited range but great penetration. 

CL.oGEL 
CST: 51618 AP: 20 MD: 8/0/0 FN;: 2 GFP: P1 APT: (STR+DEX)/4 
Airy big stick, 24-40in long, used in one hand, possibly with knobs or nails in it. like a shillelagh. 

CUTPUFISE 
CST: 4 FN;: 4 GFf': F4 APT: DEX 
Removing an exposed purse from the belt of its owner without being caught. 

OAEVtC 
CST: 7 F>C: 7 GFf': T2 APT: INT 
~ ~~~ Ol8vu and many other higher elemen1als or quasi-demonic spirits associ-

CW3GER 
CST: 5/6/7 AP'. 18 MD: orm F,C: 2 GFf': P2 APT: (DEX+INT/4 
A common weapon with both a blade and a point, or at least one of these. coming in lots of 
varie1!N from a bload bladed knife to a long dirk, poignard or stiletto. Length is 12-20in. always 
used Ill one hand. 

DAA1AGE STFIKE 
CST: 8 F>C: S: S GFf': R2 APT: 0 
Allows I character to direct his blows more powerfully and thereby do more damage. It does 
this by increasing ~ Class by one per SL up ID a limit equal to the MD of the weapon 
bei~ used. Thus, DC with Dagger which has an MD of 4 could only be increased by a 
ffllXlmum of 4 using this skill .. _Damage Strike must be learned separately for each damage 
type used, once for club. once for edge and once for point. It will only work with those it has 
blenleemedfor, but SL in one areacontributetotheothers. Thus, with 10SLofDamage Strike 
in Club • character would get 1 each in Edge and Point. 

DANCING 
CST: 3 F>C: 4 GFf': G2 APT: (CHA+AGl)/2 
Agile per1or111an08 of various styles of dance to music, alone or as part of a group of 
dlnceis.(A27) 

~T 
CST: 5 RM: 2 AP: : 20 MD: 0/0/6 F/IC: 2 GFf': 02 APT: DEX/2 
A 3-6in fletched and pointed missile. designed to penetrate the skin and deliver some sort of 
poison. 

02 JAVELIN 
CST: 5 RM: 6 AP: 25 MD: 0/0/8 F/IC: 2 GFf': 02 APT: DEX/2 
A we~hted throwing spear cast with a full overhand awing for good range and penetration. 
Usually 48-&lin long. 

DEMONOLOGY 
CST: 6 FAC: 2 GFP: N1 APT: (JUD+INT)/2 
Knowledge of the realms and types of d~mons. Sufficien1 specific knowledge to summon a 
variety of demons. The chence of knowing the name of a specific demon or a demon with 
apecific powers is rolled in the normal manner, with an adjustment for the obscurity of the 
demon in question. Also included is knowledge of demonic heirarehies and the attributu of 
individual demons. 

DESERT SURVIVAL 
CST: 4 F/IC: 2 GFf': K.3 APT: INT 
Survival in arid and semi-arid areas. including desert, tundra, steppes, etc. Includes locating 
food and shelter. 

DEVICE AIMING 
CST: 6 AP: 2S F/IC: 2 GFP: 04 APT: DEX 
Aiming missile fire from a non-standard device, such as a magical wand or rod. 

DICING 
CST: 5 F/IC: 4 GFP: G3 APT: (DEX+JUD)/2 
Knowledge of the roll of the die and other cast gambling devices. 

DIPLOMACY 
CST: 6 FAC: 4 GFP: A1 APT: (JUD+CHA)/2 
The skill of dealing with foreigners while successfully disguising your disdain for them. 

DISC 
CST: 5 RM: 6 AP: 25 MD: 0/8/0 F/IC: 2 GFP: 02 
APT: DEX/2 
A large, edged throwing disk. It is heavy enough that ij it does not hit with the edge it can knock 
an animal out. Diameter is 10-20in. 

DISGUISE 
CST: 5 F/IC: 3 GFf': E3 APT: (DEX+CHA)/2 
Changing your appearance so that you look like someone else.(E1) 

DISTILLING 
CST: 8 F/IC: 3 GFP: H3 APT: INT 
Tuming fruit or grain into hard. high alcohol content liquor of an appropriate type, assuming the 
necessary equipment is available. 

DIVINE AID 
CST: 5 F/IC: 2 GFP: M2 APT: (ZEA+CHA)/2 
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 OP converted. 

DIVING 
CST: 3 F/IC: 3 GFP: 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 FN;: 2 GFP: F7 APT: AGl/2 
Thia 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 FN;: 5 GFP: U1 APT: INT 
The language of the Wraithlords and their descendants. ancient inhabitatnts ofYsgarth. Useful 
in some areas of magic and in communicating with many nature spirits from tnose ancient 
times. 

DOUBLE AXE 
CST: 6/8/9 AP: 24 MD: 9110/B F/IC: 2 GFf': P4 APT: (STR+DEX)/2 A 
large, double-bladed axe with a heavy head. Used two handed. 36-42in long. 

DOWSING 
CST: 5 FN;: 2 GFP: 03 APT: (TAL+JUD)/2 
Locating water and sometimes other things through the use of a divining rod or plumb, based 
on judgement. luck and maybe a little magic. 

DRAWING/PAINTING 
CST: 4 FAC: 4 GFP: C4 APT: (DEX+INT)/2 
Reducing three dimensional things to two dimensional images with relative accuracy and 
possibly with color and decoration. (C1) 

DRIVING 
CST: 3 FN;: 4 GFP: GS APT: (DEX+AGl)/2 
Driving a cart. wagon or carriage in normal conditions. tt taken as a Learned Skill it covers 
driving chariots in combat or racing. AP cost is 10 or more. 



0lJWIUlY 
CST: 5 FM;: S GFF: R4 AFT: O 
ina....1he lbil!_ly of a ch1111c1ar1D wilhltand damage. Each SL adds 3% 1o a character's 
total HitFoinll. Wlien new SL are learned the percentage is totalled befo,,e recalculating the 
numberd poin11 added. 

DYING 
CST: 4 F,C: 22 GFP: 12 APT: INT 
Giving color1D abricl, laather and other ma18riala, including the mixing of dyes. 

El.EMENmEMPOWERING 
CST: 7 F,C: S GFF: N4 AP.T: MAG 
Focusing ffllllical power1hrough1he uee of a specific element of nature. either Earth. Air, Fire 
orWa1er, « a more ~auklaaaification of one of thoee elements. There are four levels 
d llemen1al apeficicity. Theee are Element (1), Major Sub-Element (2) , Sub-Element (3) and 
Minor~ (4). The higher 1he number !tie greater the specificity of the elemental 
10111011. Grou_p 1 includes only Earth, Air, Fire and Water. Group 2 includes maior sub­
dMliona, IUCh as mounllins, NII, planets, stars. night, day. flora, fauna. etc. Group 3 
includll men lplCific sub-divisions, such as rock. sand. metals, trees, shrubs, wind, rain, 
IIIOW,llc. Group4includea1hernastspecificsub-divisions,such1Selm~;.oaks.diamond,iron, 
tin, lie. The lllictiveness of the empowering skill depends on the specincity and rarity of the 
ellmentwith which itia used. To some degree this is up to the arbitration of the GM 1Sfaras 
how rare things are and whether« notthey are present to be drawn upon, and to what degree 
Illy are IVlirable, at1he time the skill ii being used. When this skill is learned it is leamecl for 
a apecific element, normally one of the four major elements, and the character must specify 
~ization within 1hat area. Each SL is treated IS 1 SL in group 1. 2 in group 2. 4 in 
group 3 and 8 in group 4, and within the group they may be divided up however the player 
chocieea, 10 ~ 111 clear related heirarchy is m11ntained. For example, a character might 
have 10SLofEarth Empowering, which would allow him20 SL forgroup2within earth, which 
he might IPllld IS 10 Flora enc 10 Fauna. In group 3 this woula be worth 40 SL, divided 
between Flora and Fauna in proportion, allowing 20 points for different general families of 
anirnalaandanother20forgeneralfamiliesofplants. lngroup4thepointswoulddoubleagain, 
allowing BO SL divided between specific animal and plant types. This might leave the character 
with20SLbr0oasand20SLforFoxeswithingroup4underMammals(group3)underFauna 
fgroup2). ThetffectiveSLahould beadjustecfdownwards ifthe element is scarce in the area 
in question, clown 1o IS low IS half the normal SL. You may wish to reduce it even further in 
1hepr1Nnoe of an elemental Oj)posite, perhaps all the way down to nothing. A character need 
not rely on the most specific cif his sub-elements. If it is more advantageous to use e more 
abundintbutrnoregeneral ~oftheelement, that is acceptable. Naturally. the higherthe 
numberof1hegroupthe mora hkelythatthe substance will only have a rarefied' presence. The 
formula lo determine Mana Point Cost reduction based on this system should be: Mana Point 
Cost (S!.x3)/100, rounded clown. Mana Point Cost can never be reduoed below half i1s 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 leam it separately for each one. Note that 
most mental and spiritual sub-elements fall under the general classification of Fire. 

EMBALMING 
CST: 5 FAC: 4 GFP: ~ APT: JUD 
T!Nting bodies ~r preservation, including mummification and knowledge of different tech­
niqia and conditions. 

eJSROOERY 
CST: 5 FAC: 4 GFP: 12 AFT: (DEX+INT)/2 
i;>ecorative, sewing for clothing. tapes1ries and other forms of display. Includes special work 
like brocading. 

ENAM~ 
CST:4 F,C:4 GFP:J4 AFT: (DEX+INT)/2 
Imparting pigment to a variety of surfaces through the use of enamel and pigment. 

ENDURANCE 
CST: 5 F,C: S GFP: R4 APT: 0 
Increases the endurance and stamina of a character through training. Each SL adds 3% to a 
character's 1Dtal Fatigue Points. When new SL are learned the percentage is totalled before 
l9Cllculating the number of points added. 

EN-IANCEWILL 
CST: 6 FM;: S GFP: N2 AFT: WIL 
8nngthena the will and mental strength of a character. Each SL adds directly to WIL when 
determining WiU Points and arr, WIL oaaed avoidance rolls. 

ETCHNG 
CST: 7 F,C: 2 GFP: J2 AFT: (DEX+JUD)/2 
The CINtion of images and deoora1ion on metal through incision and tinting. 

El101.ETTE,f1ROOCOL. 
CST: 4 F,C: 4 GFP: A 1 APT: (SOC+CHA)/2 
Undelltandi~the ~ of ,ocial order and proper behavior. Each 20 SL of this skHI has 
1he additional iffect of increasing perceived SOC by 1. 

EVALUATE ITEM 
CST: 5 F,C: 3 GFP: F1 AFT: JUD 
Oll8rrnining1heworth of an item prior lo sale orpurehase. with some examination required and 
modifications for skills relati~ use or manufacture of the item. A failed attempt should 
INUlt in a faulty evaluation knowledge of failure. (H13) 

EXCAVATION/MINING 
CST: 5 FAC: 4 GFP: J3 AFT: JUD 
Digging holes of various 10111 for fun and profit, from quarrying to digging foundetions to mining 

1D tlllneling in1o fortifications. 

FALOilON 
CST: 5/7/8 AfJ: 22 MD: 0/9/8 FAC: 2 GFP: P'2 APT: (DEX+STRl/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. Similar in design to a machete, 
28-34in long. with a rudimentary guard. 

FARMING 
CST: 3 F/>C: 4 GAP: K1 APT: ONT +DEX/2 
Planting and taking care of crops of all sorts through the growing season. 

FARRERY 
CST: 3 FAC: 4 GFP: J1 APT: (DEX+JUD)/2 
Working small iron items. particularly trappings for horaes(eapeeially horseshoes) or for 
common rural usage. 

Fa.JNE 
CST: 5 FAC: 4 GRP: 01 AfJT: CHA 
Gives the user an increased affinity for ca1s of all kinds_. ~ im~ia1e effect is that it aids in 
a number of animal related spell~ and that ~y Sl, of th~ skill add d!~ to SL _of Con~g1on. 
Relative or Sympathy when casting spells 1nv0Mng animals to which this affinity applies. 

FERSIAN 
CST: 5 FAC: 20 GFP: S2 AfJT: INT 
Spoken by migrant settlers in Frejsa on the Saes border. 

FIND FISH 
CST: 3 F/>C: 4 GAP: L 1 APT: JUD 
Locating schools of fish at sea or likely locations for fish in lakes or rivers. 

FLAiL 
CST: 6112M AP: 32 MD: 14/0/0 FAC: 2 GAP: PS APT: (STR+DEXl/4 . 
A shaft with 3-5 chains at the end. The chains are usually 24-36in long and the shaft 1sabout 
the same length. Chains will be tipped by spiked metal balls. Used mostly two handed. 

FLATTERY 
CST: 3 FAC: 4 GAP: A2 APT: ONT +CHA)/2 
Pleasing others by telling them what they want to hear. 

FOU<LORE 
CST: 4 FAC: 4 GAP: C2 AfJT: JUD 
Understanding the nature of the world IS it is percieved by the common people. including 
superstitions and myths of all sorts. Should be leamed separatly for each cultural group or 
major regional division. 

FOR3ERY 
CST: 7 F/>C: 2 GAP: C3 AfJT: (DEX+JUD)/2 
The skill of imitatng the written. plastic or painted art of others. applied with appropriate skill 
in the specific type of art. 

FOUNDRY/ROLLING 
CST: 5 FAC: 3 GAP: J1 APT: (DEX+JUD)/2 . 
Casting. rolling. cutting and spinning iron to make somewhat more complex and attractive 
items. FAC should be adjusted for the grade of iron or steel attempted. 

FRAA11NG/BUILDING 
CST: 4 FAC: 4 GAP: 13 APT: (DEX+JUD)/2 
Construction of building from wood or with wooden frames. 

GAMMAN 
CST: 5 FAC: 20 GRP: S4 AfJT: INT 
Thief/underworld cant of Kyvenric and Kemioc areas. 

GAFOTTE 
CST: 61-i- AfJ: 20 MD: 8/8/0 FAC: 2 GAP: P6 APT: DEX/2 
A fine. knotted cord. used by wrapping around the neck of a victi from behind in order 1D choke 
him. Used two handed. about36-421n long. 

GATHERING/FORAGE 
CST: 3 FW::, : 4 GRP: K2 APT: JUD 
Finding wild vegetation which is edible for survival. 

GENERAL.SHIP 
CST: 5 F/>C: 4 GFP: B1 AfJT: (INT +JUD)/2 
Convincing large numbers of men that they are an army. not a mob. 

GEOGRAPHY 
CST: 3 FAC: 4 · GAP: C2 AfJT: 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) . 

GL.AIVE 
CST: 5/8/9 AP: 28 MD: 0/12/10F/>C: 2 GAP: P'2 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 a nice point or even a hook. Usually used two handed. 
Length with shaft is 72-84in. 



~NG 
CST: II FAC: 3 GRP: J4 APT: (DEX+JUO)/2 
Blowing, culling and casting hea1ed glass .-id crys1al In1D useful shapes. 

Gl.AZERY/STAJNNG 
CST: 4 FAC: 4 GRP: J4 APT: (DEX+IN'T)/2 
Glazing or ltaining gllss or pottery al various sorts. 

OOETC 
CST: 8 FAC: 5 GRP: T4 APT: INT 
Alt ll1ificill llng1J!191 constructed apecific:ally for expressing 11chnical magical 19rma and 
canying out complex ribJals. 

GOLO&VERSMITH 
. .. 

CST: 6 FAC: 3 GRP: J2 APT: (DEX+IN'T)/2 
Woncing gold, ailwr and other p!9c:ioua metals J>rimarily for ornamental and decorative 
UIClioril, particullrty jlwelry, pla1Bwork and inlay.(F2) 

oo.F 
CST: 3 FAC: 4 GRP: G4 APT: (DEX+IN'T)/2 
wtllCkilg a ltlle ball with a big stick along a carefully designed wilderness-like course with 1he 
objediw al putting 1he ball in a small hole. 

OOTTAN 
CST: II FAC: 20 GRP: S2 APT: INT 
Spoken by migrant111119rs acattal9d throughout the Prefecture of Gottia in 1he Sees Empire. 

GRAPPLE 
CST: 5/-/· AP-. 30 MO: S FAt;: 2 GRP: rr, APT: (AGl+OEX)/4 
Wrw11ing with 1he !)pOrlnent, MO is Attacker DC. modified for DC to find real MO u with any 
o1her attick. Breaking_ ~grapple requires a comparative roll using levels of Grapple skill and 
STR aa 1he Aptitude. -soM is 3. 

GFEAT&.YOR:) 
CST: 611'9 AP-. 211 MO: 0/11/9 FAt;: 2 GRP: P2 APT: (DEX+STR)/4 
The~ ~neof doorn. A great double bladed. dulliX)inted, hacking machine. Used 
ii both hands. ·n long, with a large guard. Design and size are highly variable. 

GREENGFOCERV 
CST: 3 FAC: 22 GRP: H1 APT: INT 
Preparing and marketing vegetable goods. 

1-Wl!ER) 
CSU'!0/11 AP-. 28 MO: 9/12/10FAt;: 2 GRP: P4 APT: (STR+OEX)/4 
An, axe-pole-erm, similar 10 a Battle Axe with a longer shaft. makin the total length about 75-
ean. 
HNNIER 
CST: 5/7/6 AP-. 20 MO: &'0/0 FAt;: 2 GRP: P1 APT: (STR+OEX)/4 
Alt iron hammer head on a 24in wood shaft. A variant is the pick. which does p01nt instead of 
club damage. Used one-handed. 

HANOAIMNG 
CST: 5 AP: 24 FAC: 2 GRP: 04 APT: OEX/2 
Aiming missile fire, usually magical, fired directly from the hand. 

~AXE 
CST: 5/7/8 AP-. 20 MO: 7/8/0 FAC: 2 GRP: P4 APT: (STR+OEXl/4 
A emall, single bladed axe, used for chopping. The length will be about 24in and ~ is used one 
handed. 

HANOSPEECH 
CST:7 FAC:8 GRP:W1 APT: (OEX+IN'T)/2 
A language al finger and hand signals originally developed for use in noisy workshops and 
1111ithyaaild ldOptedbr uae by thieves,"""""', pnes· ts and others for hidden communication without normal apeech. .. __ _ 

~w 
CST: 511'6 AP-.111 MO: 5/4/4 FAC: 2 GRP: rrT APT: DEX/2 
poing darnlae with 1he bare hand. Stats and skills provided are for three different types of 
blowip_oeeiblewith1hehurnanhand. Non-humansm1ghthavesomewhatdifferents1ats. Note 
thatacharactllr~ purchaseCesti 10cover his hand. These can double the MO of any one 
of 1he three types. The parry skill with Hand has full FAC against club weapons and half FAC 
against ldgti and point weapons. 

HANTYR<A 
CST: 5 FAC: 20 GRP: S4 APT: INT 
Thilf/underworld cant of Mannar and Machar areas. 

Hl:ADBUTT 
CST: 5/10/10 AP: 24 MO: 10!0(0 FAC: 2 GRP: rrT APT: AGl/2 
The held makes a fairly good battering ram or club weapon. 

l-£AVY LANCE 
CST: 11/10/14 AP: 34 MO: 13/0/15FAC: 2 GRP: P3 APT: STR/2 
A giant spear with a guard, used for a mounted charge, usual~ against other horsemen. 
Cairied in one hand set against the body for maximum lorce. Point IS often iron-tipped. 78-
80in. Nata that when used on foot this weapon is treated 111 pike. 

HELM/PILOT 
CST: 5 FAC: 3 GRP: L3 APT: (DEX+WIL)/2 . 
Guiding and steering a ship at sea. in harbor and along coastline. 

HERBAL CURING 
CST: 5 FAC: 4 GRP: 05 APT: JUD 
The 1Qplication 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: OS 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% . 

HEROING,CURRIERY 
CST: 3 FAC: 4 GRP: K1 APT: (OEX+IN1)/2 
Taking are of and managing animal~. including herding. currying and general_ feeding and 
maintenance of a full selection of animals. Need not be learned separauy for different types 
of animals unless 1he character changes application of the skill wildly. 

HILTYERY 
CST: 3 FAt;: 4 GRP: J2 APT: (DEX+IN1)/2 
The fitting of weapons with seoondary, though often essential trappings. such as hilts, guards, 
hlfts,e1t. 

HISTORY 
CST: 3 FAC: 4 GRP: C2 APT: JUD 
Un~nstanding the course and significance of past events. Chance of knowi~g a particular 
~nod or event is reduced by 1 % for each decade past or 5 miles distant from time and plaee 
of habitation. 

HOLDBREATH 
CST: 4 FAC: 4 GRP: L4 APT: WIL 
Keeping from breathing under variable conditions. for as long as possible. In most cases this 
means a period of up to ('NIL+SL)x10 seconds. AP cost is 20. 

HOLY MYSTERIES 
CST: 7 FAC: 3 GRP: M1 APT: ~NT +JUO)/2 
The knowledge of the secret rituals and practices of a religion. including 1he use of magic 
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 spells sho;ild be adjusted for the popularity of the church in the region where the reesearch 
is being done 

HOOll.ERY 
CST: 4 FAC: 4 GRP: H1 APT: (INT +CHA)/2 
Running an inn. tavem. cafe. restaurant. hotel or boarding house. 

HOUKOOI 
CST: 6 FAC: 20 GRP: S3 APT: INT 
Spoken by migrant laborers and thieves of the Houkos. 

HUNTING 
CST: 4 FAC: 4 GRP: K4 APT: (OEX+IN1)/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. 

HLR.EY 
CST: 5 FAC: 4 GRP: G4 APT: (DEX+AGl)/2 
A team sport of stick and bell. similar to hockey or lacrosse. with a good bit of extra violence 
thrown in. 

ILLUMINATION 
CST: 4 FAC: 4 GRP: C4 APT: (OEX+IN1)/2 
Coloring and illustrating manuscripts and pnnted 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 
§!._gives 4 Skill AP_ ()l!r round. It works only with those spells which have one of the letters 
DEFGHUKLMNOPQRS as the middle letteroftheirclassification. Priests may use (CHA+'ZE.A)/ 
2 u their APT. 

INFILTRATE 
CST: 6 FAC: 3 GRP: E3 APT: (INT +CHA)/2 
Becoming part of a group. society 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: 01 APT: CHA 
Gives the user an increased affinity for insects and arachnids. including seagoing arthropods 
and flying insects. 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. 

INTIMIDATION 
CST: 3 FAC: 4 GRP: E2 APT: CHA/Size 
Making others do what you want by fear and threat In determining the chance of intimidating 



• pnon_ ~ ;roup1 ,-FAC of1he lkill ill llducecl by 1/3 of the WIL of the person in that group 
with 1hl llignNt WIL and by 1 for w«y 3 people in the group, rounding clown. (01) 

MRGUE 
CST: 7 FAC: 3 Gfl): A1 AFT: (INT +~/2 
Advancing Ollllllf by IUbllrfuge within a lOCial ~ or institution. 

IU&VTHINC3 
CST: 4 FAC: 4 Gfl): J1 AFT: (OEX+JU0)/2 
Making balic Iron WIIII, particularly bN18ri tools and utensils. FAC should be adjusted for 
111 gllide of Iron or ltNl alllmpl8d. 

JENNISCH 
CST: 4 FAC-. 20 GFP: S4 AFT: INT 
C7lf/llldlrwarld cant of Sou1hlm S.,Empire. 

.EWEl.SMITHNG 
CST: 6 FAC: 2 GFP: J2 AFT: (OEX+INT)/2 
~ =-i:.-:,;!F\o1 precious and decorative stones. including the ability to assess value 

~ 
CST: 4 . FAC: 4 . Gfl): 13 AFT: (DEX+JU0)/2 
Conl'lllrucli0n of bnilure or small ltruc1urea out of wood. from boxes to wooden chairs and 
tlblN. 

JUOOUN(3 

CST: 6 FAC: S GFP: F6 AFT: DEX 
Making balls and other objects fly in pleasing pettems from hand to hand. FAC is equal to 10 =~ number of balls attemptad, plus an adjustment of Oto 3 points of FAC for unweildy 

JUMPING 
CST: 4 FAC: 4 GFP: G4 APT: AGI 
GoillQ aerial 1D cover height or distance. Jumping dis1ance is ((AGI/Size) x (SL.15)) + 3yds. 
Jumping height is ((AGI/Siza) x(SL/8)) + 1yds. AP cost is 50 for a full jump. 

KAElJC 
CST: 6 FAC: 20 GFP: S1 AFT: INT 
Spoken ~ 1he common Kael peop!9 of a number of nations, including Ardmacha, Banchor, 
Ufnan, Galelach, Argathylia and uoegyr. 

KENNIK 
CST: 4 FAC: 20 GFP: S4 APT: INT 
Thief/underwor1d cant of Northem Sees Empire. 

l<EFNOC 
CST: 5 FAC: 20 GFP: S1 APT: INT 
~ by 1le Kamioe people of Suessiones, Marsk and other areas bordering the Saes 
Einpire. 

LEADERSHIP 
CST: 5 FAC: 3 GFP: E2 APT: QNT+CHA)/2 
Convincing others i) let you maketheirdecislonsforthem and1Dgo where you go and do what 
you do.(812) 

LEATHERSMITHING 
CST: 4 FAC: 4 GFP: 11 APT: {DEX+JUD)/2 
Working leather into a variety of functional forms, including clothing, armor, bags and other 
items.(J26) 

LEECHING 
CST: 3 FAC: 3 GFP: OS APT: JUD 
The application of little bloodsucking creatures to a patient in Older to correct an imbalance in 
his bodily fluids. May actually work against hormonal imbalances and eome blood disorders. 
Also may have a tranquilizing effect . 

LEGION SHIELD 
CST: 6/6/10AP: 28 MD: 910,9 F,C,: 2 GFP: P8 AFT: STR/2 
A large, more or less rectangular. full-body shield made of fairly light materials, for use by foot 
soldiers in shield walls and coordinated actions. Dimensions are between 24x42in and 
32x60in. 

LIGHT LANCE 
CST: 5/8/10AP: 24 MD: 9/0/10 F,C,: 2 GFP: 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-BOin long. 
Note that when used on foot this is treated as a spear. 

LINE FISHING 
CST: 4 FAC: 4 GFP: L 1 APT: (DEX+JUD)/2 
Catching fish through the skilled use of pole. line and hook. 

LINGUISTICS 
CST: 5 FAC: 4 GRP: C5 APT:. ONT +JUD)/2 
The theory of spoken language and the shared elements of different languages. Contribution 
for Linguistics works on a special basis. Each SL leamed contributes _1 Characteristic P~i~ 
to all the languages in one ~hosen language group. Each 5 SL contributes 1 Charactenstic 
Points to all languagesouts1de of any concentration groups. Levels may be split between 
multiple language groups for contribution. and this contribution is the primary effact of 
Linguistics. For example. a character with 20 SL of Linguistics mi9ht split them between the 
41 fO group and the 4120 group. contributing 10 Characteristic Poi~ to each group: which 
would give him 2 levels of almost any language there. In addition. his 20 SL would gI~e him 
4 Characteristic Points to spend on an other languages. giving him 1 SL of some of the simpler 
ones. 

UP READING 
CST: 6 FAC: 3 GFP: E1 APT: ONT +JUD)/2 
Telling what people are saying by sight rather than hearing. 

l<HU20A LITURGY/RITUAL 
CST: 6 FAC: 6 GFP: U1 APT: INT CST: 4 FAC: 4 GRP: M1 APT: (INT +JU0)/2 
Simplest of1he Dothian based languages, developed by the Khuzda for trade with other races Knowing holy writ and services. Being able to perform ceremonies and quote scripture as is 
and intimal communication. required of a priest. 

l«:K 
CST: 5/9/7 AP-. 24 MD: 916{! F,C,: 2 GFP: P7 APT: AGl/2 
There are a 'Nilty of~ of kicks covnd in this classification. including back. front and side 
kicks. :rtie perry skill with kick has full FAC against club weapons and half FAC against edge 
and point weapons. 

KNITTING 
CST: 3 FAC: 4 GFP: 12 APT: (DEX+INT)/2 
Making yam and 1hread into cloth through the use of needles. including crocheting and crewel 
work. 

KNOTTYlNG 
CST: 3 FAC: 4 GFP: L2 APT: ~+INT)/2 
'fying ropes, strings and other flexible material in knots of all kinds and functions. 

ICCBLANG 
CST: 5 FAC: 9 GFP: U1 AFT: INT 
Fulimentary olllhoot of 1le Dothian baled languages spoken by the Koblynau. 

KVVENIC 
CST: 7 FAC: 20 GFP: S1 APT: INT 
S0oken by 1le ~"-people dwelling in Morianoc, Seisiloch, Yatrad Tywi. Ceredigiawn. 
Matehwk, Prydein and L.Joegyr. 

LAFIAT 
CST: 6/-/7 AP-. 26 MD: NA F,C,: 2 GFP: PS APT: (STR+DEX)/4 
A rope with a elip,knotlld loop at the end. Used as an entangling weapon. with two hands .. 

LAW/JUOICIAL. 
CST: 7 FAC: 4 GFP: C2 AFT: ONT +JUD)/2 
~ of the law, ill application and interpretation both from the position of defense, 
... and l!billr. 

LOGISTICS 
CST: 4 FAC: 4 GFP: B1 APT: ONT +JUD)/2 
Getting the necessary supplies from there to here on time. 

LONGBOW 
CST: 7 ~ : 12 AP: 40 MD: 010/10 FAC: 2 GFP: 01 APT: DEX/2 
A longer bow designed for distance firing into massed troops or through heavy armor. firing a 
heavier arrow at potentially great range and penetration. Bow length is about 60-72in. Purr is 
70-120Ibs, 

LOST SCRIPTS 
CST: 9 FAC: 2 GFP: C3 APT: JUD 
Reading and using forgotten forms of writing. 

LUMBERING 
CST: 4 F,C,: 4 GFP: K2 APT: (DEX+INT)/2 
Cutting down trees. preparing and trimming the wood, including primitive milling. 

MACE 
CST: 5/7/9 AP: 22 MD: 9/0/0 FAC: 2 GFP: P1 APT: (STR+DEX)/4 
A 24in wooden shaft topped by a spiked metal ball , star or other shape as a head. Used one­
handed. 

MACHARI 
CST: 6 FAC: 20 GFP: S3 APT: INT 
§poken by natives in the mountain nations of Machar Orszag/lagoland. Toth Orszag and 
Erdely Orszag. 

MAGICAL RESEARCH 
CST: 7 FAC: 2 GFP: N1 APT: QNT +JUD)/2 
Discovering the arcane secrets of forgotten magics and inventing new ways to apply known 
magic. Includes knowledge of basic magical theory and practice. MAy be a requisite for 
advancement in most magical guilds or colleges. In addition. it determines the chance of being 



Ible to ~ I epecific soell within an available library, using the formula: (((Area Urban 
Foc>ulation/10,~l;tSL)/(CST ofSpeJO)x10%). Thus, in a city with a population of 50,000 and 
wtlh 10Sl af 1h11 ~ a chinc1ler would have a :m. chance of auecessful~ researching a spell 
of CST 5, aaummg he had access 1D the local magical libraries. The 10% multiplier should 
bl reduced 1D 7% for ~ and 9% for Journeymen. It should be reduced by an 
additional Mi if the epell III question is not one of 1hose nonnallv available 1D the guild which 
thechnctlrbelongs1D. ltahould also be poaible1D use this sknl to design wholly new spells 
but 1hat lhould bl oifficult and left up 1D the discretion of the gamemaster. ' 

MANA GATHERNG 
CST: 7 FAC: S GFP: N5 APT: NA 
l!'i" lklll incrlaea the elllc:tiYenea of a character in gathering Mana. Each SL mids one 1D 
-. In dlllnnining the rat of MP regeneration for the eharacfer. 

MANASHB.O 
CST: 7 FAC: 3 GFP: N5 APT: INT 
lf1"!9 skill roll is made ~fly with this skill, it allows the character 1D intercept spells cast 
It him and rmluoe the!r ~ - Each SL effectively reduces the MP of a spell cast at = by 5 points: Th~ may have the effect of negating the spell. or of reducing its 

. 1D•tha!1illfull1mpact. ThechatacterusingthisskilllosesMPofhisownequaJ 
to twio1 the number which he negates. He must decide before the spell hits him whether to 
... 1hil lkiU or not 

MANA SIGHT 
CST: 7 FAC: 2 GFP: N5 APT: TAL 
Thia~achnclarto1111 ~ if he makes his roll successfully. He can see the color and 
location of Mana, flesh Mana trails, and 1D some extent concentrations and intensity of Mana = ~ ~ object. It _gives ~ more specific information and the accurecy of the 

II variable depending on h11 level 08 skill, 

MARMAR 
CST: 5 FAt;: 20 GFP: S3 APT: INT 
Spoken in the l0Ulhern coastal nations of Marmaresh and Horvath. 

~INEER 

MIMING 
CST: 7 FAC: 4 GFP: E1 APT: ONT +CHA)/2 
Conveying images and int>rrnation through the use of the body without 1he use of language. 

MORNINGSTAR 
CST: 5/9/7 AP: 20 MD: 8/0/0 FAC: 2 GFP: P5 APT: (STR+DEX)/4 
Similar 10 1he flail. with a single ball and chain and somewhat amalfer dimensions for one­
handed use. Total length is about 40in. 

MOSAJCmLE 
CST: 5 FAC: 4 GFP: J4 APT: (DEX+INT)/2 
The manufacture and arrangement of painted, glazed or plain tile in pleasing forms. 

MOUNTAINEERING 
CST: 5 FAC: 4 GFP: K3 APT: INT 
The knowledge of mountains. their dangers, conditions and vicissitudes. Includes survival 
skills for mountain conditions. 

NAVAL COMBAT 
CST: 5 FAC: 2 GAP: L3 APT: ONT +JUD)/2 
Guiding a ship or fleet of ships through a naval encounter. with particular concentration on 
boarding and ramming tactics. Can De combined with Tectics and Strategy for best effect. 

NAVIGATION 
CST: 8 FAC: 2 GAP: L3 APT: (INT +JUD)/2 
Knowledge of coast. see and stars enough to get from r,1ace to place. Knowted__ge of navigation 
out of signt of land requires a rather hign level of skil . Increase FAC by 1 per 15 
miles from shore. 

NET 
CST: 6/6/6 AP: 16 MD: 6/0/6 FAC: 2 GFP: P5 APT: (DEX+AG0/4 
Similar to the fishing tool. but weighted and used to envelope or entangle. May afso be thrown 
to entangle or envelope. Usually used one handed with another weapon. Diameter is about 
48-66in. 

NET WEAVING CST: e FM;: 4 GFP: J3 APT: (DEX+IN'T)/2 
Conl1ructing building, bridges, roads and other structures out of fitted stone. 
COlll1ruction of brick and ceramic roofs and other parts. 

Includes CST: 4 FAC: 4 GAP: L2 APT: (OEX+INT)/2 
Weaving rope into nets of variable strenngth and aize for the aquatic quarry in question. 

~E 
CST: 2 . F>:C: 4 GFP: 04 APT: (DEX+INT)/2 
The manipulation of bones and muscles for therapy and relaxation. 

MATHEMATICS 
CS1: 5 FAC: ~ GFP: C6 APT: ONT +JUD)/2 
Basic. and 1heoreticaJ use of numbers. Each SL increases counting ability by a level of 
~=m 10 (SL2: 100,SL3= 1000,etc). Levels also add ability with different mathemati-

MECHANICAL 
CST: 8 FAC: 2 GRP: 14 APT: (DEX+INT)/2 

from
Glneral ~ ~mechanical systems and~ design and construction of basic machines 
l9) ~of vanous sorts to wheel assemblies to mechanical clocks. (CS. F3, HS. 11, 17, 

MEDITATION 
CST: 6 FAC: 2 GFP: N3 APT: WIL 
~ng magic_through ~itation upon the objectives of the spell. using only the mind. This 
•the only ~ng skill which can be ueed when a characier is immobilized and unable to speak. 
Each SL QNN ffie character 4 Spell Activity Points {Skill AP) , which can be used like AP, but 
only for spell casting. They apply during each round' that the skill is in use. It works only with 
1tl0le IP9!ls wh~h have one of the letters ABDEFGHIJQRS as the middle letter of their 
classlbtion. Pries1s may use (ZEA+WIL)/2 as their APT. 

MEMORIZATION 
CST: e FAC: 4 GFP: N2 APT: WIL 
l.aem!ng and "!ffl91"bering ~~. FAC sho~ld be modified for volume and complexity of 
ma18riaf memorized. ~monzation also comes into play in the use of Charms and in learning 
new spells. ~ casting a Charm (a spell cast without benefit of spell casting skills), each 
SL~ Memorization adds 1010 the character's Base Skill Rating prior to any adjustment for 
multiple levels of learning with the spell. In addition, the amount of the time which it takes a 
charicar to learn any spell is equal 10 (Spell CST) x (100/SL of Memorization) Hours. 

MENDICANT/BEGGAR 
CST: 3 FAC: 4 GFP: >,a APT: ONT +CHA)/2 
Acquiring WNllh by looking pitiful. 

MERCHANT~ 
CS']: 4 FAC: 4 GFP: H1 APT: QNT +CHA)/2 
Selling • product, ~~uct. Number of SLs indicate general percentage increase in profits 
for having the lkill. (C1 ,F2.A2) 

MIOWIFERY 
CST: 5 FAC: 4 GFP: 05 APT: (DEX+JUD)/2 
Delivering blbiel and post natal care for both mother and child. 

MIWNG 
CST: 3 FAC: 4 GFP: 14 APT: INT 
Building and operating milling machinery of all sorts. 

NET/TRAP FISHING 
CST: 3 FAC: 4 GAP: L 1 APT: (DEX+INT)/2 
Catching fish with nets. weirs or traps, including crustacaans of various sorts. Both on rivers 
and at saa. 

OBSERVE 
CST: 3 FAC: 2 GAP: F1 APT: INT 
Noticing the unusual. the usual or the merely notable. Seeing dangers in time to react to them. 
Maintaining observation costs 10AP per~-

OCMEIC 
CST: 7 FAC: 8 GAP: S1 APT: INT 
Ancient , secret priestly language of the Kyvenic and related peoples. 

OLD AETRUVIAN 
CST: 7 FAC: 7 GAP: 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 a trading language of the pre-human races of Ysgarth. but 
also spoken as a native languages by those dragons of high intelligence. Some humans leam 
it for its obscurity and for use in the practice of magic. There is a legend that it is impossible 
to lie to a dragon in Old Tongue. 

OPEN SILENTLY 
CST: 3 FAC: 4 GAP: FS APT: DEX 
Opening doors and drawers or moving small objects as silently as possible. 

ORATORY 
CST: 5 FAC: 4 GAP: E1 APT: (INT +CHA)/2 
Speaking in public in a manner which will hold 1he attention of an audience and present a topic 
attractively. 

PALMING 
CST: 6 FAC: 4 GFP: F6 APT: DEX 
Picking up and concealing small objects, generally those which are hand sized or 
smaller. (F31.G35) 

PALMISTRY 
CST: 6 FAC: 4 GFP: D1 APT: (TAL+JUD)/2 
Predicting a perons future from a look at his palm. savvy and maybe a little second sight. 
Predictions should be general enough to be flexibly applied. 

PAPERMAKING 
CST: 5 FAC: 4 GAP: 12 APT: ONT +JUD)/2 
Turning wood pulp into paper. Includes the making of papyrus from reed and the necessaiy 

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 FM;: 22 GR': 11 APT: (INT +JUD)/2 
Almovtn; 1hl lkirll from lllimlls, cleaning 1hem and llllking 1hem reedy for tanning. 

PHILOSOPHY 
CST: II FAC: 4 GFF: C8 APT: (INT +JUD)/2 
Undntanding 1hl differn systams and laws which lie behind nature and the mechanics of 
1hl unMIIII. 

PICK LOCKS 
CST: 5 FAC: 2 GFF: F5 APT: DEX 
Opening lockl of Vl!Ying complexity and function without the use of keys. 

PICKPOCKET 
CST: 6 FM;: 2 GFF: F4 APT: DEX 
Rlmoving 1hl con1lln1I of• pnona pocket without disturbing him or being caught. 

PIKE '· ; 
CST: SNIO AP: 32 II): l!/0/14 FAC: 2 GR): P3 APT: (STR+OEX)/4 
A~ lplll'•likl pole 11m, eometimes without even a metal head, merely a hardened wood 
2C)lnt, UNC1 I,/ ~ against horses, used most effectively when aet against a charge. 
f'IWlty UMlellt In cloee in combat. 84-110in long. 

PIWM 
CST: 6 Ft.1: 5 AP: 28 MD: Or'Or'!I FAC: 2 GR): 02 APT: DEXf2 
A heavv, oflln lOlid-metal ~lin. Thrown with a spin and intended 1D penetrate heavy armor 
It lhort range. Ulually 40-50in long. 

PISCEAN 
CST: : 6FAC: 3 01'): 01 APT: CHA 
Giws ~ user 811 ~ ~nity for all kinds ~fish, not indluding seagoing mammal~. The 
inmedia1e e11ect II that i1 aids In a number of animal related spells and that any SL of this skill 
add di_, 10 SL of Contagion, Relative or Sympathy when casting spells involving animals 
to which1ti~ affinity applies. 

PLAYING 
CST: 6 FAC: S GR): N4 APT: MAG 
Focueing~ic 1h~h the use of music. Playing works with all spells whose middle 
1ett9r is ADE or F. Mana Poin1 Cost•(Original Mana Point Cost x 100)/(SLxModifier). rounded 
down. The modifier for Playing is 5+0EX, but this modifier does not count if a character has 
no SL. 

POETRY 
CST: 7 FAC: 4 GR): C8 APT: ONT+ TAL)/2 
Expressing images in rhyme, verse or meter. 

POISONING 
CST: 6 FAC: 4 GR): F6 APT: (OEX+INT)/2 
Adminis1ering poison 10 food or directly to a person without being noticed. Should be adjusted 
for cirQlrna1ancll. Includes only slight knowledge of making or preparing the poison. 

POUTCS 
CST: 6 FAC: 4 GR): A1 APT: ONT +CHA)/2 
Gaining public oflioe and applying govemmental power. 

POTTERY 
CST: 5 FAC: 4 GR): J4 APT: (OEX+INT)/2 
The creation of functional vessels from clay. 

PRAYER 
CST: 5 FAC: S GR): M2 APT: rzEA+CHA)/2 
Places the character in communion with his deity. More practically. each SL adds to ZEA when 
determining ra1e of Piety Point Regeneration as a result of prayer. PP regeneration is equal 
to Adjua1ed 'lEA/3 ~r hour (approximately. based on AP) . Note that the use of this skill 
ool1I considerable AP u you are not supposed to do much else which praying. One hour is 
considered 1D be the equivalent of 30,000 AP. So a character with more AP may pray 
IOITIIWhatfaster. The UN of Prayer requires the minimum expenditure of 50 AP per round .. 

PFEACHING 
CST: 5 FAC: 3 GR): M1 APT: CHA 
~ing the word of your god and convincing others that he is the god for them and that his 
Rf II lhe true way. 

PANTING 
CST: 6 FAC: 3 GR): C3 APT: ONT +JUD)/2 
Uling various brms of printing and mechanical artor1ext reproduction. mostly fairly primitive. 

QUILTING 
CST: 3 FAC: 22 GR): 12 APT: (DEX+INT)/2 
Sewing bits of falbric together 1D form pn:hwork cloth for various purposes. 

RAPIER 
CST: 6/S,lB AP: 22 MD: 0/8/8 FAC: 2 GR): P2 APT: (OEX+INT)/4 
A ligh1er dev91opmen1 out of the broadsword. with a thin blade. a single edge and a point. 
Always iaed one handed, with a fully developed guard or basket hilt. Length is usually 32-36in. 

READINGJWRmNG 
CST: 7 FAC: 4 GR=': C3 APT: INT 
Uting the wrilllln form of a languege. The first level learned costs full cost. but each edditional 
level ool1I one less. down \:I a base of 4 per SL. Levels of writing one language contribute to 
..... of writing alhere. 

REDANANOELVIGA 
CST: 7 FAC: 8 GR): S2 APT: INT 
Ancient shamanistic and priestly language of the Vaen, Saes and related peoples. 

RELATIVE 
CST: 6 FAC: S GR): N4 APT: MAG 
Focusing magic through the use of some material which is part of the physical or spiritual form 
of the cester. This is similar in concept to Contagion. but uses body parts or westes instead 
of external objects. Materials used break down in\:> two categories. !nose body parts which are 
regularly shed or materials normally excreted by the body. such as fingem11ls. hair or feces. 
or removable parts of non-living targets (Class BJ and parts of the target which would not 
normally be removed such u severed fingers. an eyeball. blood. a tooth or any integral part 
of an inanimate object. or another ob~ of the exact same substance or composition as an 
inanimate target (Class ~ . The Mana Point Cost of a spell is 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 
es the lest letter of their classification. Relative may be used in conjunction with Sympathy as 
noted above. The catch with thisskill is. once again. the need to g_etthe necessary component. 
In some societies people will destroy or hide their bodily cast offs against this sort of magic. 

RESEAR::H 
CST: 4 FAC: 4 GR): F1 APT: ONT +JUD)/2 
Finding out the history of a place. item or person using a variety of written, oral and material 
sources. 

RESONANCE 
CST: 7 FAC: S GFP: 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. it is assumed that he is using Resonance. 
The Mana Point Cost of a sp11II is based on the standard Mana Point Cost ancf any levels of 
an Empowering Skill. Mana Point Cost ireduction s (SlxModifier)/100, rounded down. T~e 
Mana Point Cost can never go below half its ~riginal value. The modifier for Resonance Is 
10+(TALJ2), but this modifier does not coun1 if a character has no SL. Mana Point Cost Is 
automatically doubled on spells cast without using an Empowering Skill . The great advantage 
of resonance is that i1 will work with any spell with no restrictions. 

RHYTHM INSTRUMENT 
CST: 4 FAC: 4 GFP: C9 APT: (DEX+ TAL)/2 
Playing a variety of rhythm instruments. including sticks. drums, bells. etc. Can be combined 
with Resonance in music oriented magic. 

RIDING 
CST: 4 FAC: 4 GFP: GS APT: (OEX+AGl)/2 
Sitting astride a horse for transport under normal conditions. If taken as a Learned Skill it covers 
combat riding and racing . Riding reduces AP by at least 10. 

RITUAL 
CST: 5 FAC: 2 GR): N3 APT: (DEX+AGl)/2 
Casting magic through complex gestures. movements. chants. stomping around and beating 
your breast. A rather time consuming method of spell casting. Each SL gives the character 
3 Skill AP which can be used when casting spells. It works only with seells which have one of 
the letters BCDEFGHIJKLMNOPQRS as the middle letter of their classification. which includes 
almost all spells. Priests may use (ZEA+DEX+AGl)/3 as their APT. 

RNEFCRAFT 
CST: 4 FAC: 4 GFP: L3 APT: ONT +JUD)/2 
The skill of handling a barge. punt or other craft on a river or other inland waterway. 

RODENT/URSINE 
CST: 5 FAC: 5 GR): 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 i1 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: 5/5.18 AP: 22 MD: 7/7/8 FAC: 2 GR): PB 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 GR): L3 APT: DEX/STA 
Pulling an oar in unison with other rowers and with optimal efficiency in any situation. 

RUNNING 
CST: 4 FAC: 22 GFP: 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 . 

SAODLERY 
CST: 4 FAC: 4 GR): 11 APT: (DEX+INT)/2 
Tuming leather into saddles and other horse trappings. 

SAESAN 
CST: 5 FAC: 20 GFP: S2 APT: INT 
The official language of the conquering class of the Saes Empire(formerly the Auscian and 



Mlrwiln Empns). 

SAIL TENOING 
CST:_4 FAq:4 . . GFP:\.,2 AJ:'T:.(DEX+AG_Q/2 
Tending and llllin1aining 1he SIiis and ngg1ng af a ship c,f any size. 

SALT PACKING/CURING 
CST: 3 FAC: 22 GFP: H2 APT: INT 
Cl.ring while and 19d 111111a and vegetables for pl9l9Mltion so 1hat 1hey will be more or less 
palltable lalllr. (057) 

SAPRA 
CST: 5 FAC: 22 GFf': S5 • APT: INT =-language of l'll0lt nde lpNChes af Yegarth, native language of old families in ... 
SAURAN 
CST: 5 FAC: 5 GFP: 01 APT: CHA 
!JIVll ~ IN' 81! ~ af:!inity for all lizards, snakes and batrachians (frogs/loads) . The 
~ lffact • !hat it aid~ 1n a nu"!ber af animal related spells and that any SL of this skill 
add dnc:11y1D Sl.afContag1on, Relative or Sympathy when casting spells involving 
rinall 1D which thil affinity applies. 

SCIMITAR 
CST: 6/8(7 AP: 24 M0:_0/10/B FAC: 2 GFP: P'2 APT: (DEX+INT)/4 
A long, 1111g1Hdged 8WO,'d with a narrow curved blade. though some designs are somewhat 
~ ,_,. the ~nt. Class includes the cutlasa, katana and sabre. Excellent for cutting or 
llicing 1110kea. May or may not have a guard. Length is highly variable, from 30-48in. 

SCULPTING 
CST: 5 . FAC: 4. GFf;': C4 . APT: (DEX+IN_T)/2 
PrNenting ICel'leS 1n three dimensional art, from fre1zes to free.standing sculpture. (C37) 

~ AFEA/OB.ECT 
CST; 4 . FAC:_4 GFP: F3 . APT: (DEX+INi)/2 
F'indind things which are ooncealed in a place and in or on an object. 

SEARCH FlERSON 
CST; 3 . FAC:_4 GFP: F4 APT: (DEX+INT)/2 
Fllld1ng things which are concealed on the body or in the clothing c,f another person. 

SEDUCTION 
CST: 8 F/:C: 4 ~FP: "2 APT: ONT +CHA)/2 
Miking 1he object af your 1n1Bllectual desires the subject of your physical lusts. 

SEIGE ENGINEERING 
CST: 5 FAC: 3 GFP: 14 APT: (DEX+INi)/2 · 
The manufacture and operation of seige engines. including catapults, towers . ballista, 
nbuchetl, etc. . 

SESETA 
CST: 7 FAC: 7 GFP: T1 APT: INT 
Ancient, aecret language of the Aegeran priest caste. used by some religions and mages in 
Ylgll1h for IICllt writings and rituals. 

SET TRAPS 
CS~ 4 ~AC: 4 ~FP: FS . APT:. (DEX+INT)/2 
Selti~ up ~and ~ive~ either with planned situations and material or with available 
malBriils with an appropriately increased FAC. FAC should also be adjusted for complexity 
of1henp. 

SEWING/TAILORING 
CST: 3 FAC: 22 GFP: 12 APT: DEX 
Ueing needle and thread to repair or create clothing.(A8.C5) 

SEXUAL TECHNIQUE 
CST: 5 FAC: 4 GFP: G2 APT: (DEX+CHA)/2 
The art of giving and receiving optimal pleasure in a sexual situation. 

SHEOUC 
CST: 7 FAC: 8 GFP: T2 APT: INT 
The primary language of demon kind. It has both a spoken and written form and is very helpful 
to 1hoee who wish 1D deal with demons. 

SHIPWRIGHT 
~T:_5 F~: 3 GFP: 13 APT: (DEX+INT)/2 
Building IIIIQOlng vtlMls from wood or other appropriate materials. 

SI-ORTSWCR) 
CST: 5/6/'1 AP: 20 MO: 0/8/B FAC: 2 GFP: P'2 APT: (DEX+INT)/4 
Ashort. b!8dtd weapon coming in several varieties. including the traditional , broad bladed style 
with ~without.a pointtp the stabbing. sharp pointed gladius style. Used 1 handed. Usually 
20-28in long with a rudimentary guard of some sort. 

Sl-0R'T'BON 
CST: e Ft.1: 9 AP: 30 MD: 0/0/8 FAC: 2 GAP: 01 APT: DEX/2 
Alight hand-held bow to befil9d by moving infantry or horsemen. Bow should be between 38in 
enrJ 48in. Pull will be 30-SOlbs. 

SILENT MOVEMENT 
CST: 5 FAC: 4 GAP: G1 APT: AGI 
Moving without making sound to attract the attention af whomever may be listening. 

SIMIAN 
CST: 6 FAC: 6 GAP: 01 APT: CHA 
Gives the user an increased affinity for all apes and monkeys. The immediate effect is 1hat it 
aids in a number of animal related spells and that any SL of this skill add directly to SL of 
Con!8gion, Relative or Sympathy when casting spells 1nvoMng animals to which !his affinity 
applies. 

SINGINGNOICE 
CST: 4 FAC: 2 GFP: N3 APT: CHA 
Casting magic through the uae of the voice in song. Each SL gives 3Skill AP per round. It works 
only with those spelrs which have one of the letters AEFGHIJLMNPORS as the middle letter 
of 1heir classification. 

SLEIGHT OF HAND 
CST: 7 FAC: 4 GAP: F6 APT: DEX 
Making things appear and di~pear with skillful use of the hands. Covers such things as minor 
magic tricks, illusions. etc. Cari be enhanced with gimmicks and supporting equipment.(G3) 

SUNG 
CST: 5 RM: 6 AP: 22 MD: 7/0/0 FAC: 2 GAP: 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 GAP: G4 APT: ONT +NJl)/2 
A team sport involving kicking a ball across a field to score goals. 

SOMATIC 
CST: 6 FAC: 2 GAP: N3 APT: DEX 
Casting magic through the use of special hand gestures and pattems. A particularly fast 
method of casting. Each SL gives the character 6Skill AP per round. It works only with those 
spells which have one of the retters EFGIJKMNOPORS as the middle letter of their classifica­
tion. 

SPEAR 
CST: 5/6/7 AP: 24 MD: 818/10 FAC: 2 GAP: 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 a bit as well. It can even 
be thrown. though clumsily. 70-80in long. 

SPEAR FISHING 
CST: 4 FAC: 4 GAP: L 1 APT: (DEX+INT)/2 
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 GAP: 03 APT: DEX/2 
A spear 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 GAP: 12 APT: DEX 
Tuming wool or flax into thread for use in weaving or other methods of fabric manufacture. 

STAFF 
CST: 5/6/5 AP: 18 MD: 7/0/0 FAC: 2 GAP: P1 APT: (DEX+AGl)/4 
A hardened piece of wood. 65-75in long. with both ends used to strike. general[y held in two 
hands. Ends are often shod with bronze or iron. 

STONE CUTTING 
CST: 4 FAC: 4 GAP: J3 APT: (DEX+INT)/2 
Cutting stone to fit specific shapes for construction or trimming stone into omamental 
forms.(C43) · 

STORYTELLING 
CST: 6 FAC: 4 GFP: C1 APT: ONT +CHA)/2 
Making the exploits of dead people as interesting as ~ the listener were actually there. 

STRATEGY 
CST: 4 FAC: 4 GAP: B1 APT: INT 
Understanding the big picture. or the broad situations of a military campaign. 

STREET SENSE 
CST: 3 FAC: 4 GAP: F2 APT: INT 
Awareness of events in the underworld and the ability to communicate and relate with the 
characters who inhabit the underside of society. 

STRING INSTRJMENT 
CST: 5 FAC: 4 GAP: C9 APT: (DEX+ TALl/2 
Playing a variety of string instruments(a specialty shourd be chosen) . including harps, guitars, 
mandolins. lutes. etc. Can be combined with Resonance in music-oriented magic. 

SU~ERY 
CST: 8 FAC: 2 GAP: 04 APT: (DEX+JUDl/2 
Making repairs to the human body through the use of knife. needle and thread.(01) 



SWIMMING 
CST: 8 F,C: 4 GRP: L4 APT: (OEX+AGQ!2 
~ afloat in the war 111d l0fflltimea IY9!I moving 1hrough it with some effectiveness. 
YtMilr • gr..tly fllred, 101his ii nat a common skill in most societies. AP cost is 40. 

SVMBOUC 
CST: 5 FAC: 2 GFP: N3 APT: (DEX+JUD)!2 
~ 11!.1Qic1hrough the 1111 of drawn symbols, letters, patterns or runes. Each SL is worth 
5 Slo1 IP JM!f_•~t~- It W011cs only with those speOs which have one of the letters 
COEFGIKMNOPQFIS a 1he middle letter of their classification. 

SYMPATHY 
CST: 5 FAC:S GFP: N4 APT: MAG 
Foculina ~1he 11!19 a! an i~ of the target which is in the control of the spell 
Cllllr. The of1hilskill depenos10 some degree on the skill of the character with 
111 ar1icltic skin which can be used along with it. When Sympathy is used 10 cast a spell it 
~ the Mina Point Coat of the spell for that casting. The Mana Point Cost of a spell 
ii beNd on the standard Mana Point Coat and any levels of an Em~ring Skill.like this one. 
Mina Point Colt reduction is ~odifier)/100, rounded down. The Mana Point Cost can 
lll'tW bl reduced below half of ill original value. The modifier used is equal to 20 plus any SL 
afeilher Painting or Sculpting which the character has. Only one of these skills can be counted 
It a time, along with any contributive levels galned from releated skills. This skill only works 
with 1lae ~• which have one of the letter BCDEH as the last letter of their classification. 
The Cllch with 1his skill is the time which it lakes 10 create an appropriate image, which should 
bl dnrmined lrf the GM, and the knowledge whcih the character has of his target. whcih can 
be NVll9ly limiting. Sympathy may be used in combination with Contagion or Relative. if 
tlchni:al cor lliderations are met, in which case the SLofthetwoskills used are added together 
and the Modifin are averaged. 

TACTICS 
CST:4 FAC: 4 GRP: 81 APT: INT 
Dealing with 1he email pic:lure, or the problems of conflict between small groups of men. 

TAFIR 
CST: 4 FN;: 22 GRP: SS APT: INT 
Trans«eanic 1rade-s~h of the Empire of llchania. sometimes encountered in major Sees 
cities likl Tlbrum or in Tolemeias. 

TANNING 
CST: 3 FN;: 22 GRP: 11 APT: ONT +JUD)/2 
Taking hides and tuming them into leather through chemical and mechanical treatment. 
ft:ludel initial rnenufacture of vellum and parchment. 

TIPSTERIBARTENDER 
CST: 3 FN;: 22 GRP: H1 APT: ONT +CHA)!2 
Dilburling a variety of alcoholic bevereges to the drinking public. 

TEACHING 
CST: 6 FAC: 2 GAP: C1 APT: ONT +CHA)!2 
Transmitting knowledge 10 those nominally willing to leam. A Qood teacher can impart Taught 
Skill Points In skills in which he is trained. 'rhe basic rate of givI~ out taught SP is ((Teacher's 
SL of 1aught Ski1Qx(1eacher's SL of Teaching))/(150/(1Q;FA of SkiTI) per month spent 
studying ~ hours per week. TSP can only be spent on the skil in which they are taught. 

'THATCHING~ING 
CST: 3 FAC: 22 GRP: 13 APT: (DEX+AGl)!2 
Fb,ling buildings with straw or other materials, not including tile or slate. which are in the 
province of the mason. 

TI-R)W . 
CST: 5/-J. AP-. 30 MD: S FAC: 2 GAP: PT APT: (STR+DEX)/4 
An unbalancing attack using the hands to throw the oponnent to the grounnd. MO is equal to 
2xDeflnder Size, modified normally for the DC of the attacker and doing OYerall damage. SDM 
ii 5. With this skill use the SPEcial combat table to determine the mooifier for the defender's 
AGI roll to avoid 1he effects. 

TI-R:11,NA:IE, 
CST: 6 RM: 4 AP-. 25 MD: Ol8IO FAC: 2 GAP: 02 APT: DEX/2 
A light axe, thrown with a spin so that it will hit with the edge of the head. 

Tl«JNN HAMt.lER 
CST: 5 RM: 4 AP-. 25 MD: 8/0/0 FAC: 2 GAP: 02 APT: DEX/2 
A Vlri9ly of heavy, bk.rrt instrumems thrcwn with aspin from the handle and intended to hit with 
the heaYj head. 

TI-R:1ltN KNFE 
CST: 6 RM: 3 IP: 22M D: 0/0/7 FAC: 2 GAP: 02 APT: DEX/2 
A W9ighl9d digger, thrown with a spinning motion, intended to hit with the point. 

TMEKEEPNG 
CST: 7 FAC: 2 GRP: CT APT: ONT +JUDl!2 
Kaeping 1rlck of 1he progress of time by various mechanical and technical methods. 

'TIIISMITH/TINKER 
CST: 3 FAC: 4 GRP: J2 APT: (DEX+IN1)!2 
Working tin for ornamental and functional uses. Includes the manufacture of all sorts of 
ilmcpenaive and prectical items. 

TOOLING 
CST: 4 FAC: 4 GRP: 11 APT: (DEX+IN1)~ 
Decorating leather goods of all sorts. 

TORTURE 
CST: 6 FAC: 2 GRP: D7 APT: (DEX+WIL)~ 
Making others tell you their deepest darkest secrets against their will through the application 
of specialized techniques and instruments. Includes knowledge of methocfs of physical and 
psychological torture. Using the pain rules detailed below. each SL adds 10 the efl9etive 
damage of physical damage inflicted during torture for determining AP loss for pain. The 
chance of breaking someone's will is1reated asan attackagainstthevictim's WIL Torture may 
be applied as long as the victim is alive and conscious. Each application does physical damage 
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 thavictim's WP. WP damage from torture indifferent body areas 18 cumulative. 
When WP reach O the victim's will is broken and he will tell all. 

TRACKING 
CST: 5 FAC: 4 GAP: K4 APT: ONT+JUD)~ 
Following the traces left by a person or animal in wildemess 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: ONT+JUD)~ 
Locating regularly used animal and humann trails in woodland or other areas. 

TRAILING 
CST: 5 FAC: 4 GAP: F2 APT: (INT+JUD)~ 
Following a quarry in the urban environment while avoiding detection. 

TRANCE PA:JPHECY 
CST: 6 FAC: 2 GAP: D2 APT: (TAL+JUD)~ 
Predicting the future while in a mystic(or apparently mystic trance. by the use of judgement. 
generalization and maybe a little spiritual inspiration. Predictions should be general enough 
to be flexibly applied. 

TRAPPING 
CST: 4 FAC: 3 GAP: K4 APT: (DEX+IN'T)~ . 
Setting traps in the wild. particularly passive traps for animals along trails or other appropnate 
areas. Includes knowledge of des1gn(with available materials) . construction and placement. 

TRIDENT 
CST: 5{7/5 AP: 22 MD: 7/0/9 FAC: 2 GAP: P3 APT: DEX/2 
A three-headed thrusting weapon. good for di~rming men and for stopping attacking animals. 
Used either one or two handed. also thrown In some cases. 48-60in long. 

TRIP 
CST: 5/-/· AP: 28 MD: S FAC: 2 GAP: PT APT: AGl/2 
An unbalancing attack using the legs to entangle and knock down the oponnent. MD is 
defender Sizei4. 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. 

TFOZARD 
CST: 6 FAC: 20 GAP: V1 APT: INT 
The native language of Trozards. A bit difficult for humans to speak. For humans the 
FAC should be lowered to 8. 

TUMBLING 
CST: 6 FAC: 3 GAP: 81 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 reting should be 
adjusted for circumstances and the difficulty of the move attempted. 

iYLWEIDAR 
CST: 6 FAC: 6 GPP: U1 APT: INT 
The common language of the Dothian descended races on Ysgarth. Spoken in different 
dialects by all of tnese races except the Khuzda. 

UKRAL 
CST: 7 FAC: 20 GAP: S3 APT: INT 
Spoken by the extreme northem steppe tribes and the settled members of the Ukral race in the 
northem mountains. 

UVEZIJE 
CST: 8 FAC: 6 GAP: T3 APT: INT 
The language of the Uvezich. Skraedja and Kaltuga demonic races of the Great ~ss. 

VAEN 
CST: 5 FAC: 20 · GAP: S2 APT: INT 
Spoken by the dominant tribes of the northeastem steppes. 

VALET . · 
CST: 3 FAC: 4 GAP:~ APT: (SOC+CHA)/2 
Dressing and grooming others for various occasions. 

VINTNING 
CST: 5 FAC: 4 GAP: H3 APT: (INT +JUD)/2 
Tuming grapes into wine. including knowledge of the growth and selection of grepes and the 
blending of wines. 



VISUAi. AIMING 
CST: 4 NJ: 20 FAC: 2 GFP: 04 APT: OEX/2 
Aiming millilll hdfrom1heeye or face, usually magical missiles. 

VITAL STFlt<E 
CST: 8 FAC: 2 GFP: R2 APT: (DEX+JUD)/2 
Htling a Yilal.,,formaximaf effect when attacking in close quarters. Will only work with a 
point weapon lies 1han 2ft in blade length. If 1he percentage roll is made the cnaracter may 
idd 10g1111er1he two 010 rolled for damage and use 1he to1al to figure his damage. 

VCCEJSINGNG 
CST: 5 FAC: 4 GFP: C9 NJT: (DEX+CHA)/2 
Trained iae af1he voice in music of various sorts. Can be combined with Incantation in music 
orian1ld magic. 

WAGEJN3 
CST:5 FAC:4 GFP:G3 NJT:JUO 
Belling wiNly on lpOlting eventa and other risks of unknown Ou1come. 

WANRGHT 
CST: 4 FAC: 4 GFP: 13 APT: (DEX+JUD)/2 
Making moving vehicles from wood, including 1he manufacture of wheels and axles. 

WEAVNG 
CST: 5 FAC: 4 GFP: f2 NJT: DEX 
Llling a loom 10 weave thread 10Qether intc cloth of some sort, including clothing fabrics. 
dlcorativafabrica and rugs.(136, 1922) 

¥.HP 
CST: 5110/SAP: 16 MD: &'6/0 FAC: 2 GFP: P5 NJT: OEX/2 
A length of leather, hardened and shaped to do some damage. mostly causing pain or 
tntangling limbs. lJNd one handed, about 76-SOin long. · 

WICl<ERWORKING 
CST: 4 FAC: 4 GFP: 13 AFT: DEX 
Weaving with wicker, from simple buke1s to complex cages and even fumiture. 

Wl~ESSSURVIVAL 
CST: 3 FAC: 4 GAP: IO AFT: INT 
Survival and wild lands, per1ieularly unclaimed woodland, fens, moorland, fores, etc. Includes 
locating food and shelter. 

Wfl',[) INSTRUMENT 
CST: 5 FAC: 4 GFP: C9 APT: (DEX+ TAL)/2 
et-Ying a variety of wind instrumen1s(choose specialty). including pipes. reeds, horns. etc. 
Can be combined with resonance in music oriented magic. 

Persuasion Skills 
SSP/MSP 

Military Skills 
SSP/MSP 

lnallect.Jal Skills 
SSP/MSP 

Clerical Skills 
SSP/MSP 

Artistic Skills 
SSP/MSP 

Phil0¥lphical Skills 
SSP/MSP 

Musical Ski lls 
SSP/MSP 

Divinatory Skills 
SSP/MSP 

Medical Skills 
SSP/MSP 

Deceit Skills 
SSP/MSP 

~UCAACY 
DIPLOMACY 
ETIQUETTE 
INTRGUE 
EO.L!ilQS 
BRIBERY 
CONNING/ 
COUATI. Y LOVE 
FLATTERY 
MENDICANT/BEGGAR 
SEDUCTION 
YAl.fI 
AMBUSH 
GENEAALSHIP 
LOGISTICS 
STPATEGY 
IAQIJQS 
STORYTEWNG 
lEAQtl!W 
FrfLKLOAE 
GEOGRAPHY 
HISTORY 
~JWQAL 
0--Ail.HJRA.PHY 
CARTOGRAPHY 
FOFGERY 
LOST SCRIPTS 
PAINTING 
.BfAC!bQLWB]~ 
DAAWING/PAINTING 
ILLUMINATION 
SW.E]~ 
U~UJS]QS 
ACC(;UNTING 
MAlliE.MA]QS 
ASTFOr,()MY 
TI.Mf.!SffE~ 
AESTHETICS 
CRTICISM 
PHILOSOPHY 
EQfIBY 
RHYTHM INSTFUMENT 
STANG INSTRUMENT 
VOICE/SINGING 
WlliQ.!t:JSIBU.Mft:lI 
CARD READING 
CAST READING 
m.M!SIBY 
Ieh~.EBQMQY 
~!~ 
ACCUPUNCTUAE 
ANATOMY 
BINDWOUNDS 
MASSAGE 
Simffft 
ARREST POISON 
EMBALMING 
HEFBALCUAING 
HERBAL HEALING 
LEECHING 
MJQW!EfRY 
.eA.B6fB!~ 
TORTURE 
ACTINGt?LAYING 
LIPREADING 
MIMING 
.Q&TOfft 
INTIMIDATION 
~t!!E 
COSMETICS 
DISGUISE 
INFILTRATE 

FI ~ iF JU +SOC)/2 
6 4 A 1 JUD+OiA)/2 
4 4 A1 +o-tA)/2 
7 3 A1 NT+~~ 

~jijJi~ 
5 4 A2 NT +o-tA /2 
3 4 A2 NT+OiA !2 
3 4 A2 NT +o-tA !2 
3 4 A2 NT +CHA !2 
6 4 A2 NT +o-tA !2 
3 5 AZ QjA1f2 
5 2 81 NT+JUD!/2 
5 4 81 NT+JUD /2 
4 4 81 NT+JUD /2 
4 4 81 INT 
5 5 Sl INr 
6 4 C1 ~NT•~~ 

~ ~ ~ jffi± 
3 4 C2 JUD 
3 4 C2 JUD 

l a ~ 8iJW112 
4 4 C3 (DEX+JUD)/2 
7 2 C3 (DEX+JUD)/2 
9 2 C3 JUD 
6 3 C3 (INT +JUD)/2 
z ~ ~ JN[ 

: : C4 l:~B~ S ~ ~ I 

; a Fl D JWl/2 
S 2 C§ Dfil±JWl/2 
7 2 C7 JUD 
Z 2 CZ fil±JW/2 
5 4 r,a INT+TAL)/2 
4 4 ca L+INi)/2 
9 4 ca INT+JUD)/2 
z ~ ~ fil±IAW12 
4 4 C9 DEX+ TALl/2 
5 4 C9 EX+TAL /2 
5 4 C9 EX+o-tA)/2 
~ ~ ~ IAWl2 
6 4 01 AL+JUD /2 
5 4 D1 AL+JUD /2 
§ ~ C1 2 
§202 + 12 
S2C3 L±J2 
7 3 04 EX+JUD)/2 
3 4 D4 JUD 
2 12 D4 m •JUD)/2 
2 4 D4 +INI e 2 ~ ±J 
6 4 05 +JUD !2 
5 4 05 JUD 
5 4 D5 JUD 
7 4 05JUD 
3 3 DSJUD 

~ ~~~~ 
~ ~ ~ ~~l.l1' 
6 3 E1 INT +JUD)/2 
7 4 E1 NT+~~ s ~ f1 NI± 
3 4 E2 HA/Si2B 

S 3 f2 !fil±Q:!h1i2 
4 4 E3 EX:~ 5 3 E3 EX+o-tA /2 
§ 3 f3 NI± 



Perception SkiDs ~SSP~ 4 4 F1 wD+CHAf Mechanical Skills MECHANICAL 8 2 14 (OEX+INT)/2 
SSP/MSP ~E/SURVEJLLANCE 3 4 F1 NT+JUD) SSP/MSP MIWNG 3 4 14 INT 

EVALUATE ITEM 5 3 F1 JUD SfJGf. ENGi NEEBING s 3 I§ 
EX+~~ OBSERVE 3 2 F1 INT Smithing Skills ARMORY 7 3 J1 rH ! ! E1 Dfil±J.U.Ol/2 SSP BLAOESMITH 8 3 J1 X,Ji ETSENSE 3 4 F2 INT FARRIERY 3 4 J1 X+JUD/2 

e_,TEM s ! R I= 
FOUNDRY ,OOLllNG 5 3 J1 X+JUD /2 

Manual Skills 4 4 IBOOSMl]jjNG ! ! J1 J 
SSP/'PSP ~ ! ! E3 BRAZIER 5 4 J2 EX+JUDl/2 

4 4 F4 ETCHING 7 2 J2 X+JUD /2 
PICKPOOKET 6 2 F4 DEX GOLD/SILVERSMITH 6 3 J2 x,,i 
SEAFOlefRSON 3 ! s lQWtil)/2 HILTYERY 3 4 J2 X+IN /2 
OPEN Sll:Elffi. Y 3 4 F5 DEX JEWELSMITHING 6 2 J2 X+IN /2 
PICK LOCKS 5 2 F5 DEX ]NSMJIH/Il~B 3 ! J2 1 

~ ! § ~ ~jtil)/2 Stoneworking Skills EXCAVATION/MINING 5 4 J3 JUD 
6 F6 SSP MA.SON/ENGINEER 6 4 J3 m.;INT)/2 

PALMING 6 4 F6 DEX SIQ~QUJI!t:m ! ! J3 ltil)/2 
POISONING 6 4 F6 (OEX+INT)/2 Glaziery Skills BRICKMAKING 4 4 J4 INT 
~GHIQEHMJO 1 ! E§ w SSP ENAMELING 4 4 J4 X+IN~/2 

MoYement Skills TFALL 4 2 61 AGI GL.ASSMAKI NG 6 3 J4 EX+JU )/2 
SSP/'PSP CLIMBING 4 4 61 ~X+AGl)/2 Gl.AZIERY/ST.AJNING 4 4 J4 X+INB/2 

CONCEALMENT/HIDING 4 4 G1 T+JUD)/2 MOS.AJC/TILE 5 4 J4 EX+IN /2 
SILENT MOVEMENT 5 4 61 AGI eomBY s ! ~ Xii~ IUMal.JNG § 3 G1 AG! Rustic Skills ANIMAL TRAINING 5 4 K1 NT+C /2 
DANCING 3 4 G2 ~;$~ SSP FARMING 3 4 K1 NT+DEX/2 
~lmili!Wf S· ! G2 t:!EBI2I NG!CURBIEID'. 3 ! Kl +ltil)/2 

Gam~lol1s BOAOGAMING 4 4 G3 JUD BlVOUAK 3 4 K2 JUD 
SSP CARO PLAYING 5 4 G3 JUD GATHERING/FORAGE 3 4 K2 JUD 

CHEATING 5 2 G3 ~EX+IN~/2 LUMBERING 4 4 K2 mEX+INT)/2 
DICING 5 4 G3 EX+JU )/2 !MIL~ ! ! K2 tfuJWl/2 
WAGERING s ! G3 JUQ Survival Skills DESERT SURVIVAL 4 2 K3 INT 

Sport Skills BOWLING 4 12 G4 (OEX+AGl)/2 SSP/MSP/PSP MOUNTAINEERING 5 4 K3 INT 
SSP/'PSP GOLF 3 4 G4 ~EX+INT)/2 W!WEBNESS SURV!Yf 3 ! ~ lfil 

HURLEY 5 4 G4 EX+AGl)/2 Hun~Skills HUNTING 4 4 K4 (OEX+INT)/2 
JUMPING 4 4 G4 AGI SSP P TRACKING 5 4 K4 ffl!1~ RUNNING 4 12 G4 AGI ME!NG ! 3 ~ 
~ ! ! G! ttfuAG!Ja Fishing Skills CLAMMING 3 4 L1 INT)/2 
DRIVING 3 4 . G5 EX+AGl)/2 SSP FIND FISH 3 4 L1 JUD 

!~GROCERY 
! ! ~ !tlEX±AGll12 LINE FISHING 4 4 L1 ~EX+JUD)/2 

Merc:antileSkills 3 12 H1 INT NET/TRAP FISHING 3 4 L1 EX+INT)/2 
SSP/MSP HOSTUERY 4 4 H1 ~NT+CHA)/2 Sf.EAfil!St!!NG ! ! 1.1 !12EX±!til)12 

MERCHANT/SALES 4 4 H1 
iT+~/2 

Nautical Skills KNOT TYING 3 4 L2 EX+INB/2 
IAeSTERSARTENOER 3 12 l:il 

tfu '"' 
SSP NET WEAVING 4 4 L2 DEX+IN /2 

Vi~elry Skills BUTCHERY 4 4 H2 EX+JUD)/2 SA!L.IEliOJNG ! ! L2 
Ex+i~ SSP SAIJ.PAQ~!NG/CUBING 3 12 l:l2 lfil HELM/PILOT 5 3 L3 

BAKING 3 4 H3 (OEX+INT)/2 NAVAL COMBAT 5 2 L3 NT+JUD!/2 
BREWING 6 4 H3 INT NAVIGATION 8 2 L3 NT+JUD /2 
CIDER/MEADE MAKING 4 4 H3 INT RIVERCRAFT 4 4 L3 ~~)/2 COOKING/CUI SI NE 3 4 H3 (OEX+INT)/2 BQwm 2 12 lJ 
DISTIWNG 8 3 H3 INT ~uaticSkills AQUATIC SURVIVAL 5 4 L4 gx+INT)/2 
~tml!NG s ! 1:13 DtfuJUQll2 P/PSP DIVING 3 3 L4 N/AGI 

Lsalhercraft Skills BOOKBINDING 3 4 11 EX+JUDl/2 HOLD BREATH 4 4 L4 WIL 
SSP/'PSP COBBLEFVBOOTER 4 4 11 EX+JUD /2 SW!MM!NG B ! 1.4 1QEX±AGIU2 

LEATHERSMITHING 4 4 11 X+JUD)/2 Priestly Skills COUNSELING 5 4 M1 E.CHAf PEL TING/SKINNING 3 12 11 NT+JUD)/2 SSP/MSP HOLY MYSTERIES 7 3 M1 +JUD) 
SADDLERY 4 4 11 EX+INT)/2 LITURGY /RITUAL 4 4 M1 +JUD)/2 
TANNING 3 12 11 NT+JUD)/2 fBEAQH!NG s 3 M1 
IQQUNG ! ! 11 l!fil'2 DIVINE .AJD 5 2 M2 ID;= Clothwooon Skills DYING 4 12 12 INT f86YEB s s M2 SSP g EMBROIDERY 5 4 12 ~EX+INB/2 Ma~ical Skills ALCHEMY 7 2 N1 tD+INB/2 KNITTING 3 4 12 EX+IN /2 SS /MSP DEMONOLOGY 6 2 N1 JUD+IN /2 
PAPERMAKING 5 4 12 ~T+JUC?{ MAGIQAI..BESEABQH 1 2 w tfuJWl/2 
QUILTING 3 12 12 EX+IN /2 ~cal Technical Skills ENHANCE WILL 6 s N2 WIL 
SEWING/TAILORING 3 12 12 DEX MfMQR!ZAII~ § ! tJ2 WIL 
SPINNING 3 4 12 DEX Spell Casting Skills INCANTATION 5 2 N3 CHA 

eiY/FLETCHING 
s ! 12 w MSP MEDITATION 6 2 N3 WIL 

Woodworking Skills 5 4 13 ~i>(X+JUD)/2 RITUAL 5 2 N3 ~+AGl)/2 
SSP/'PSP CARVlNGfNOODWORK 5 4 13 SINGINGNOICE 4 2 N3 

COOPERY 4 12 13 EX+JUD)/2 SOMATIC 6 2 N3 DEX 
FIW.1I NG,BUILDlNG 4 4 13 EX+JUDl/2 SYMaQLJQ s 2 t:Q FJWl/2 
JOINING/CARPENTRY 4 4 13 X+JUD /2 Spell Empowering Skills COMPONENT 7 s N4 
SHIPWRIGHT 5 3 13 X+INW MSP CONTAGION 6 s N4 0 
THATCHING/ROOFING 3 12 13 X+AGI /2 ELEMENTAL EMP. 7 s N4 0 
WAINRIGHT 4 4 13 X+JUD)/2 PLAYING 6 s N4 0 
WJQSEB WORKING ! ! 13 RELATIVE 6 s N4 0 



FESONAt\CE 7 s N4 0 SAESAN s 10 S2 INT 

~THY 5 ~ fil 0 m~ 5 10 i INT 
MnMariplilblSllisGAlrERlt-.G 7 NS NA AETRJVIAN 7 10 INT 
MSP MAN4 SHIELD 7 3 NS INT AUSOAN 6 10 S3 INT 

~SIGI:[ z 2 ~ IA1. HOUKOSI 6 10 S3 INT 
Animal Affinities AVIAN 6 3 01 CHA MACHAR I 6 10 S3 INT 
SSP/t.f3P BOVl~INE 5 s 01 CHA MAFfMRI s 10 S3 INT 

OONEilUPINE s 6 01 CHA OLD AElRLMAN 7 7 S3 INT 
FELINE s 4 01 CHA ~ z 10 ~ INI 
INSECT s 3 01 CHA BERLAG 6 10 INT 
PISCEAN 6 3 01 CHA GAMMAN s 10 S4 INT 
FaENTAJRSINE s s 01 CHA HANTYRKA s 10 S4 INT 
SAURAN - s 5 01 CHA JENNISCH 4 10 S4 INT 
SIMI~ ·-~ 6 6 Q1 Q:IA KENNIK 4 10 S4 INT 

~ Conbet Skills BACKSTRKE s 2 R1 ri~ CANSA 3 12 S5 INT 
COMBAT IAC]CS 6 § Bl SAPRA s 12 S5 INT 
DAA'AGE STAKE 8 R2 ~fu ~ 12 S5 INT 
asm!Sf 8 ~ 82 W±JWl.2 M,i~ Languages z z I1 INT 

ERKEFGAr-.G s R3 WIL SS ft,/SP DAEVIC 7 7 T2 INT 
~T~ELEXES 6 ~ BJ 0 St!&JQ z 8 B INT 

ILJTY s R4 0 1MZJJE 8 6 INT 
~ta 5 s ~ 0 GQE]Q 8 5 B INT 

~~Slolhl 6 10 S1 INT Do1hian Languages DOTHIAN 6 s U1 INT 
COMBRIAN 6 10 S1 INT SSP/MSP KHUZOA 6 8 U1 INT 
KAELIC 6 10 S1 INT KOBLANG s 9 U1 INT 
KERNIOC s 10 S1 INT mwE!.OAB 6 6 lJ1 INI 
KYVENIC 7 10 S1 INT Nonhuman Languages OLD TONGUE 8 8 V1 INT 
~Q z 8 S1 JNI SSP/MSP IB:1ZA80 6 10 Y1 INI 
AESCAN s 10 S2 INT Bt~QSSQH 6 11 Y2 INI 
FERSIAN s 10 S2 INT IABE 8 8 ~ INI 
GOTTIAN 6 10 S2 INT Hand Speech (SSP) HAND SPEECH 7 8 W1 (DEX+INl)/2 
REOANA,WEL VIGA 7 8 S2 INT 



moRQUP ~~ m ff lo'° ~ ~ fl'' PSP aapons CUDGEL 5/6/8 20 8/0/:l 2 P1 + i4 
HAMMER 5/7/6 20 8/0/:l 2 P1 + /4 
MACE 5/7/9 22 9/0/0 2 P1 + /4 

~Weapcn ilfrEARD S\'vOFO ii .re Z/Q~ 2 ij f±a~u~ 24 0/10/9 2 + T/4 
BroAOOV.000 6/6/7 22 0/918 2 P2 rll• DAGGER 5/6{7 18 0{7{7 2 P2 E+IN/4 
FALOilON 5/7/8 22 0/9/8 2 P2 E+;/4 GLAIVE 5/8/9 28 Oi12/10 2 P2 T+ /4 
GREATSv.ooo 6/8/9 26 0/11,13 2 P2 E+S /4 
RAPIER 6/Sfo 22 0/8/8 2 P2 

E+~r SCIMITAR 6/8{7 24 0/10/8 2 P2 ;+IN ~4 

PointW ~~w~~ ~rz 2Q QIB/8 2 ~ ± ·~ 
PSP eepons 6/10/14 34 13/0/15 2 /2 

LIGHT LANCE 5/8/10 24 9/0/10 2 P3 r~/4 PIKE 5/9/10 32 8/0/14 2 P3 T+DE /4 
SPEAR 5/6{7 24 8/8/10 2 P3 E+IN)/4 

klaWeapons ,~AXE ~ 22 w 2 ~ ,~,. 22 /0 2 P4 
PSP DOUBLE AXE 6/8/9 24 9/10/8 2 P4 ST+ ;2 

HALBERD 5/10/11 28 9/12/10 2 P4 ST+ /4 

~e~ M18 2Q Z/BlQ 2 ~ I± ;~ 
Arliculallld Weapons 6/12/10 32 14/0,:J 2 T+DE /4 
PSP LARIAT 6/·fl 28 NA 2 P5 ST+DEr 

MOR'ilNGST AR 5/9/7 20 8/0/:l 2 PS ST+DE /4 
NET 6/Sfo 16 6/0/6 2 P5 DE+AG)/4 
WHIP 5/10/5 16 6/6/0 2 P5 E/2 
GAROTTE §1;}; 2Q e!BlQ 2 ~ QEl2 

Unarmed Combat BITE 5/-/· 16 0/6/6 2 P7 DE/2 
PSP OODGE ·/5/· 24 NA 2 P7 AG/2 

GRAPPLE 5/-/- 30 s 2 P7 tG+DE)/4 
HAND,CLAW 5/8/6 16 5/4/4 2 P7 E12 
HEAD BUTT 5/10/10 24 10/0,:J 2 P7 AG/2 
KIO< 5/9/7 24 9/6/7 2 P7 AG/2 
THROW 5/-/· 30 s 2 P7 (ST+DE)/4 

Shield Skills IO<!.ER 
SJ± 28 s 2 EZ A~f, 
5/5{7 20 7/6/6 2 PB fE+JU)/4 

PSP LEGION SHIELD 6/6/10 28 9/0/8 2 PB T;'2 
FOUND SHIELD 5/5/8 22 7/718 2 PB fE+S"T)/4 
CHEVRON SHIELD 6/6/9 24 8/8/0 2 PB T;2 

~gAOUP fflfs~F m BAH Af MQ ~ ~ Af! 
Weapons 5 5 50 0/0;'24 2 DE12 

PSP LONGBOW 7 12 40 0/0/10 2 01 DE/2 
Sl:IQBIQ 6 9 .3Q QlOi~ 2 01 0Et2 

Th!ovmMailes DART 5 2 :20 0/0/6 2 02 DE12 
PSP JAVELIN 5 6 25 0/0/8 2 02 DE;2 

DISC 5 6 25 0/8/0 2 02 DE12 
PILUM 6 5 28 0/0/9 2 02 DEr'2 
THFOWNAXE 6 4 25 0/8/0 2 02 DE;'2 
nmvN HAMMER 5 4 25 8/0.iO 2 Q2 DE/'2 .~ff 6 3 22 QlQfZ 2 02 QE;2 

ArtiaJlatld ~las 6 3 40 9/0,:J 2 03 DEt'2 
PSP SUf\G 5 6 22 7/0/0 2 03 DE;'2 

SffAB.SUlli3 6 B .3Q QJQ11Q 2 03 QE/2 
~~ming DEVICE AIMING 6 NA 28 s 2 Q4 DE/2 

twOAIMING 5 NA 24 s 2 04 DEt2 
\1SUAL AIM f\G 4 NA 20 s 2 Q4 DE;'2 



A1'1'£ND1X £: SPELL LlST 
DNcribed here n l0ffle 500 standard spells covering a wide variety of magical 

ltylel and IIOllibililies. CST indica1es the Skill Point Cost to learn a spell. Mana Point Cost 
ii the l1llndard cost 1lo c:ast 1hat spell in Mana Poims. FP cost is the standard cost in Fatigue 
Points to UN the spell. AP cost is the AP needed to cast the spell. RES is the characteristic 
r0lled ICllinst to resist the spell. RAN is the effective range of the spell in yards. DUR is the 
period of time for which the effec1I last. DAM is the amount of damage a spell does. CLS is 
a 1hrM letler code deecribing the nature of the spell. GRP indica1es wflich types of mages are 
likely to hav11cce11tothatspecificspell. ARE indica1s an area of effect. usually given in square 
units. VOL indica1lls a volume effected, in cubic units. RAD indicates a radius of effect. 

AbeolutionfNellbei 
CST: 5 I : 7 AP: 100 a.s: 8::>C GFP: PR 
RAN: T OJR: 1CM ~ : NA RES: WIL DAM: 0 
This makel 1he target feel well and whole after being afflicted by doubt or fear. It will remove 
1he alllc:1I of spella such• Inspire Guilt or Fear of one form or another, or it can be used to 
incrNN the Nlf-confidence of a person. raising his save against such effects and loss of 
mcrale by one incl9ment for the duration (such• from WIL.x3% to WILx4%) . 

Acc:elntl Growth 
CST: 4 MP: 12 AP: 210 CLS: CEC GFP:HE 
RAN:10 OUR: 10Mi AFE: 5M RES: NA DAM:0 
This ca&llN ~ 110 grow at an accelerated rate, going instan11y from their normal size to 
twice normal lia for tl\e duration of the spell It effects all plants withing the radius of the 
range. 

AddBlast 
CST: 4 M': 7 AP: 35 a.s: EMG GFP: AL 
RAN: 10 OUR: I AFE: NA RES: MIS DAM: 15BO 
This does overall damage to a single 1arget by hitting him with a mist-like spray of acid from 
1he C1111r's hands It is lreated u a missle attack but damage is not located. 

Mtherial Projecliof'.I 
CST: 6 MP: 6 AP: 49 CLS: CNE GFP: MY 
RAN : S DUR: 1CM AFE: NA RES: NA DAM: 0 
This PIOiects the apirit of the caster in11o a spiritual state of half-existence. in which he can see 
and be ileen (though he is trans~nt) , but can pess through normal physical matter and 
cannot manipulate anything physical. In this state the character's physical body is subsumed 
in1lo the spiritual form, whicn manifests characteristics of mind and spirit onlv. However. the 
~ can still tale damage from magical weapons. if those weapons are specifically enchanted 
11ohitAetherial or spirit forms, or if it seems in the nature of the item. In the same way, magical 
barriers and spells can effec1 the aetherial person. 

~ MP: 17 AP: 269 CLS: CFO GFP: EN 
RAN : T DUR: 10Y AFE: NA RES: NA DAM: 0 
This makes the subiec:t immune to the effects of any aging within the duration of the spell. At 
1he end of 1hat time he receives the full impect of the years avoided in a period of hours equal 
tithe number of years avoided. Thus. if a person were kept ageless for 50 years he would age 
50 years in 50 hours. though if the spell is cast within that period it arrests the aging process 
at the point where it is cast. delaying further aging until it wears off again. 

~1a MP: 24 AP: 664 CLS: CEC GRP: ENSH 
RAN : 10 M : X AFE: NA RES: TAL DAM: SOY 
This cauees the physiological age of a single living organism to be advanced by 20 years if a 
IIYe is failed. 

Animal Affinity 
CST: 6 MP: 9 AP: 219 CLS: BNC GFP: BE 
RAN : T DUR: W AFE: NA RES: WIL DAM: 0 
This llffec1I 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 wnl aid and assist 
within 1111110n and for mutual benefit and will not attack the caster. 

AnimateCcrpee 
CST: 9 MP: 11 AP: 61 CLS: CJD GFP: NE 
RAN : T OUR: W AFE: NA RES: CON DAM: 0 
This gives movement to a man-sized corpse. rnakinQ it capable of moving according to the 
instructions of the caster. It will not be able to make decisions or original actions. but will be able 
11oc:arryoutfairlycomplexseriesofcommandsandidentifyobjectsandobjectives. Theanimant 
will normally be Mt to take verbal orders. 

Animate Plant 
CST: 6 MP: 7 AP: 25 a.s: CJD GFP: HE 
RAN : 10 OUR: 1M AFE: NA RES: NA DAM: 5 
Thiawillil"ICl9llllthe mobilityofoneplantofupto 1 Cubic Meter in volume (bush size) . It allows 
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 average 
human STA and OEX, but no real intelligence beyond the ability to follow the orders of the 
Cllllr. 

Annihila1e Matler(non-livi ) 
CST: 13 MP: 1e9 AP: 438 CLS: ORB GFP: Wi 
RAN : 5 ou:I: I AFE: NA RES: NA DAM: 100 
Thia completely dilintigrates matter within a 3 cubic yard area. up 10 a total of 60 points of 
~I'll damage. 

Anti-Detection Field 
CST: 9 MP: 11 AP: 146 CLS: AFD GRP: DIWIEN 
RAN · 10 DUR: 1H AFE: NA RES: S DAM: 0 
This protects all persons and. o_bjects within the given radius of the caster from ~ing effected 
by any detection spell unless it Is of increased CL:. The locus of the spell moves with the caster 
should he move. 

Anti-Teleport Field 
CST: 15 MP: 12 AP: 3Ba CLS: AND GFP: Wi 
RAN : 30 DUR: 1H AFE: NA RES: S DAM: 0 
This prevems the function of Teleportation an~ simil_ar ~s~rt spells.classed AKO. AKE or 
AKf cast into 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: 95 CLS: DFE GFP: EN 
RAN· S DUR: 10Mi ARE: S RES: NA DAM: 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. 

Allimilate with Earth 
CST: 5 MP: 6 AP: 49 CLS: ONE GFP: GE 
RAN : S DUR: 10M AFE: NA . RES: NA . q~: 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 sohd stone. And divided 
by four in me1als. 

~trental Pro~tns AP: 59 CLS: BNE GRP: MYSH 
RAN·: S DUR: 10M AFE: NA RES: NA . DAM: NA . . 
This allows the caster to send his spirit out from his body up to the duration of the spe_ll and within 
the distance that he could run in that period. though he loses no fatigue for running In thet form. 
This spirit is invisible and can not speak or affect the reel world. but he can see and near anythi_ng 
he encounters. as well as being able to pass through solid obiects and l)8SS over ob~les hke 
water. as he is essentially levitating. The body remains behind at minimal body function. and 
if the body is slain the spirit is stuck in spirit form until it goes wherever it bel_ongs. It 1s also 
theoretically possible to sever the connection between ~e spirit an_d the body In this co~dition 
by application of a weapon which can do damage to spirits and doing 2. times the body s total 
Hit Points in damage to the connecting chord. The spirit releued by this spell consists of the 
Mental and Spiritual portions of the subject. 

Attack Other Planes 
CST: 7 MP: B AP: 70 CLS: AEE GRP: ENMYWI 
RAN: S DUR: 10M AFE: NA RES: NA DAM: 0 . 
This allows a character to extend his physical presence into other half-planes of existencewh!le 
remaining in the normal world. or in one of those half-worlds. s~ch as the Spectra!, Aethenal 
ar Astral planes. It will allow him to see astral and aethenal beings .. as well as being able to 
attack any beings in those planes or manipulate objects there. If he Is In one of those pl~es. 
it allows him to effect the real world. The catch is that while he can ~ectth~ real world. it can 
also effect him. and though normally immaterial. he will take damage if hrt 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 GFP: BM 
RAN : 10K DUR: 1H AFE: 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 Illusion 
CST: 9 MP: 9 AP: 175 CLS: BMA CLS: CO 
RAN : 3M(v) DUR: 10M AFE: NA RES: NA DAM: NA 
This forms the auditory component of an illusion. It creates a sound_ or sequence of sounds 
programmed by the caster. ln addition. with the Sensory Link spell it can be used to create 
sound on command at a distance and to recei~e sound input. ~unds can be of any nature or 
volume conceivable to the caster or part of his expenence, with accuracy dependent on hlS 
memory and imagination. 

Aurora 
CST: 10 MP: B AP: 35 CLS: GNE GFP: LI 
RAN : S DUR: 1M AFE: NA RES: NA DAM: 10 
This surrounds the caster in a glowing field of light. which does damage to_ anyone with whom 
he comes in direct physical contact. The damage done lasts for the duration. but only has an 
effect in those rounds when the caster hits or touches a 1arget. 

AwereAir 
CST: 6 MP: B AP: 47 CLS: BBA GRP: DI 
RAN : 100 DUR: 1M AFE: NA RES: NA . _DAM: 0 . 
This makes the caster aware of moving masses and creatures anywhere within the range given. 
even ~ they are obscured. hidden or invisible. It does not register~ or crea~res ~ than 
201bs. Also. the range within which it works is not linear. but walking ~ge. as In the distance 
the caster would have to actually walk to reach the source of the motion. 



Blbel 
CST: 12 MP: 10 N': 188 CLS: 8°' GRP: PR 
FWI: 1Cfl llJR: 10M AFE: NA RES: INT DAM: 0 
Thia apell WOlb agairwtall targets in a set area, causing them 1D be unable 1D understand the 
IPNCh. of anyone elle they encountllr for the duration of the spell and making their speech 
uninlllligble1o~elsefor1hatsameduration. The only person who can understand them 
andlplikt0them 11thecas1Brof1heapell. ~ 10111d asiftheyarespeaking unknownforeing 
~UIS. 

BaHofFlame 
CST: 6 J.P: 8 AP: 24 CLS: GMG GAP: PY 
FWI : 10 llJR: C AFE: NA RES: MIS DAM: 10 
Thiafil'II ablll of coherentflameatasingletarget1D do loca1ed damage if it hits. The attack• 
11111 his millaile SR with an appropriae targelling skill ID determine if he hits. 

S.,ilhment 
CST: 14 MP: 2'2 N': 349 CLS: AFB GRP: SO 
FWI: T OIJ1: 10Y AFE: NA RES: WIL DAM: 0 
Thia ii for UN agairwt DOWllful beings of extra-planal origin, like demons and deities If it is 
IUCCIISful it bm that being from the world on which it is cut for the duration of the spell, so 
that he cannot enter that plane of existence until it runs out. It ellec:ls only beings who are 
naturally rna;ieal and who n not prinarily mortal in nature. 

BlliliekGm 
CST: 10 MP:11 N':102 CLS:AOG GAP:ENGE 
FWI : 10 M: 11-!A AFE: NA RES: MIS DAM: 0 
Thil ila Gm r.Qlllina baled missile attack. II it hits the target must make a 3xTAL% roll 
or be turned ID flirty lwaA:)lllforthedurationof the spell, returning 1D normal, still alive at the 
end of that duration. 

AP:54 CLS:AAC GAP:BM 
AF£: NA RES: WIL DAM: 0 

m, of animals of any one type with which he has 
-typeofcreatureeverytime it is case. if the character 

Bladesharp 
CST: 2 MP: 5 AP: 54 CLS: DEC GAP: EN 
RAN : T DUR: 1M AFE: NA RES: NA DAM: 2 
This accentuates the natural qualities of a bladed weapon, making it sharper than it would 
normally be and increasing the Maximum Damage (after DC adjustment) by the indicated 
amount for the duration of the spell . 

Bleeding Death 
CST: 7 MP: 13 N': 100 CLS: a=B GRP: PHSH 
RAN: T DUR: 1Mo AFE: NA RES: CON CAM: S 
This afflicts a single target with the equivilent of haemophelia It essentially makes the 
1llrget incapable of heaITng naturally or 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 heeling at half effectiveness. 

Bless Earth 
CST: g MP: 17 N': 340 CLS: DEA GAP: HE 
RAN: T DUR: 1Se AFE: 100A RES: NA DAM: 0 
When cast on an area of land this will increase its fertility and its yield bv 20% It also gives 
it an equivalent amount of protection against natural disasters ana crop failures. 

BHg_ht Plant 
CST: 5 MP: 10 N': 275 CLS: CPsC GAP: HESH 
RAN: T DUR: I AFE: NA RES: NA DAM: 10 
This causes a planttouched by the caster to wither and die. It does the equivalent of 6 points 
of damage to the plant. about enough to kill asmall bush of 1 Cubic Meter in size. Higherc.asting 
Levels would be needed for larger plants. Plants blighted tum brown and wither, losing their 
leaves and eventually dying. Damage from successive blightings is cumulative unleas healed. 

Bodv Awareness/lntemal Analysis 
CST: 2 MP: 2 AP: 5 CLS: BEE GAP: MY 
RAN : S DUR: I DEL 10M RES: NA 
DAM:0 
This increases a character's awareness of the status of his own body and intemal systems. It 
will inform him of any diseases. disorders. imbalances or iu,iy other .variations ~m normal 
health. While itw1II note the effects and presence of different disorders itw,11 not identify causes 
or cures. 

Bolt of Steel 
CST: 4 MP: 8 AP: 58 CLS: DMG GAP: GE 
RAN : ~ DUR: I AFE: 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. 

Bonding 
CST: 4 MP: 11 N': 270 CLS: DNC GAP: EN 
RAN: T DUR: 1We AFE: 5M RES: NA DAM:0 
This binds together two touching surfaces over an area up to the lenath which the caster 
can trace witfi his finger up to the total lenath 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 ij the two surfaces are made of different materials. 

Bonds of Darkness 
CST: 8 MP: 10 N': 180 CLS: HNC GAP: DA 
RAN : 10 DUR: 10M ARE: NA RES: MIS DAM: 0 
Creates a ball of darkness which is fired at the target. If It hi1s It expands into black bends which 
engulf and immobilize the area Mand three adjacent areas in all directions. Constriction does 
no damage. but the bonds can only be broken on a STA% roll on 10100. 

Bonds of Flame 
CST: 8 MP: 12 N': 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 a target as 
a missile. On impact they spread &J)&rt. wrapping around that person. doing overallllame 
damage for the duration of the spell. The bonds can be broken if a3xSTR% roll is made. but 
in each round II break is attempted, even if it succeeds, the victim will take double damage. 

Bonds of Power 
CST: 11 MP: 10 AP: 72 CLS: HNG GAP: WI 
RAN : 10 DUR: 10 AFE: NA RES: MIS DAM: 0 
Creates II field of pure energy which is fired at the target. If it hi1s It expends into invisible bands 
which engulf and immobilize the area hltandthree adjacantareas in all directions. Constriction 
does no damage. but the bonds can only be broken on a STA% roll on 10100. 

Borrow Knowledge 
CST: 10 MP: 10 AP: 270 CLS: BMD GAP: MY 
RAN: T DUR: 10Mi AFE: NA RES: NA DAM: 0 
This allows the caster todu,:,licate skills which he has seen a particular target use He may 
give himself the indicated SP in any skill of the target he chooses. with no loss or damage 
fo the source of that knowledge. wfth number of SP duplicated increasing with CL .. up to a 
maximum of the SL of the target. · 

Break Bonds 
CST: 3 MP: 6 AP: 80 CLS: DNC GRP: ENSHWA 
RAN: T DUR: X ARE: T RES: NA DAM: 300 
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 



WIii made l'IWID will have 30-50 lllistive HP. 

BrNlheW111r 
CST: 5 t,F: 8 AP'. 31 Cl.S: EOE GRP: HY 
RAN : S OUR: 1<M AFE: NA RES: NA DAM: 0 
Thia lllows the cat1ar 1o breethe watar u if it wn air, through his mouth, for the dura1ion of 
flt spell. While the spell is in force he will not be able to breathe nonna1 air, capable only of 
lnlthing mtygen IUlplnded in water. It can be cancelled at will by the caster. 

Burial 
CST: 8 MP: 20 AP: 900 Q.S: ~ GFf>: GE 
RAN : 10 OUR: 1<M AFE: NA RES: AG1 DAM: S 
This caueas the ground tc open up and swallow a single target. burying him 10ft beneath the 
111rface for the duration of the span. This may be a fa1aJ effect. as the apall does damage from 
~~ and suffocation based on the type of earth present. For loose dirt/sand damaae is 1 
Point,ICR. For lldi'!'9!"!1Y rock it ~ 2-Poin11/CR. For igneous rock it is 3 Points/CR. For 
nwllmorphic rock it is 4 Po1n11/CR. Digging out is based on s STR roll l!lllde once par minute 
• deecriled in the spell Binding Earth. 

CalFMnaBllllt 
CST: 1 - MP: 14 AP: 196 CLS: CGD GFf>: BM 
RAN: 11<M DUR: 1H AFE: NA RES: WIL DAM: NA 
ThiswiH IUIIIIIOl'l 11:>the casterthe nearest winged crealire of suffieien1 sizetc bear him 1hrough 
the air, if SUC!'t a beast is •~lable within the range. It also initiates a will battle when the mount 
arrtM, and if the Cll1er wins that contest he will be able tc control the mount for the duration 
of1h!teoell,atwhichtimethe beast will leave wi1hout malice and he will regain half his Will Points 
lalt m the C0nllst. Note that the Will Ratings of flying beasts of this size vary wildly. from the 
low human ~ of 10 WIL or 50 WP (winged horses, roes) tc superhuman levels of as much 
• 30 or 40 WIL or 1~200 WP (Dragons, lfriti). 

Call l.iah1ni 
CST: g ng MP: 18 AP: 65 CLS: G.X:: GFf': Af. 
RAN : 1000 DUR: I AFE: NA RES: MIS DAM: 50 
This spl!II wiH summon iah1ning from the sky to strike any target within range, rolled es a missile 
lllllck. The ligh1ning bolt does overall damage to the target. It can only Ile cast if the weather 
ii 11D!my. Oamage can be modified up or cfown to adjust for the weather. 

Call of the Wild 
CST: 14 MP: 11 AP: 255 CLS: 8:lD GFf>: BE 
RAN: 10 DUR: 1H AFE: NA RES: WIL DAM: 0 
Thetargetof1his1P81I becomes convinced that he is an animal of a type specified by the caster. 
If the Cll1er hu affinity with that animal type the target will temporarily gain that affinity and the 
ability 1o communicate with that species, as well as some of their mental attributes. 

Call S1onn 
CST: 9 MP: 17 AP: 174 CLS: FGD GFf': Af. 
RAN: m< DUR: 1H AFE: 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 SlZ8 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 ra1e is 50kmph, but as little as half that if the storm is particularly large. 

Call Wind 
CST: 8 MP: 9 AP: 59 CLS: FEA GRP: Af. 
RAN : 30 OUR: 1<M AFE: NA RES: AGI DAM: 5 
This~ wind of up ~~h per CL. blowing in a direction of the caster's choice for the 
duration of the spell. Inc CL add 15mph each to the wind speed. with parallel increase 
intheamoun1ofdamagedoneoverall. Windsover75mph can be classed as of hurricane force. 

C...Disease 
CST: 8 MP: 8 AP: 176 CLS: CPsD GRP: PHSH 
RAN: 10 M : I DEL: 1We RES: CON DAM: &l 
This afflicts a ~ target with a disease with which the caster is familiar. It creates all the 
aymptoms and s of the disease and will do UP. to the indicated amount of damage over the 
indicated~ of delay if a CONx3% roll is failed. If the roll is made, damage is halved. 
lncrllNdCL 

c...e~ 
CST: 10 MP: 19 AP: 832 CLS: COC GFF: PFFHMY 
RAN : 10 OUR: 1V AFE: NA RES: '1JEA DAM: 0 
Thia 811111 can be cut on any wound from any typa of weapon. It causes the damage from that 
wound to be uncurable for the dura1ion of the spell. If any kind of healing is done. it will wear 
off down 1o the original damage at a rate equal to that character's normal rate of healing. 
NNntially unhealing ilaelf. Allblood loas, pain and incapacitation is u would be expected for 
1h11 wound until the spell wears off. Natural regenera1ion is also ineffective against it. 

Cemri'MaterialBrodi 
CST: 7 MP1a NJ: 729 Cl.S: ~ GRP: ENGE 
RAN : T DUR: X AFE: NA RES: NA DAM: NA 
Thilwill join together anytwosurfacesoftheaame material. providing they are broughtbgether 
tor the casting of the apall. They will be joined as if they were one whole unit. Thougn they must 
bl of the same substance, they need not be from the same source. so wood from two different 
neaofthesame species could be joined. The area of the surface to be joined can be no more 
1han 1 equare yard, in any configuration. 

CheapDN!h 
CST: 7 MP: 13 AP: 3lKl Cl.S: CFC GRP: NE 
RAN: 5 DUR: I AFE: 5M RES: CON DAM: S 
This wiU kill a eingle target within range if he fails a CONx3% roll It kills by scrambling vital 
organs, leaving bruisa like purple mail<s all over the outside of the corpse. 

Circle of Binding 
CST: B MP: B AP: 47 CLS: AFF GFf>: SONE 
RAN : 1M OUR: 1<M AFE: NA RES: S CAM: S 
This creates a circle of magical power which will contain and restrict the movements of spiri1s. 
It is apacifically designed 1D work with natural spiri1s. such as elementals, djinni, dryads, sprites. 
etc. It will work with extra-planal spirits like demons and undead as well, but at half 
effectiveness. Its direct effect Is to take the WIL of the caster and establish a con1aining barrier 
of Will Points equal to his WIL which the spirit must eliminate in order 1D escape. 

Circle of Blades 
CST: 6 MP: B M': 116 Cl.S: DMF GFf>: WZ 
RAN : 3 DUR: 1 M 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. If they make a successful save 
they may also cross the barrier. but if they fail they will be repulsecf by it. 

Circle of Flame 
CST: 12 MP: 9 AP: 59 CLS: GMF GRP: FY 
RAN : 3 DUR: 1M ARE: NA RES: AGI DAM: 15 
This creates an encircling wall of tfame arroun~ the caster at the giv~n radius: All who attempt 
1D cross it for the duration of the spell take the 1nd1cated damage while crossing . If 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 B points. then 6. then 4. then 2. as 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 barrer around the caster which keeps out entities whe&e existence 
is essentially based on magic or who 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 tf:!ey fail they are repulsed and may try ag~in .. This ~pell 
also works against pure magic. reducing the Mana Power of any spells crossing it On either 
direction) by -SMP. 

Circle of Thoms 
CST: 9 MP: 12 M': 260 Cl.S: DMF GRP: HE 
RAN : 10 OUR: 1<M ARE: NA RES: NA DAM: &'6 
This creates a circular barrier of thoms in a 10 meter radius around the caster with a height of 
10M. The barrier cannot be seen through clearly. but one may breakthrough it. taking the stated 
damage either as overall damage 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 M': 212 CLS: BEB GRP: DIMY 
RAN : 100K DUR: 1M 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. 

Clingng Flame 
CST: 3 MP: 5 AP: 33 CLS: GMC GRP: ENPY 
RAN : T DUR: 1M ARE: NA RES: NA DAM: 4 
This creates flame which clin9s to a parson or object .. It does not bum the object it is cast on. 
bu1 anything which comes into direct contact with the buming object takes the indicated 
damage each time it is touched. The flame cannot be extinguished or quenched by non-magical 
means.> 

Cloaking Darkness 
CST: B MP: 6 AP: 65 Cl.S: HMO GRP: CA 
RAN : 3R OUR: 1<M ARE: NA RES: NA DAM: 0 
This completely covers one parson in a light absorbing field of darkness so that he cannot be 
recognized in light save as an roughly human form of oarkness. and in darkness or shadow he 
is next to invisible. spotted only on an Observe roll divided by 5 in full darkness or by 3 in shadow. 
modified for the situation. 

Cloud al Darkness 
CST: 12 MP: 14 M': 265 Q.S: FMD GRP: CA 
RAN : 10 DUR: 1<M 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. Eve~ing 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 escape. Note that the cloud can be outrun 
by most characters. 

Cloud of Dust 
CST: 6 MP: 10 AP: 40 CLS: OJA GRP: GE 
RAN : 3M DUR: 1M ARE: NA RES: AGI DAM: SOAP 
This creates a cloud of dust. movable by the caster at normal walking movement. Any who are 
caught within the cloud may make an AGlx3% roll to evade. or will take the stated amount of 
AP /eduction each round that they are in the cloud. 



Cloud af Light 
CST: 23 W.18 IP: 234 CI.S: GMF GFP: U 
PAN: 10 M: 1M AFE: NA RES: AGI DAM: 10 
Thil er.- • cloud af lillht, which 1he caster can move around fnlelv at normal walking 
IIIOV9l'nllltwi1hin 1hl llllllcl range of wherever he happens to be or go. E'Y9¥,hing wi1hin that 
cloud ii obecurad from wi1hout and from wi1hin 1he cloud nothing inside or outside tlie cloud can 
be 11111. ~ addition ~ inside1he cloud takes6 poin1s of overall damage each round that 
he ii nooed in it. A 3KAGI% roll can be made to avoid being caught in the cloud, and once 
illidt a3icAGI% roll c.-i be made IICh round to escape. Note that the cloud can be outrun 
~ ITl0lt charlctn. 

Cornmlllll Wind 
CST: 4 W.9 AP: 25 CLS: FJC GFP: AE 
PAN : 100 DJR: 1CM ~: NA RES: S DAM: o 
Thil allows 1hl cas111r11ollt8r the direction and orientation of an existing wind bv one compass 
point (North to fast, formmple) , for the duration of the spell. Wind speed ancf effects remain 
canl1llnt, 

grr:~ MP: 18 IP: 292 CLS: MB GFP: PR 
PAN: S M: NA ca: 10M FIES: NA DAM: 0 
Thilab11he cas111r11ospeakto his god orto eervantsof~is od who may be listening on his 
behalf. I does not compel the entity conferred wi1h to do i~ at all. but each casting will 
lltNt 1hl character to ilk one yes or no question, which GM should probably answer 
correct, if it ii ii 1he il'lllrNtl and ability of the being in question. A more elaborate answer can 
be giYln if it is in 1he intnl1s of the deity. 

Conma.ut 
~11 ~~ ~~ ~ru ~~ 
PAN : 1oc»< Ol.FI: X AFE: NA FIES: WIL DAM: 0 
Thil IUINIIOnl an animal of a type wi1h which the caster has an affinity. if it is wi1hin range, 
eummoninll the nearest specimen or a specific specimen, and transporting it to the caster 
dirlClly ri instantaneously. 

Ccneecration 
CST: 17 MP: 'Z7 AP: 1969 CLS: ANC GFP: PR 
PAN : T M: 1M AFE: NA FIES: ZEA DAM: 10 
This IIIIClers one objec;I or person holy for the duration of the spell. Anyone who does not 
WOllhip 1he deity of the priest casting the spell who touches the consecrated being or ob_iect 
will take 1he indicated damage each time he touches it. unless he can make a ZEA save. This 
does not apply if a conaecratBd being touches someone else voluntarily. 

Control Blast 
CST: 3 P.f); 9 AP: 146 CLS: BIC GFP: BE 
PAN : 10 OJR: 10 AFE: NA RES: WIL DAM: WIL 
This inllillls a atandard will battle between the caster and a target animal with which he has 
an affinity. His WIL is treated as being his WIL plus his levels ol Will Enhancement and that 
affinity. Animal WILs COYer a full range. roughly equal in most cases to 2x the cost per SL of 
1he affinity for that breed. 

Control Crams 
CST: 4 MF': 12 NJ: 2m CLS: BIC GFP: MY 
PAN : 3l<M Ol.FI: I AFE: NA RES: TAL DAM: 0 
This sP8I can be cut on arry target wi1h whom the cuter is familiar who is within the range. 
even ~they are out of sight. The caster can shape any dream image he wishes. wi1hin the limitS 
of his imagination and implant it in the mind of the target so that he experiences the dream. Such 
a dream can be prophetic. terrifying or of any other nature. and it can be programmed to wake 
1he victim up and cause him to lose up to 6 hours of sleep minus 1 hour for each 5 points of WIL 
1he victim has. it can also be combined with other appropriate spells like Dreamkiller. 

ControVAllllr Weather 
CST: 4 MF': 10 AP: 30 CLS: FJC GFP: AE 
PAN : 300 DJR: 10M AA:: NA RES: S DAM: 0 
This givls 1he caster a basic control over weather. tt essentially allows complete control over 
a small ehower or light wind of about 15mph, but limited control over larger weather conditions 
ll'oleasc:aatatahigherCL. Treat a 15mphwind as 1st ranking. and add 1 to the ranking for each 
30mph owwthat, and divide 1he Ml for controlling the weather by the rank of the wincf. For rain 
lbml approximate an equivalent rank based on volume. Control of the weather means that 
1hl wind or volume of rain can be increased by u_p to one rank per CL. and the direction of wind 
can be llllnd by up to one compass point per CL (North to East, etc). Manewerability of the 
aummonad stDrm ii • noted above. 

ConYnion 
CST: 11 MP: 12 NJ: 182 CLS: BOB GFP: PR 
PAN : T DJR: 1W AA:: NA RES: ZEA DAM: 1 
This C0l'Ninces a single target that he would love to join your religion, whatever it may be and 
whllever his prior rel~ convictions, though it will eventually wear off. tt does this by 
effectiYltf reducing his "ZEA one point per C[, wi1h no normal saving roll. All ZEA points 
elminail in this way_ become~ poims devoted to the god he is being converted to. except 
tor~ poims of "ZEA. Hie "ZEA returns to normal at a rate of 1 point per week per l)C)int 
cl ZEA which r91118ins IJICOll-..rted. starting at the end of a week. If he has no points of "ZEA 
1111. he~ltill l'lffllfflblrhiapriorfaith, buttninkthathewas in error and remain in his new faith. 

Create» 
CST: 8 MP: 10 IP: 135 CLS: FMD GFP: AE 
RAN : 1 M: X AFE: NA RES: NA DAM: 0 
Thil er.- 1 vollM'llt af l'IIW, ..itaintlld, brNtha.ble air totalling 1 Cubic Meter, lasting until it 

dislipates. 

Create Food 
CST: 10 MF': 16 NJ: 576 CLS: DMD GR?: PASH 
RAN : T OUR: X AFE: NA RES: NA DAM: 0 
This creates enough edible food to keep one pe!IOMalive for one day, though the food created 
ii bland and not particularly tasty. 

Create light 
CST: 2 MP: 4 AP: 15 CLS: GMC GFP: LM 
RAN : T DJR: 10M AFE: NA RES: NA DAM: 0 
This creates a glowin_g area of light 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 AP: 130 CLS: AMC GR?: ENAR 
RAN: T DJR: 1Ho CAP: 10MF' RES: 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 MF' as a 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 
spell there for the duration. Use Triggering (which takes UP. part of the capacity of the 
Matrix) to define when the effect (spell) is trig~ered The life of an already existing Matrix 
can be extended wi1h the spell Preserve Magic The only way to create a truly permanent 
magical effect is wi1h the use of a Living Matrix (a souQ. 

Create Mistifog 
CST: 12 MF': 12 /IP: 156 CLS: FMF GR?: HYAE 
RAN : 10 OUR: 1 M AFE: NA RES: AGI DAM: SOAP 
This creates a bank of mist, movable bv the cuter at normal walking movement. Any who are 
caught wi1hin the mist may make an AGlx3% roll to evade, or will take the stated amount of /IP 
reduction each round that they are in the cloud. 

Create Water 
CST: 6 MP: 10 AP: 1~ CLS: EMD GFP: AE 
RAN : 1 OUR: X AFE: 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: OR: GFP: GE 
RAN : 1 DUR: I AFE: NA RES: NA DAM: 10 
This causes any non-living. non-organic material wi1hin range to take damage as indicated from 
corrosion or crumbling. 

Cure Disease 
CST: 7 MF': 13 AP: 381 CLS: CNC GFP: PH 
RAN : T DUR: I AFE: NA RES: NA DAM: 10S 
This cures a single disease for a single target. It will work on almost any disease of natural 
origin. but the caster must specify the di~ to be c~red. and it will only work _if he has 
diagnosed the disease correctly. Note that rt cures 6 points of damage. so if the disease 1n 
question is more potent. has done or will do more damage. the CL will have to be increased. 

Cure Hide 
CST: 5 MF': 18 /IP: 486 CLS: DEC GFP: SH 
RAN : T OUR: X AFE: NA RES: NA DAM: NA 
This converts raw animal pelts into cured leather to the caster's specifications. The spell effects 
a surface area of pelt equal to one square yard. tt will not work on a living animal. 

Cure Paralysis 
CST: 8 MP: 11 AP: 454 CLS: COC GFP: PH 
RAN : T OUR: X AFE: NA RES: NA DAM: 50 
This cures damage to the spine which is represented as a 'F' ' result or Paralysis on the damage 
chart. tt will restore that damage to just under the number of points of damage which yield that 
resutt. 

Curse 
CST: 23 MF': 25 AP: 1300 CLS: APB GFP: PR 
RAN : 1000 DUR: 1Y ARE: NA RES: ZEA DAM: S 
This allows the caster to afflict a single person wi1h 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 
nt1gotiated with the GM. No cfamage 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 wi1h increased CLs. and are good guidelines for GM adjustment of the 
effects. Effects can be mixed and made artistic. There is a delay before the spell takes effect 
of one week. 

CVclone 
CST: 17 MF': 17 AP: 70 CLS: FJF GFP: AE 
RAN : 30 DUR: 10M AFE: NA RES: AGI DAM: 10,CR 
This creates a cyclone of limited size and duration which moves under he control of the cuter 
doing damage to all those wi1hin its area if the caster directs it at them and they fail their evasion 
roll, which they may attempt each round. 

Dangersense 
CSl: 10 MF': 10 AP: 90 CLS: BBO GRP: DI 
RAN : 100 DJR: 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 wi1h proximity. Danger can be sensed 



up 1D 10 rninllllla In ldvenoe, from & IOUl0e up 1D 100 11181n rtttay. 

o.thRay 
CST: 9 W: 7 AP-. 53 CLS: ARG GFP: NE 
~: 10 Cl.fl: I AFE: NA RES: MIS DAM: 0 
Thia h .•~of darlaiess from the fi~r of the caster. as a missile attack against a specific 
a,get. If it hitil, the target must make a CONx3% roll or die on the spot. 

Ollilllion 
CST: 11 MP: 18 JP: 875 CLS: ANC GFP: PR 
RAN : T OJA: 1Y AFE: NA RES: ZEA DAM: 5C6 
When cast on a specific place or object of up to 1 meter in area this spell makes that place 
anathema to tht ~h of anyone who is of the same faith as the castar. which can be defined 
• broldlv or lplCifically u he chooses. The effect of the spell is to do the s1a1ed damage to 
w,yone who touches the object the moment ha 1Duches it, as overall damage. with the AP 
dlnlllll 119111d u club damage. If !be-person who takes the object makes a 2EAx3% roll he 
--~damage. but if he does not roll within ZEA% on that roll he will drop the defiled object, 
111d will fllCI 1h41 IIITII damage ahould he attempt to pick it up again. 

~(na) MP: 15 JP: 4C!i CLS: END GRP: HY 
~ : 30 OUR: I AFE: NA RES: CON DAM: 10 
Thia r9ducee the amount Wa18r level of everything within the radius of the spell . For everyone 
In range, It doll the l1at8d ~. unless a CONx3% roll is made to halve the damage 
Olhriile, it hu the effect of lowering the water level of free water by up to 1 Cubic Meter. · 

Dlllc:t~ 
CSN t.f': 4 AP-. 15 CLS: ABO GRP: Of 
RAN : 10 OUR: I AFE: NA RES: NA DAM: 0 
Thia will inform the caster if there is a curse of some sort effecting any target within the range 
of the IOIII, or ~ng in the general area in question. It does not tell the nature of the curse 
or how to deal with it. It will not tell the specific locus of the curse unless the caster is touching 
ht locus in the casting of the spell. 

0nct Enlritt 
CST: 7 t.f': 7 M': 45 CLS: BBO GRP: DI 
~ : 1~ OUR: I AFE: NA RES: NA DAM: 0 
This will 1nt>rm the caster if any being within the radius of the spell is inimical to him Howevar 
It wil_l not give such information for a specific target unless the caster touches that target on 
caating the spell. 

DnctlllUlion 
CST: 4 WI: 4 M': 15 CLS: ABO GRP: DI 
RAN : 10 OUR: I AFE: NA RES: NA DAM: 0 
~ cast on a lf)ICific target within range, this will inform the caster if that target is reality or 
illulion. 

Dltllct Impurity 
CST: 3 t.f': 4 M': 12 CLS: DBD GRP: DI 
RAN : 10 OUR: I AFE: NA RES: NA DAM: 0 
~ cast Cl!' aspecific subltanoe within range this will inform the caster if there is any impurity 
11 that quantity of the 91!bstance, ~ on the caster's own awareness of the proper make-up 
of that IU~. ~ will not tell him the nature of the impurity and gives only a rough idea of 
the amount of impurity. 

0nct Inviable 
CST: 4 WI: 4 M': 15 CLS: ABO GRP: DI 
RAN: 10 OUR: I AFE: NA RES: NA DAM: 0 
When cast in. an~. this will int>rm the caster if there is any material object of being within 
1hat .area which IS concea!ed fro~ normal. non-magical vision by invisibility or some other 
magical obecurement. It will not grve the specific location or description of the invisible thing. 

OllllctMagic 
CST: 4 WI: 4 M': 12 CLS: ABA GRP: DIEN 
RAN : 10 OUR: I AFE: NA RES: S DAM: o 
This will inf?rm ~ caster if there is magic present within the radius of the spell. and give a vague 
fNI for the 1ntanlily of the concentration of magic in that area. It can also be directecf at a specific 
target or.,. wltl\in the given range. 

DetactP0ilorl 
CST: 3 WI: 4 AP-. 12 CLS: DBD GRP: DI 
RAN : 10 OUR: I AFE: NA RES: NA DAM· 0 
Thia will inf0lm the caster if a pe110n has poison in their system or if a substance ~ is used on 
containa material hazardous to human health. 

0nct Pcumic,11 
CST: 7 WI: 7 M': 45 CLS: BBD GRP: DI 
~: ~0 OUR: I AFE: NA RES: NA DAM: 0 
Thia win lnt>rm the caster if a specific being on whom it is cast is possessed by a spirit other 
1hln the one which ia native to that body. 

Oetacty.ity 
CST: 10 MP: 10 M': 90 CLS: BBO GRP: DI 
~: 10M DJR: 10M AFE: NA RES: NA DAM: 0 · 
This allows the caster to know whether statements made to him during the duration of the spell 
~ true or false. It is not eophisticated enough to detect skillfully constructed half-truths or 
millelding etatementa, 

Oharma Vision 
CST: g MP: 7 M': 162 CLS: ACD GFP: PYPR 
RAN : 10 DUR: I AFE: NA RES: ZEA DAM: 0 
This allows the caster to see the Dharma level of someone he looks at. He will see their DP 
u an aura, letting him judge the approximate number of positive or negative DP. 

Dile Disease 
CST:"r' MP: 4 M': 44 CLS: CCC GFP: PH 
RAN : T DUR: I ARE: NA RES: NA DAM: 0 
This allows the caster to determine what disease is afflicting a specific target. If the target is 
suffering with more than one disease. the result may be garbled or confused, and it may not 
detect tne disease which the caster most needs to find. 

Diffraction Wall 
CST: 9 MP: 7 AP: 36 CLS: GMF GRP: WIU 
RAN : 10 DJR: 10M AFE: NA RES: S C,,W: S 
This creates an invisible wall which has the effect of breaking light down into its component 
spectrascopic elements. The wall is 10 meters square, and is particularly effective in 
eliminating all forms of light beams or other light attacks which pus through it. It is particularly 
devastating agains the spell Light Beam Transport. 

Dilenchantment'Neaate Magic 
CST: 8 M'P: 12 M': 3f1d CLS: ANC GFP: EN 
RAN : T DUR: X ARE: NA RES: S DAM: 0 
This negates magic on an object or in an area. eliminating spells or powers of up to 6 Mana 
Points in cost. Anything of a greater level of power will be reduced in power by thet same 
amount, with paralfel reduction in effectiveness. 

Disintigrating Bolt 
CST: 7 MP: 14 M': 1n CLS: DRG GFP: 'M 
RAN : 10 DUR: I AFE: NA RES: MIS DAM: 5C6 
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% ofthetotel overall 
HP. whichever is worse. Thus. in the hmbs or head it is quite a bit more serious than if it hits 
in the torso. 

Dissent 
CST: 6 MP: 10 M': 144 CLS: BIA GFP: PR 
RAN : 10R DUR: 10M AFE: NA FES: JUD DAM: 0 
This causes all persons within the radius of the spell to become quarrelsome. u if they had 
some sort of serious argument with those who are regularly their comrades. It starts to work 
as an ar~ument. and then should escalate to blows for the final third of the duration. The victims 
are irrational. and will also quarrel with those who are not effected. 

Dream Sending 
CST: 7 MP: 7 M': 133 CLS: AMO GFP: SH 
RAN : S DUR: 1H AFE: NA RES: NA C,,W: 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 sent after. in their dream form (see Dream 
Walking) or through their surrc,gate. If the Dream Sending is slain it will kill the caster. and any 
damage it takes 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 GFP: SH 
RAN : S DUR: 1H AFE: NA RES: NA C,,W: S 
This allows the caster to enter the dream world in his own form. However. all of the stats of the 
dream form of the person are adjusted for his WP. All stats are WP% of their normal real-world 
value. 

Dreamslaying 
CST: 20 MP: 16 M': 415 CLS: B~ GRP: MYSH 
RAN : 1000 DUR: I DEL: 1Ho RES: NA DAM: 0 
This spell afflicts a specific target who is asleep and dreamin8. slaying him if he fails to make 
a Wll..x2% roll. It will work on any target within range. providing he is asleep at the time. 

Drench 
CST: 2 MP: 9 M': 179 CLS : ELC GRP: HY 
RAN : 10 DUR: I AFE: NA RES: AGI DAM: 120 
This creates a 1 Cubie Veter 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: OJA GFP: GE 
RAN : 3M DUR: 1M AFE: NA RES: AGI DAM: 4 
This creates a storm of dust. movable bv the caster at normal walking movement. Any who are 
caught within the cloud may make an AGlx3% roll to evade. or will take the stated amount of 
oveiall damage each round they are in the cloud. 

Earthquake 
CST: 8 MP: 13 AP: 68 CLS: OJA GFP: GE 
RAN : 1K DUR: 1M ARE: NA RES: AGI DAM: 10 
This causes the ground to shake furiously. All those in the radius effected must make a save 
orthev will take the indicated damage overall at the start of the effect and a maximum of 1 OOAP 
per CR of the quake. diminishing by 10 per subsequent round after the first. 



&tivllion 
CST: 8 MP: 10 AP: 180 CLS: BED GRP: GE 
RAN: 1K ClR 10Mi AFI:: 111.4 RES: 111.4 OAM: 0 
ThillllowlthecaswtDgazeintoen11Nofllrthandeee11 if he were looking out of any piece 
ofthe111111 rninenllwilhin range. tithe piece he is looking into is ~of a continuous vein of 
the 111111 mineral he can a11o hear what lranlpires. The range of VISion out of the stone is only 
10,...,. with 11'/'f accuracy. 

EliminaMn 
CST: 3 MP: 3 N'". 25 ClS: AFC GRP: ENST 
RAN:! Dl.fl:I AFl::111.4 RES:MAG 001:S 
This ii 11111d 110 elimina magic in en~ or area, by blasting it with mana from the caster. 
Each lddilionll MPdMllldfDthe spell 1naddition11D11\e basic oostknocka one MP off the MP 
llrlngth of the targetapell or encllanSment. 

Embalm Ill 1.Mng 
CST:14 MP:14 AP:343 ClS:COO GRP:NE 
RAN : 10 llR X AFI:: 111.4 RES: TAL 001: X 
ThilCOIWllts thebloodof a~le1arg11110 embalming Alid with the natural result of a lingering, 
painful death, but. good looking corpee, 

EmOl1hicCur9 
CST: 7 MP: 7 AP: 111 CLS: ~D GRP: MYPR 
RAN :T llRX AFI:: 111.4 RES: 111.4 DAM: 15 
Thilallowa thecatllr101111umeanother person's wounds. transfering 1hem to the perallel part 
of his body. It will ti.I up 10 12 points on any single wound per casting. 

Em Matrix csrs- ftF:7 N'-.45 ClS:AKC GRP: ENAR 
RAN: T llR X CAP: 10MP RES: NA OAM: 0 
This nnsfars Mana Points into an aleieady existi Matrix When the cos1 is 'd the 
indicnd MP capacttyfrom the cater is 1ransfe~ into the Mavix where it wri1remain until 
the Matrix expires or the points 1119 used up, at which point this spell may be used again to 
!9plerilh the Matrix. 

Entanal' 
CST:8 '"II MP: 9 AP: 41 O..S: CJD GRP: 1-E 
RAN: 10 Cl.fl: 1M ARE: NA RES: AGI DAM: 10 
Thia anirna1N underbrush and other available plantlife to entangle and restrain any target 
within range, aau~such growth is available. 'ThetarQet may make an AGlx3% roll to avoid 
being enw.igled each round for the duration of the spell . but if he fails it he takes the indicated 
~ - If entangled, the character may attempt to break free with a STRx3% roll. but if he 
fails hit automatically takes the stated damage that round. and if he succeeds. he can be 
lllllngled again next round if he fails his AGI roll. 

~-\1~8 AP:175 CLS:BHB 
RAN: T OJA: X ARE: NA RES: WIL 
Thia puts a single target to sleep forever, or until the spell is dispelled 

Evil Eve 

GRP:EN 
OAM:0 

CST: 9 MP: 14 AP: 412 O..S: AOC GRP: SHEN 
RAN:3 M:W ARE:NA RES:TAL OAM:0 
Thia lets the caterNlect a single target to suffer the displeasure of fate. tu ming luck against 
them,should~faila TALx3% rollwt\enthespell is cast. Thedirecteffectisto reduce all rolls 
that character makes for the duration of the spell by 3% per Casting Level of this spell . This 
Includes all COl!)batand resisilnce rolls against characteristics. as well as anything else which 
eeems appropriate. 

Elmrcism 
CST: 6 MP: 12 AP: 104 CLS: AGB GRP: PR 
RAN: T llJR: X ARE: NA RES: NA DAM: WIL 
Thia will initiate a Will Battle with a sl)irit which is not native to the l?odY which it inhabits. 11 
increuesthe WRoftheexorcistby 50% for each casting level. and if he loses the battle. only 
the poaaassed person suffers, unless the spirit is capable of switching bodies and desires to 
dolO. 

Ex11ndedManaShield 
CST: 7 MP: 11 AP: 117 CLS: AFA GRP: ENWI 
RAN: 10 Cl.fl: 1H RAD: 10 RES: S DAM: 10 
Provides a mana shilld over an extended area of effect. If any spells are cast within the 
indica11ed llldiuaor areCIS1 into the perimiter ofthatl/98 they 1119 inter~ by the caster and 
hi wiU loee MP 1D nega19 MP cast ata rate of 1 to 1 up to the DAM limit of the spell . 

Exli!.lllueh F'ra 
CST: 12 MP: 14 AP: 118 CLS: GED GRP: PY 
RAN: 100 CUR: X RAD: 100 RES: NA OAM: 0 
This will caUN all hi within the indicated radius to be extinguished instantlv. If a fire is 
particutarlylargeor~in~initmightbegran1edsomesortofreeistencerolfbasedeither 
on ill sia or tne Mani Point Coit of the spell that created it. 

Extra Dimensional Smae 
CST: 13 MP: 15 IIJ: 203 CLS: AKC GRP: WI 
RAN : T llR 1W AFI:: NA RES: NA OAM: 0 
ThilCINIII whatisaNntiall't an invisible cloeet. linked to the body of the cas1er with a volume 
of one cubic meter. The caster alone can reach into this area at will and leave items there or 
llfflOVtwhaleverhabien leftthera. This storage exis1s ou1side of space and time and has 

no real-space mass or volume. 

Eves of the Beast 
CST: 8 MP: 11 AP: 164 CLS: CNB GRP: BESH 
RAN: 1000 DUR: 10Mi ARE: NA RES: 111.4 OAM: 0 
This allows the caster to see through the eyes of a specific animal which he has seen or had 
contact with and of a type with whicn he has an affinity. He will see with all the advantages and 
Hmitations of the vision of that creature as long as it IS within range. 

~tes of the Serpent 
CST:6 MP:9 AP:219 CLS:BNC GRP:BESH 
RAN : 10 DUR: 1M ~: NA RES: DEX DAM: 0 
Immobilizes a target who failes his resistence roll and thereforee looks into the hypnotic and 
eerpent-like gaze of the caster. Immobilized characters may make a second resistence roll if 
they 1119 seriously shaken or jarTed, or at a very loud noise. 

Fall of Darkness 
CST: 16 MP:21 AP:636 CLS:HMA GRP:DA 
RAN : l) 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 falls their AGlx3% roll each round for the duration of the spell. Victims may roll to 
evaoeeach round. but cannot escape fully until the spell runs out. Damage done is located club 
type damage. 

FaH of Light 
CST: 21 MP: 21 AP: 318 CLS: GMA GRP: LI 
RAN: l) DUR: 1M ARE: NA RES: AGI DAM: 10 
This causes bolls of light (not lightning) to fall from the sky. striking at random, hitting everyone 
within range who fails their AGlx3% roll each round for the duration of the s~II. Victims may 
roll to evaae each round. but cannot escape fully until the spell runs out. Damage done is 
located club type damage. 

Fall of Water/Deluge 
CST: 3 "MP: 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 signle target within range. doing the indicated 
amount of AP damage per round if they target falls the resistence roll. 

Falling Flame 
CST: 21 MP: 21 AP: 318 O..S: GMA GRP: PY 
RAN : SO 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 targe1 may make a resistence roll each round. 

False Fire 
CST:4 MP:4 AP: 35 CLS:AMF GRP:COST 
RAN : T DUR: 10Mi ARE: NA RES: NA DAM: 0 
This creates what looks like fire . centered on an obiectwhich the caster touches. It las1s for the 
duration of the spell. giving off the same amount of light as a good torch. but giving off no heat. 

Farhearin 
CST: 8 g MP: 9 AP: 117 CLS: BEA GRP: SH 
RAN: 100 DUR: 10Mi ARE: NA RES: NA DAM: 0 
This allows the caster to lis1en in on any sound within the indicated range as if he were present 
at that spot. 11 will not allow the caseter to hear through physical barriers. 

Farkill 
CST: 18 MP: 18 AP: 438 CLS: C~ GRP: NE 
RAN: 1K DUR: X ARE: NA RES: COO DAM: X 
Kills asingle target with which the character is familiar at any range if he fails his resistence roll . 

Farsi ht 
CST:~ MP: 8 AP: 70 CLS: BEE GRP: ST 
RAN : S/JOK DUR: 1M ARE: NA RES: NA DAM: 0 
Thisallows the caster to lsee anything within the given range as if he were present at that spot 
It will not allow the caseter to see through or around physical barriers. 

Fatigue 
CST: 14 MP: 14 AP:441 O..S:~D GRP:MY 
RAN : 3 DUR: I ARE: NA RES: TAL DAM: 10 
This drains fatigue from a specific target. tiring from aspecific tarQet. tirin;im and transferring 
thet energy to the caster. Thus. it works as a direct transfer of FP from et to caster. if the 
target fails his TALx3% roll. The DAM indicated is the number of FP tran ered. 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 
RAN : T DUR: 1Y ARE: NA RES: WIL OAM: 0 
This binds a familiar spit~ 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 tctally loyal 
unto death to the caster and will serve him for the duration of the spell. With extended duration 



the C1911ure mrt lleo dMlop fimitlld empa1hy with the caster and some ability to understand 
hia moods and ipeech. 

Fll'lllidrt 
CST: 8 MP: 12 M>-. 72 a.s: GAD GR': SCSH 
~: 10K M: 1M AFE: NA RES: NA DAM: 0 
Thilof • ~~hcas1lr109!N out of 111)'.firewithin range 171 looking into a fire near him. His range 

YIIIOII • the llffll • it would be if he were where 11\e fire hi is looking out of is located. 

Frm,rm 
CST: 23 MP: Z3 AP: 244 Q.S: GMA GRP: FY 
~: 3l ~ : 1M AAO: 50 RES: NA DAM: 10 
'f!lil CIUNI tDlpll'ld1ng walls of flame t0 spread out from the caster effecting everyone around 
him, fl!)uah he~y~ittDstartoutsideofa 1 pace radiustDprotectanyone nearhim. Each 
l0Ulld it does the 1~iealld damage tranyone within range and within the indicated radius of 
the lplll. Dlmlge • overall bum damage. 

Fmavel 
CST: 10 MP: 10 AP: 30 Q.S: GKD GRP: FY 
~: 10K M : I AFE: NA RES: NA DAM: 0 
Th■ lllows thec:as18rtotravelfrom one fire intDwhich he steps tDany otherfire large enough 
10 ~ .out of ~ich ii within ~ -. Tre,nsportation is instantaneous. If the fire on the 
~end• amallerthan the 000y of the traveler it will be extinguished in a shower of 

Famebrn 
CST: 14 MP: 11 AP: 51 CLS: GOE GRP: FY 
~: S DUR: 1M AFE: NA RES: NA DAM: 10 
Th~ transforms the caster into a flame of about the same volume as his body. He can do the 
indicatad amoum of~ to anything he touches at a cost of 30 AF per attack and doing 
Ml'lll bum~- In this form he is immune to nonnal ph~~ damage. but does take fun 
daml;e from wind' attacks and double damage from water attacks. 

Fllmepoint 
CST:2 aF:3 AP:9 CLS:GMC GRP:PY 
~ : T DUR: I AFE: NA RES: NA DAM: 5 
Th• ~ a 11!1111 flame at the tip of the index finger of the caster which can start a fire or 
just provide a amall amoun1 of light. 

Flameweb 
CST: 19 MP: 15 AP: 162 Cl.S: GMF GRP: PY 
~: 10 Dl:JR: 10M AFE: NA RES: MIS DAM: 10 
Th11 fires an enveloping web of burning strends at a single man-size target. It does damage 
forthe duration of the spell in the indicated amount at overall bum damage. A roll must be made 
~~the target like any missile spell, and he may make a STA% roll each round to try to break 

Flash of Light 
CST: 9 aF: 9 AF: 59 O..S: GMA GRP: U 
~: 10R . DUR: 1M . AFE: NA RES: DEX DAM: 0 
This causes a t;,riaht fl.ash of hght to originate from the caster's hand. Anyone who fails a 
DEXx3% roll will 6e blinded for the duration of the spell . The duration of the flash is actually 
less than a round, 

Fleeing lerror 
CST::, MP: 9 AF: 98 O..S: BGC GRP:EN 
~ : 3 . OJR: 10M AFE: NA RES: WIL DAM: 0 
Th•causesa11ngletargetwhofailshisresistencetorunasfaraw~aspossiblefromthecaster 
and to keep fleeing for the duration of the spell. 

Fill~ 
CST: 8 MP: 11 AP: 109 CLS: CEE GRP: EN 
~ :300 DUR:1M Da: 1M RES:NA DAM:NA: 
Th11 allows the~ to take to the. air and fly for the duration of the spell and for a distance 
up to the distance indicated .. Flight is at a rate of up to 50 meters per CR for one minute. or a 
glNl8r rate for• shorter period of time. 

Force Missile 
CST: 7 MP: 7 AF: 36 CLS: HMG GRP: WII 
~ : 10 .. OUR:_!, AFE:NA RES:MIS DAM: 10 
~~ fires a m~1~ of 1nV1S1ble force from the hand of the caster at asingle target. If the attack 
~itll it does~ 1ndiealld amoun1 of d~e. Unlike other missile spells the caster may specify 
11 advance if it does Club, Edge or Point type damage. 

Foree Shield 
CST: 17 MP: 11 AP: 175 O..S: HMF GRP: WI 
RAN : 3A OJR: 10M AFE: NA RES: NA DAM: 50 
Creates ~ shield made _of invisible force around the hand of the caster. It may be used for 
deflnNlikeaRoundShield.andalsoblocksdamageuptotheindicatedamoutasacumulative 
10ta1 to arry areas of the body which it is oovering at a given tima. 

Form of Dnnesa 
CST: 9 MP: 6 AP: 31 O..S: HOE GRP: DA 
~ : S ~R: 10M AFE: NA RES: NA DAM: 0 · 
:rti• ~rs the material form of the caster from flesh and blood to pure darkness. so that he is 
lfflrnatarial, !<>Oka rather like a cloud of shadow, and is pretty close to invisible in darkness. He 
cannot'!lln1pulateorbelfflC9dbyphysicalobjects.buttakesdoubledamagefromlightbased 
attaeka 1n this form. 

Form of Light 
CST: B MP: 6 AF: 16 CLS: GOE GRP: U 
RAN : S DUR: 10M AFE: NA RES: NA DAM: 10 
This alters the material form of the caster from flesh and blood to Pl:'re light. so that he is 
immaterial, looks rather like a cloud of light. and is pretty close to invtsible 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 AF: 39 Cl.S: ENE GRP: HY 
RAN : S DUR: 10M AFE: 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 AF: 73 CLS: BHC GRP: 
RAN : 3 DUR: 10M AFE: 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 sheer fright. It 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 AF: 54 O..S: GME GRP: 
RAN: 1S DUR: 1M AFE: NA Fl:S:NA DAM: 10 
This surrounds the caster in a field of golden light which does d~ to anyone who oomes 
within the indicated radius or touches !he caster. In addition, it gives off light equivalent to that 
of a toleh. The damage done is overall bum type damage. Specific inaividuals or types of 
beings can be identified at the time the spell is cast as not being effected by it. 

Greater Summoning 
CST: 8 MP: 17 t,;J: 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 question. It is specifically desi_gned for use on 
demons of the greatest power with 400 or more WP. If it is cast without a specific demon in mind 
it will operate randomly. often calling up a far more powerful demon than was intended 

Hallucination,WakinQ Dream 
CST: 13 MP: 10 AF: 216 CLS: BMF GRP: OOSH 
RAN : 10 DUR: 10M AFE: NA RES: JUD DAM: ~AP 
This causes a single target to be afflicted with distracting visions determined by the caster. The 
indicated damage is A'P damage resulting from beinQ distracted. The exact nature and 
appearance of the hallucinations 1s uptothecaster. AJUD roll may be made to resist the effects 

Heal Beast 
CST: 5 MP: 10 AF: 275 CLS: CPsC GRP: HE 
RAN : T DUR: X AFE: 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 Rur:,tures 
CST: 4 MP: 7 AF: 135 CLS: CPsC GRP: PH 
RAN : T DUR: X ARE: NA RES: NA DAM: 10 
This heals all types of damc1Qe either overall or located caused by blunt objects or weapons of 
the Club classification ltwill not heal 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 pc,int 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 Bums 
CST:2 MP:4 AP:44 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 fire or radiant energy attacks. 
!twill not heal 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 ~ int every 
CON/# rounds. When a character has multiple wounds it must be directed at a specific one ana 
does not overflow from one wound to another. 

Heal Plant 
CST: 5 MP: 10 AF: 275 CLS: CPsC GRP: HE 
RAN : T DUR: X ARE: NA RES: NA DAM: 10 
This heals damage to any kind of plant short of obviously fatal damage or bringing the plant back 
from death. 

Heal Punctures 
CST:4 MP:7 AF:135 CLS:CPsC GRP:PH 
RAN : T DUR: X AFE: NA RES: NA DAM: 10 
This heals all types of damage either overall or located caused by puncture or Point type 
attacks. ltwill not heal 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 point 
every CONi# 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 t,;J: 135 Cl.S: 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 cuts or Edge type attacks. 
llwill not heal 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 point every 



CONlf rounds. When a chncter has multiple wouncla it must be directed at a specific one and This wracks the target with terrible pain, doing 40 l)Oin1S of AP damage for ~h round of 
doll not overflow tom one wound 1D another. duration of the spell and 4 points of overall damage for each round of the du~on. The AP 

damage is from the pain which goes with the spell . and it can be halved by making a Wllx3% 
roll. HIit.Cooi 

CST: 8 aF: 9 AP'. 39 CLS: GEA GFF: PY 
RAN: 10 DJR: 11M ARE: NA RES: NA DAM: 10% 
Thia 8'1111 will low9r or rue the tlmperature in the indicated area by up 1D 15% per Cas1ing 
LM. Such changaa in tlmperature do not have any specific effect• far as d~ing anyone 
in 1hat 1111, unlaiil an IX1remely low or extremely high 18mpera!Ure results. AQa]nst human 
charlCllrs each 5 degrees OYer 100 or below 40 does 1 potnt of damage per minute overall. 

~Plant 
CST:5 aF:9 
RAN:T M:1 

IP:223 
ARE: NA 

a.s:ca:; 
FES: 

GFF:HE 

DAM:0 
When~onaplan_tlhisinforma~ce,terofanyspecialpropertieswhichthatplantmayhave, 
tor healing,• a p011011, or for any other purpose. 

Hold Blast 
CST: 2 t.P: 8 M': 48 Q.S: C1-C GFF: BE 
RAN: 10 M : 1M AF£: NA RES: WIL DAM: 0 
Thie will immobilize any animal it is cast on for the duration of the spell or until it is physically 
injunid or IUbjec1ed 1D ulllllOidable distraction. The creature does get a resistence roll , and 
It doll not work on any C1981ure of INT greater than 6. 

~~ t.P:9 M':59 CLS: AGB GFF: PA 
RAN : 10 CUR: 1Mi ARE: 10 RES: WIL DAM: 20AP 
This ia an 0IIQOi'!Q incantation which causes all beings inimical to the caster or of a particular 
l9liaioul or moral inclination specified by the caster to 01 repulsed from an area of the indicated 
IDll ll'Oll'ld him unless 1hey can make the indicated Wllx3% roll. 

~ ~n t.P: 9 M': 59 CLS: AGB GFf': PA 
RAN : T CUR: 1Mi AF£: 10 RES: WIL DAM: 20AP 
Thisalowlthecanrtodrew especial rune in the air or on a target which glows for the duration 
of 1ht epall. It causes all beings inimical to the caster or of a particular religious or moral 
Inclination apecified by the caster who can see the sign to be repulsed from an area of the 
indicatld radius around the sign unless they can make the indicated Wllx3% roll. 

lmaae of Life 
CST: 9 t.P: 7 AP'. 85 CLS: BMF GAP: DIMY 
RAN: T CUR: 1Da ARE: NA RES: NA DAM: 
This CINtN an image on any ~ically neutral surface of any scene seen by the caster 
within the duration ol the spell. The image is in full color as the caster saw it and lasts for 
the indica1lld duration or until he chooees to dispell it. 

KarmaVISion 
CST: 9 MP: 7 IP: 162 CLS: ACD GFf': PYPR 
RAN : 10 M: I 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 
a visible aura around that target. visible only to the caster. ranging from white to black. tne shade 
of gray ~nt on the number of positive or i,egative KP. 0 KP would read as a pure. neutral 
gray, many +KP IS clean white, and many -KP as dead black. 

Killi!!g Oarknaa 
CST: 31 MP: 24 AP: 1037 CLS: CAA GAP: DA 
RAN: 10A OUR: 1M ARE: NA RES: WIL DAM: 0 
ThisCINtesa thick cloud of magical darkness. which moves about at no more than 3kph within 
light of the caster for the duration of the spell . Anyone who is caught in the cloud for any part 
of a round must make a Wllx3% roll or drop dead on the spot. If !hey see the cloud coming 
1hey may make an AGlx3% roll to evade it as well. 

Kill' ,1':11 
CS~14 MP: 15 IP: 284 CLS: BOB GFf': EN 
RAN : 3 CUR: 10M AF£: NA RES: WIL DAM: 5 
This afflicts a single target with what is essentially a terminal orgasm. They lose SOAP during 
IICh 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 
e,cpet ieuce a lot They may make a Wllx3% roll to halve the AP damage by resisting the 
pliau/9, allowing them 1D do IOmething about their predicament. 

Killi~Tma 
CST: 8 MP: 12 IP: 156 CLS: AEB GFF: WI 
RAN: 3 CUR: 10M ARE: NA RES: NA DAM: 5 
This CIUIII uingle 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 overall damage. All the 
physical lfflcts of the aging afflict him as well as the damage. and ideally the victim will 
lllintuall'f die, lither from lolS of characteristics or from straight damage. 

KnltBona 
CST: 6 MP: 11 IP: 333 CLS: CPsC GFF: PH 
RAN : T OUR: X ARE: NA RES: NA DAM: 50 
This rapns bones which have been broken, having a B result for damage. It must be cast 
eapn11y for aach bone repaired. 

Knoll of Pain 
CST:7 
RAN :10 

MP: 14 
CUR: 1Mi 

IP: 343 
ARE:NA 

CLS: COC 
RES: WIL 

GFf': PH 
DAM: !Kl 

Laying on Hands 
CST: 9 MP: 17 AP: 795 CLS: CPsC GFF: PA 
RAN : T DUR: I ARE: NA RES: NA DAM: 10 
This will heal the indicated amount of any form of damage which has no special effect, an I effect 
ore U effect. 

light Beam Transport 
CST: 9 MP: 9 AP: 25 Q.S: GKD GFF: LI 
RAN : 3K DUR: I ARE: NA RES: NA DAM: NA 
This converts the caster into a coherent beam of light and transports him at the speed of li_ght 
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 s1Dps and the caster materializes. Diffraction or reflection can do 
horrible things to the caster. 

lightnin Ball 
CST: 6 g MP: 7 AP: 18 CLS: GMG GFf': AE 
RAN : 10 DUR: I ARE: NA RES: MIS DAM: 10 
This fires a ball of electricity at asingle target. as a m~ile, to do overall damage._ This damage 
is treated as bum damage. except when it exceeds 1 times damage. after which it IS treated as 
club damage. 

Lightning Barrier 
CST: 17 MP: 13 Iv': 122 CLS: GMF GFF: 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 through it takes the indicated amount of damage and must make a WIL save to carry 
on. It has an M' modifier of 5. so it may take more than one round for some people to pus 
through, in which case the same damage is done in subsequent rounds. This damage 1s treated 
as bum damage. except when it exceeds 1 times damage. after which it is treated as club 
damage. 

~~~ng Bolt MP: 7 AP: 18 CLS: GMG GFF: AE 
RAN : 10 DUR: I ARE: NA RES: MIS DAM: 10 
This fires a bolt of lightning. as a missile. striking a single target for located damage which is 
treated as bum damage. except when it exceeds 1 times damage. after which it is treated IS 
club damage. 

Locate Mineral 
CST: 4 MP: 10 AP: 325 Q.S: ODD GFf': GE 
RAN : 10K DUR: I ARE: NA RES: NA DAM: 0 
This will tell the caster where the nearest and largest deposit of a perticular mineral is to be found 
within range. Size of deposit is balanced off against distance. so a nearby deposit would 
regis1er 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: DOB GAP: DI 
RAN : 1K DUR: 1M ARE: NA RES: NA DAM: 0 
This will tell the caster the direction and general circumstances of an object with 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: COB GAP: 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 get a rough mental image 
of its immediate surroundings. within sight range from the locus of that person. 

Locate Plant 
CST: 5 MP: 10 AP: 325 CLS: COO GAP: 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 tnat plant>. 

Locate Treasure 
CST: 8 MP: 20 AP: 1300 Q.S: ODD GAP: DI 
RAN: 1K DUR: 1H ARE: NA RES: NA DAM: NA 
This guides the caster to the object of highest value within range. If it is 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 es far away as 
IOmething of half its value would register as the same value. 

Madwind 
CST: 16 MP: 13 AP: 284 CLS: BOA GAP: ENSH 
RAN : 30 DUR: I DEL: 10M RES: TAL DAM: SOWP 
This calls up asupematural wind which causes all those who are struck by it within the indicated · 
area to be driven mad if they fail a TALx3% roll . They get to make that roll each round. Each 
time they fail It they lose 20WP. When their WP reach O they go mad. losing all grip on reality. 
being afflicted with disabling mental illness. ranging from psychosis to dementia to outright 



CllalDniaMINllllappropria1e. 

Mlaic Marker,WIZll"d's Mark 
CST: 10 MP: 13 AP: 274 CLS: ANS GR': EN 
RAN : T OUR: 'Nie AFE: NA RES: NA DAM: 0 
Thia rnerkl a~ while he is in the caster's presence with an invisible mark which links him 
tDthe caster. Aftilrthat point any spells cast bv the caster of this spell on the target have their 
dec1ive Casting_ Level doubled. It is especially useful for detection type spells and keeping 
nck of people. "The mark is visible to Mana Sight and similar powers. 

MaaicPoittar 
CST: 7 Ptf': 9 AP: 44 CLS: ABB CLS: EN 
RAN : 10K OUR: 1 Ho AFE: NA RES: MAG DAM: 0 
Thia lll'llitiZlls an itam, usually a silver needle, to point at a particular target. as long as it is 
within10,000M. That~be,picificcrnon-specific,thusincludingbothuniquepersons 
or objec1I or particular of things. In order to work the spell it IS necessary to heva 
101!1ithing auocnd · the 1argets. so Relative or Contagious magic must be used. 

Maaicaf Awnnees 
CST: 7 . Ptf': 7 AP: 36 CLS: ASA GR': MY 
RAN : 10 OUR: 10Mi AFE: NA RES: TAL DAM: 0 
Thilgiv911hl calllr a non-visual awareness of the flow of rnasic around him. Ha cannot see 
mana or ill IIYels, but he can feet the relative levels of mane 1n the area and objects around 
hin and ..,.1hl movements of significant amounts of mane. 

MlnaOnin 
CST:4 Ptf': 6 AP: 98 CLS: ANC GR': EN 
RAN: T M : I AFE: NA RES: TAL DAM: 10MP 
This wiff drain Mana Points from a specific target and give them to the caster, draining off more 
MP 1han ii cos1s to cast the spell, so the caster ends up wi1h a net prof rt. Note that this works 
on people, not on enchan1ments, spells or matrices of any kind. 

ManaMappi 
CST: 6 ng Ptf': 9 AP: 253 CLS: ADA GAP: ENOI 
RAN: 1000 OUR: I Da: 1Ho RES: NA DAM: 0 
ThiswillCINteonanysurfaoa an image. in pointswhichappearto be bumtthere the positions 
of all major mana sources within the indicated radius relative to the position of the caster. The 
aiz9 of the marks wil vary with the intensity of the mane sources in1,10lved. No concentrations 
of less 1han 50MP will show up so the average peasant will not appear on such a map. 

~~ MP: 10 AP:264 CLS:AC\ GRP:ENDI 
RAN: 10 OUR: 1Mi AFE: NA RES: NA DAM: 0 
This will reveal an image of the pattems of mana which existed in a given area where it is cast 
duringthepastweek. Mostuselully. itwill indicate if any sources of unusually high manahave 
PISMd through that area in that time. and the general configuration of that mana. though the 
Mana Sight sl<ill or spell can act with this spell to give greater accuracy and detail. 

ManaShield 
CST: 8 MP: 9 AP: 98 CLS: AFO GAP: ENST 
RAN : S OUR: 1Da AFE: NA RES: NA DAM: 0 
This allows the caster to absorb spell attacks. at a cost of one of his own Mana Points for each 
MPofthespellswhich hit him. Ha can absorb upto 12MP per Casting Level of this spell per 
spell used on him. Higher CL would allow a higher level of albsorbtion. 

MlnaSight 
CST: 9 MP: 9 AP: 73 CLS: ABO GAP: ENST 
RAN : l1 OUR: 1Ho AFE: 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 pattems of Mana. giving him a rough idea of Mana 
concentrations and ieYels of magical power in persons and ob1ects. 

ManaTracki 
CST: 16 ng MP: 13 AP: 558 CLS: ACO GAP: ENOI 
RAN: 1000 OUR: 12Ho AFE: NA RES: TAL DAM: 0 
This allows the cuter to follow the trail of a certain mane pattem. ei1her that of a being or an 
lllm, if he is familiar with the mana pattem in questions and if he has a starting point which is 
within 1000M of a place where that mane pattem 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. 

MskofC:-.n 
CST: 12 MP: 19 AP: 585 CLS: AMB GR': MY 
RAN : !DMV OUR: 1 Da AFE: NA RES: WIL DAM: 0 
Clea1Naapiritwhich isprogrammedto seek outspecificthoughtpattems. When it finds them, 
it will mark that person with a visible symbol which will cause all those who see itto wish to slay 
thatpnon iftheyfail e WILsava. After this. itwffl carryontothenext nearest person with that 
thought patlam, carrying this on for as long as its duration. 

MalkMagic 
CST: 4 MP: 10 AP: 120 CLS: AFC GFF: EN 
RAN: T OUR: 1We ARE: NA RES: NA DAM: 10MP 
When cast on a magical obiect or person. this will obscure the magical nature of that target. 
Each CL will negate 10MP for the duration of the spell. hiding them from detection or 
oblervation. Oetiction spells of enhanced level should reduce the effectiveness of this spell 
t0 a degree appropriate to their enhancement. 

Mending 
CST: 3 MP: 6 AP: 99 CLS: OPC GAP: ENST 
RAN: T OUR: X ARE: NA RES: NA DAM: SOHR 
This will rejoin broken objects which are made of any non-living organic or mineral 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: 39 CLS: BEE GFF: MY 
RAN : S OUR: 10Mi AFE: NA RES: NA DAM: 1CP 
This spell temporarily increases a single characteristic within the Mental group, any of the 
characteristics INT. JUD. WIL or TAL. It raises the statistic in question by the given amount for 
the duration of the spell . This increase will be effective in all ap~l(cations of the characteristic. 
but does not give the caster the skill points which would come if it were a permanent change. 

Merge with Darkness 
CST: 9 MP: 6 AP: 39 CLS: HNE GR': DA 
RAN · S OUR: 10Mi AFE: NA RES: NA DAM: 0 
This allows the caster to become part of any are of darkness near him, taking on its appearance 
and its immateriality. It will work in full darkness or in shadows. and he can travel for the extent 
of that darkness af his normal movement rate. While merged he cannot be affected by or 
manipulate physical objects. 

Me1eorShower 
CST: 12 MP: 20 AP: 160 CLS: OJA GR': GE 
RAN · 100 OUR: 1Mi ARE: NA RES: AGI DAM: B 
This causes a swarm of small meteors to fall in a 100M radius with its edge within 100M of the 
caster. All in that area must make an AGlx3% roll each CR that the spell lasts or they will be 
hitbyameteordoingtheindicateddamage. lftheymaketherolltheytakenodamage. Damage 
is club located damage. 

Microvision 
CST: 5 MP: 6 AP: 39 CLS: BEE GFF: MY 
RAN : T OUR: 10Mi ARE: NA RES: NA . DAM: 0 
This allows the caster to adjust his vision to look more closely at things which are small or hard 
to see. It works like a microscope. effectvely doubling the detail of his v1s1on. ~aking neart?Y 
~ appear to be twice their natural size as he observes them. Multiple CL will increasethlS 

geometrically. 

Mind Control 
CST: 4 MP: 13 AP: 305 CLS: BIC GFF: MY 
RAN : 10 OUR: 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 maximum damage against the target's Will Points. The target _may 
counterattack using his WIL as his MD and f\is WP to absorb damage. Each attack on either 
side costs 30AP. ana the target need not counter attack with his WIL if he prefers another course 
of action. When one character·s WP are reduced to O 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 h1_s 
mental freedom at any time thereafter. If. at. any time. he 1s given an order which 1s l_1ke1Y, 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: 15 AP: 162 CLS: BFE GFF: MY 
RAN: S OUR: 12H AFE: NA RES: NA DAM: 50WP 
This establishes a protective shield around th_e mind of the.caster. protecting it from WIL based 
attacks for the duration of the spell. by adding a defensive buffer of 50WP. which must be 
destroyed before attacks can effect his own WP. 

Mind Melding 
CST: 11 MP: 9 AP: 175 CLS: BNA GFF: MY 
RAN : 3 OUR: 10Mi AFE: NA RES: NA DAM: 0 
This allows mages to combine their efforts in the casting of powerful spells. It allows them to 
pool MP and FP and use the best skills and Ml of the group to cast the spell. However. the MP 
and FP paid in casting a spell under Mind Melding are ooubled before they are d1v1ded between 
the casters and the total AfJ cost of the spell is also doubled. It is excellent for casting extremely 
high-level, long-term spells. 

Mind Mending 
CST: 12 MP: 7 AP: 221 CLS: BClD GFF: PH 
RAN : T OUR: I DEL: 1 Ho RES: WIL DAM: 10H 
This sp,ell will repair nerve and brain damage including insanity. either allov,:ing the subject to 
have a WILx3% roll to be cured if it is an air or nothing matter or healing the indicated amount 
of damage. 

Mind of the Beast 
CST: 8 MP: 6 AP: 46 CLS: BOE GFF: BE 
RAN : S OUR: 10Mi AFE: NA RES: NA. pAM: 50SP 
This converts the caster's leamed weapon skills to those of an animal form into which he h_as 
transformed. It allows him to allocate the indicated number of LSPfrom human weapon skills 
to appropriate animal attack skills. Increases CL increase the number of LSP that can be 



OOIMl1ild,wilharnaximllnlmitoftheLSPwhiehthecas1eroriginallyalloca1edtocornbatskills. 

Mindf:laading 
CST: e t.f': 9 M': 2e!I ClS: BCC GFP: MY 
RAN : 10 CUR: 10M ARE: NA RES: WIL DAM: 0 
This allows 1he Clller 10 191d the IUlface ~h1s of a single target, if he fails a WILx3% roll. 
lf1hattargetfaila1hat roll, but ii within WILx5% he will notice thafhis mind is being read, and 
W he hes ltrf CCIIJffllllffla to lake he may do so. It will reveal whatever though1s are 
Mning tluauah the chlracln mind at1hattime, reYNI lies and the true answers to questions, 
and 1xpc111 whl1iMr' lilullione are occup'fing his though1s. 

Mind~ 
CST: 3 t.f': 9 M': 122 Cl.S: BAC GFP: MY 
RAN : 100 CUR: 10M ARE: NA RES: TAL DAM: 0 
This pull 1he Clller in 111111111 contact with any targets of his choice who are within range. The 
~of ~able10CCJlllfflUIUCa1 With• particular target is based on the TALof thattarget. 
There • a TAl,,j3% chance of 1hat ....... being able to receive any communications directed 
It him and NapOnding. -r• 

Mindlink 
CST: 13 MP: 14 M': 318 Cl.S: BNB GFP: BEMY 
RAN : 10K ll.JR: 1Ho ARE: NA RES: NA DAM: 0 
This Hnkl the mind of 1he casl8rtllepathically with that of any being or spirit which has been 
dominated in• WiU Battle and is still in con1rof. It allows him to maintain contact with that mind 
and comrnunm with it. illuing commands which have the same force as if he were in close 
proximltyto1hebeing. Rememl>erthatWill Battle alone will not allow one1D control the actions 
of a being, but Vlrioua control spells can act through Mindlink. 

Miniatl.rization 
CST: 6 MP: 25 M': 938 CLS: DEC GAP: ENWI 
RAN : T OUR: 1We ARE: NA RES: NA DAM: 0 
Thil takes• single being Of object of up to 5 cubic meters in volume and reduces it to 1/10th 
of ill original eiz1 for 1he c1uration of the spell. though it can be retumed to full size on command 
by the cas111r. Beings reduced in size are not narmed, but their abilities are appropriately 
reduced. 

Minor Summoning 
CST: 4 MP: 7 AP: 98 CLS: ALB GFP: SO 
RAN : T DUR: 10Mi ARE: NA RES: S DAM: 0 
This calls demonic spirilllof 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 
flem in a will battle Of by other means. The caster must know the name of the demon he is 
aummoning 10 use the spell successfully. Demons effected by the spell should have in the area 
of 1-100 Wdl Poin1s>. 

Mirror 
CST: S t.f': 4 AP: 12 CLS: GMF GAP: WIU 
RAN : 1 OUR: 1Mi ARE: NA RES: NA DAM: 0 
This CIN1lls a truly reflective mirror of supematural 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. 

M' . 
CS~ MP: 18 AP: 438 CLS: CNB GRP: SHPH 
RAN : 10 DUR: I ARE: NA RES: CON DAM: SOCO 
This caUNS • pregnant woman to miscany her child. There is a season delay before it takes 
effect, and it must be cut after a child has been concieved. It will not work if cast after the first 
e months of pregnancy. The target gets a C0Nx3% chance of not miscarrying the child. even 
If Ille ii willing Ind disilw the miscarriage. 

Natal Curse 
CST: 15 MP: 10 M': 216 CLS: ANF GRP: SHEN 
RAN : 3 OUR: X ARE: NA RES: TAL DAM: 0 
This placesacurseonan 111born infant or on an infant who has just been 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 !he cuter. The degree of damage which it can do is limited 
It can lower any characteristic by up to 3 poin!s or cause the permanent infliction of up to 18 
poims of damage in a specific area. or do any other appropriate damage within the same 
general range • based on the Mana Point Cost of the spell. 

Need Suspension 
CST: 4 MP: 10 AP: 4S CLS: CHE GAP: MYST 
RAN : S OUR; Xla 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 
number of hours he was underthespelldivided by 2with an immediate loss of an equal number 
of FP. 

Neural Block/Anlesthesis 
CST: 3 MP: 7 AP: S9 CLS: BFC GAP: MYPH 
PAN: T DUR; 10Mi ARE: NA RES: CON DAM: 0 
Thisblockstheflowofimpulsesfromthenervestothebrain.causinganumbnessandcessation 
of pain. It wortcs well as an anaesthetic effect, but also makes areas numbed more or less 
UNlell for the duration, • they will not respond to commands from the brain. It works from 
1he point where the subject is touched, and numbs all areas from that point out from the brain, 
10 if it is done in• Umb, all parts of that limb below the contact PQint are numbed. If it is done 
on the IDllo,all areas of the body below that point are numbed. There is aCONx3% roll if the 
IUbject wishes 1D resist 1he effects. 

Neutralize Friction 
CST: 15 MP: 10 M': 112 CLS: HOA GFP: WI 
RAN : 3R OUR: 1Mi ARE: NA RES: VAR DAM: 0 
This makes a sirface of the radius indicated or an obiedt of up to an equ~nt surgace area 
effective~ free from friction. so that it will slip from the mp of anyone holding it. or those standing 
of it will shp and fall down. It can be usedtoeffectmorethan one object it they are small enough 
thatgheirtotal surface area fits within the range. To avoid dropping frictionless ob~ one must 
make a DEX x 3% roll and a DEX% roll is required to IC1ually se the objecty. To stand on a 
frictionless surface requires an AGlx3% roll and movement without falling requires an AG!% 
1011. 

Neutralim Poison 
CST: 11 MP: 11 M': 273 ClS: CND GFP: PH 
RAN : T DUR: I ARE: NA RES: NA DAM: 40H 
Thie will negate the effects of overall body damage from poison up to the indicated amount. 

N" htmare 
C~T: 15 MP: 12 M': 312 CLS: BMF GFP: MY 
RAN : 1000 OUR: 1Ho ARE: NA RES: NA DAM: SOFP 
This spell causes a single target to experience a hair-raising nightmare, which causes him to 
irretrievably lose the benefits o'l one-hour's sleep during that night. most significantly one hour:s 
worth of F~ regeneration. The FP lost should be one Fl for the target or 20FP. whichever is 
greater. Even sleeping an extra hour to compensate for the nightmare will not bring back those 
lost FP. The nature and theme of the nightmare is of the choosing of the caster. 

Nightvision 
CST: 4 MP: 5 AP: 45 CLS: BED GFP: MY 
RAN: S/10 DUR: 10Mi ARE: NA RES: NA DAM: 0 
This allows the caster to see in darkness as if it were daylight. though fuill visibility is limited to 
the range indicated. 

Nondnctability 
CST: B MP: 9 AP: 59 CLS: AFE GFP: EN 
RAN : S OUR: 1Da ARE: NA RES: TAL DAM: 0 
This makes the caster immune to the effect of detection. location or analysis spells, in short 
anything with the letters B. C or Das the middle letter of their classification. It can be overriden 
by a spell of higher Casting Level. but is generally effective to make the caster nondetectable. 

Odor Alteration 
CST: 5 MP: 7 AP: 103 Q.S: ~ GAP: PRDI 
RAN : 10M OUR: 1Ho ARE: NA RES: JUD DAM: 0 
This will alter the odor of a single person or object to any odor with which the caster is familiar. 
It also effects scent traces. so works well against tracking 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 GAP: PRO! 
RAN : T/1Y DUR: NA DEL: 1Ho RES: NA DAM: 0 
This gives the caster a sign of what is to come in regards to a specific area of questioning. This 
sign 1s given by the powers off ate or faith . and how rt is interpretted is in the hands of the caster. 
It shoula be fairly accurate. potentially. and can concem event about which he is curious up to 
a year in the Mure. The omen can appear any time in the hour after the spell is cast. and the 
caster has to figure out what that he sees is the actual 0tnen. 

~6 MP: 9 AP: 98 CLS: CEA GFP: 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. 

Palm of Light 
CST: 3 MP: 3 AP: 5 Q.S: GME GAP: PYU 
RAN : T OUR: 10M ARE: NA RES: NA DAM: 0 
This causes the caster's palm to glow with light as bright as that of a lantem, which he can reveal 
or conceal by opening or closing his hand. The light is somewhat directional, like an illuminating 
beam. 

Pattem of Coolingtrieating 
CST: 6 MP: 7 AP: 30 CLS: GED GFP: BA 
RAN: 10 OUR: 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 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. 

Pattem ~ Darkness 
CST: 12 MP: 7 AP: 45 CLS: GAD GFP: BA 
RAN : 10 OUR: 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/SO. The caster must 
keep playing for the spell to be in effect. If he stops. the spell stops as well. 



PltllrnofOllfrlNI 
CST: 12 MP: 10 AP: 216 CLS: BNA GFP: BA 
RAN: 10 DJR: 10M AF£: NA RES: CON DAM: 0 
Thil cai.-. ~ within range 1D loee their eense of hearing for the duration of the spell 
If 1hly flil I CONic3% roll. 

PltllrnofEarth 
CST: 12 MP: 19 AP: 181 O..S: DJD GFP: BA 
RAN: 30 CUR: S AF£: NA RES: AGI DAM: 10 
Thia allows the cuter to manipula1e earth and stone with magical force. The potential volume 
he can lffect ii 1 Cubic Meter. Speed of movement is 10kph. He can command the direction 
and actiYity of 1hie fflOYlfflent. control the movement and shape the ma1erial as he chooses for 
the duration of the soeH. Sufficient material must be available for him to work with. The effects 
oftheapell begin aftar 1/10th of the indicated AP cost has been expended. The duration can 
be lldlndld u Iona II the cuter continues to play, ~ying the indicated Mana Point Cost and 
FP COit IICh time h indica1ed AP cost has been paid again, or in a number of rounds equal 
tD AP coet/50. The cuter must keep playing for this extension to work and if he stops, even 
during the original casting, the spell is immeaiatly terminated. 

Pdlm of Enchan1ment 
CST: e MP: 10 AP: 144 CLS: BIA GFP: BA 
RAN : 10 DJR: S AF£: NA RES: WIL DAM: 0 
This cau~euftthoee ~in range to obey a simple sequence of commands given by the caster 
the cany1ng out of which may last no longer than the duration of the spell, or until terminated 
l!YtheC1118r. The commands must be wifrlinthe abilities of the targets. and cannot bring them 
direct harm or injury. There is also a delay of 1 minute before the spell takes effect. The effects 
of the spell begin after 1110th of the AP cost has passed. Duration can be extended as long 
• the cuter continues to play, paying the indicated Mana Point Cost and FP cost each time 
the AP cost period pesaes again, or in a number of rounds equal to AP cost/SO. The caster must 
lraep playing for the apell to be in lffect. If he stops, the spell stops as well. 

Pdlm of Flame 
CST: 19 MP: 19 AP: 73 CLS: GJO GFP: BA 
RAN : 30 ou:l: 1M AF£: NA RES: AGI DAM: 10 
Thisallowsthecaster1Dcreateflameand control its movement. It creates about as much flame 
••common campfire, which can do the indicated amount of damage each round that it is in 
uistence, 1D anvthing within a 3M radius. In addition. he can cause the flame to move at up 
1D 10kph in the direction of his choice. The effects of the spell begin after 1/10th of the AP cost 
~ peaaed. Duration can be extended as lon9 as the caster continues to play. paying the 
lndica1ed 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 atops, the spell stops as well. 

Pattern of FO!gflfulnesa 
CST: 30 MP: 25 AP: 1350 CLS: BNA GFP: BA 
RAN: 10 ou:l: I DB..: 1Ho RES: WIL DAM: 0 
Thie _CIU9IS all thoee within range to lose their memory of any sequence of shared events 
epecffied by the caster. they shoufd be events which happened in fairly close temporal proximity 
1D the casting of the spell. That memory will be blocked out until the caster restores it or the 
d9c1s of the spell are somehow negated. 

Pattern of Healing 
CST: 15 MP: 15 AP: 495 CLS: CPsA GFP: BA 
RAN: 10 DUR: I Da: 10M RES: NA DAM: 10 
This heals the indica1ed amount of damage to all persons within the given range. That healing 
should be distributed evenly between their wounds. 

Pattern of Light 
CST: 7 MP: 7 AP: 45 CLS: GMD GFP: BA 
RAN: 10 DUR: S AFE: NA RES: NA DAM: 0 
This suffuses the given radius with light. illumina~ng the entire area as if it were in daylight. The 
9ffects of the spell begin after 1/10th of the AP cost has passed. Duration can be extended as 
long u the cuter continues to play. paying the indicated Mana Point Cost and FP cost each 
time the AP cost period puses again. or in a number of rounds equal il APcost/50. The caster 
must keep playing for the spell to be in effect. If he stops. the spell stops as well. 

Pdlm of Pnlyais 
CST: 4 MP: 10 AP: 60 CLS: CHA GFP: BA 
RAN : 10 DUR: S AF£: NA RES: WIL DAM: 0 
This eaueee all within range 1D become immobilized as if paralyzed. fer the duration of the spell 
lfthevfail a Wll..x3% roll. The effects of the spell begin after 1710th 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 1D AP coet/50. The caster must keep playing for the spell to be in lffect. If he stops. the 
apelllopluwell. 

Pattemof P91ce 
CST: 12 MP: 10 AP: 168 CLS: BOA GFP: BA 
RAN : 10 DUR: S AF£: NA RES: WIL DAM: 0 
Thie wiU calm all thoee 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 apell begin after 1110th of the AP cost has passed. Duration can be extended as long as 
the Cllter continuea 10 play, paying the indicated Mana Point Cost and FP cost each time the 
AP cost period pesaes again, or in a number of rounds equal to AP cost/SO. The caster must 
laep playing for the spell to be in lffect. If he stops. the spell stops as well. 

Pattern of Slaying 
CST: 34 MP: 35 
RAN : 10 DU,: X 

AP:2205 
AFE:NA 

CLS:CNA 
RES: WIL 

GFP: BA 
DAM:O 

This causes all those within range to die on the spot if they fail to make a Wllx3% roll. 

Pattern of Sleep 
CST: 4 MP: 10 AP: 60 CLS: CHA GFP: BA 
RAN : 10 DUR: 10M AFE: NA RES: WIL DAM: 0 
Thie causes all those within range to fall soundly asleep for the duration of the spell if they fail 
1 Wllx3% roll. There is a 1 minute delay before the spell actually takes effect. 

Pattern of Storm 
CST: 10 MP: 19 AP: 217 CLS: FGD GFP: BA 
RAN: 30 DUR: 1M AFE: NA RES: AGI DAM: 10 
This will call up a considerable storm at the caster's command, with winds of up to SOkph. It 
ii capable of doing the indicated damage through wind or lightning directed at gro~ps or 
individuals in the area during the duration of the spell. It can afso 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 beQin after 1/10th of the 
AP cost has passed. Duration can be extended as !ong as the caster CC?nfinues to play._ paying 
the indicated Mana Point Cost and FP cost each time the AP cost penod passes again. or in 
a number of rounds equal to AP cost/SO. 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 GFP: BA 
RAN : 10 DUR: S AFE: NA RES: WIL DAM: 0 
This inspires all those in the given radius with unreasoning fear. causing them to flee away from 
the caster if th~ fail a Wllx3% roll. The effects of the spell begin after 1/10th of the AP cost 
has passed. Duration can be extended as Ion~ as the caster continues to play. p_aying _the 
indicated Mana Point Cost and FP cost each time the AP cost period passes again. or 1n 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 Water 
CST: 12 MP: 19 AP: 145 CLS: EJD GFP: BA 
RAN : 30 DUR: 1M AFE: 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 to work with. 
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. 

Pattern of Wind 
CST: 16 MP: 19 AP: 1~ CLS: FJD GFP: BA 
RAN: 30 DUR: 1M AFE: NA RES: AGI DAM: 10 
This allows the caster to generate winds of up to SOkph and to direct or control the movement 
of winds of up to 90mph. He can also increase the s~ 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 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 1n a number of rounds equal to AP cost/SO. The caster must keep playing for the spell to be 
in effect. If he stops. the spell stops as well. 

Pentacle of Binding 
CST: 8 MP: 8 AP: 47 CLS: AFF GFP: SO 
RAN : 1 DUR: 10M AFE: 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 GFP: WI 
RAN: S DUR: 10M AFE: 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. 

Physical Characteristic Enhancement 
CST: 4 MP: 6 AP: 33 
RAN : S DUR: 10M AFE: NA 

CLS: CEE 
RES:NA 

GFP: MY 
DAM: 1CP 

Piercing Point 
CST: 3 MP: 9 AP: 122 CLS: DEC GRP: ENST 
RAN : T DUR: 1M AFE: NA RES: NA DAM: 10 
This makes pointed objects sharper and more damaging. Each CL adds 6 to the potential MD 
of a weapon for the duration of the spell . 

Plaaue of Boils 
CST: 12 MP: 16 AP: 423 CLS: CPsB GRP: PHSH 
RAN : 30 DUR: 1W AFE: NA RES: CON DAM: S 
This causes a single target to break out in painful and unsigll!iy boils all over his Body. It does 
1 point of damage per hour. plus he loses 1 point of CON & STA per day thatthespell is in effect. 
although these regenerate at the usual rate during that time and after the spell runs its course. 
While ~e spell is in effect the skin is also sensitive. so the AP cost of any armor wom is doubled. 



Pllaue of Locultl 
CST: 6 MP: 12 N': 317 CI.S: a..A GRP: BMSH 
P.AN : 100 M : 1H ~ : NA FES: NA DAM: S 
Thiuummor• •-alllck of locusts which will invade tie given radius, del1roying all crops 
fllle and doing damage 1D any !here at I 1111111 of 1 point OWlllll INlry 10 minutes that tlle'f are 
arpoeed. 

Plaaueclt.1111 
CST: 6 MP: 14 N': 324 CLS: C1..S GRP: BMSH 
P.AN : 30 M : 10 ~ : NA RES: WIL DAM: S 
This afllicll a linglt target within range with an infestation of biting mites whieh will annoy and 
dlmlge him wllh rota of little wounds. doing onepointof C!a_!nage per hour, loeated. disregarding 
armor. In addition tie victim loses 30 AP fTom his 1Dtal AP eaeh round while he is so afflicted. 
If a~ roll ii made the AP ~ ,re halYed for the next hour. 

PllaueofV'lliore 
CST: 18 MP: 12 N': 381 CLS: BPF GRP: MYSH 
P.AN: 3 M: 10 ~ : NA RES: TAL CAM: 0 
This affliets a ""918 target with halluei~ visions of the cas18r's choosing. which as,ail him 
~ . eausang him 1D loee 40AP dunng eaeh round for the dura1ion of the spell. If a 
TALx3% roll ii made the victim can ignore most of the visions and loses half the indicated AP. 

PwlalT~ki 
CST: 35 MP: 25 ng N': 338 CI..S: AKE GFf>: WI 
P.AN: S M: X ~: NA RES: NA CAM: 0 
Thilallows theCllllrfDnp dnetly fTom his world into another plane. Its limitations are similar 
1D 1tl0le of the Plane Gl18 spell, with 1ransport being easier at weak poin1s in the planal fabrics 
Glled Nexi, Gl18s or Junctures. From one of these ga1as to a similar gate on another plane 
Ill COit is • indica!ad, but if the transport is from a non.gate area to a gate or from a gate to 
1non-g1l111111theMana Point Cost is doubled and the Mns halved. lfno gates are being used 
at all 1fie Mana Point Cost is multiplied by 4 and the Ml is quartered. Agaln, the easter should 
bl familiar wilh 1he destination and the plane. though this familiarity can be gained through 
ffllnlll images transferred from another being or otller similar means. It transports only the 
Cllllr, and dOII 10 inltan1aneously. 

Plane Gala 
CST: 55 MP: 31 N': 692 CLS: AKF GFf>: WI 
P.AN : 3R M : 1M ~ : NA RES: NA DAM: 0 
This CIIIIN a gale from one world to another. through whieh as many people can pass as will 
fit through a 3M radius apperture in one minute. probably ten tD 20 people. The easter can 
epeeify Ile dNlination as any plane with which he is familiar. but he cannot normally choose 
Ill location on that plane, except to c:hooee between available. open nexuses where that plane 
lhows i.a integrity WK! is 'eloser' to other planes. These weak points in the planal fabric can 
ba001 llidelld gatlsor Hnks. and it is to these that a plane gate will transport people. If transport 
ii from one~ on the plane of origin to another gate on the destination plane. the Mana Point 
Coat ii II liilld for this spell. It is poesible to transport without using established g11tes. lbut 
lfllllplll ilc:asttocrNtngate ina noMS!ablished location, the cost is increased. Transport 
from • non.gate araa to a gate has double Mana Point Cost and the Ml is halved. Transport 
from• gate lD a non"9ate araa has the same cost. Transport from a non-gate area to a non­
an 11'11 has four times the regular Mana Point Cost and one-quarter the re<,1ular Ml. If an 
illablished gate is not used the easter must be intimatly familiar with the point of arrival. though 
f!is. familiarity can be gained through mental images transferred from another being or other 
11111ilar means. 

PllrllWindow 
CST: 10 MP: 10 N': 144 CLS: BEF GAP: WIDt 
P.AN : 1R CUR: 10M AFE: NA RES: NA DAM: 0 
This Cl'Nt9I a window through which anyone can see into another parallel world or plane. The 
view ii choeen 171 the cas18r, though It must be a place which he is familiar with on a plane he 
knows, though this familiarity can be gained through mental images transferred from another 
being or other eimilar means. It is not possible to pass through this window. and It is invisible 
1D 1tl0le being Yiewed. 

~ ~ MP: 15 AP: 168 CLS: CKD GFf>: HE 
P.AN: 100K M : I ~ : NA RES: NA DAM: 0 
This allows the c:a1Br tD transport himself from one place to another through an affinity with 
Dlanta. If he is in touch c:ontac:t with a plant of a specific type he can use the spell to transport 
himeelf to another specimen of the same type of plant whiehis within range. He appears to step 
illD one plant and out of the other, and the transport is virtually instantaneous. 

Plantform 
CST: 7 A.fl: 7 AP'. 52 Q.S: OOE GFf>: HE 
P.AN :$ CUR: 1CM ~ : NA RES: NA DAM: 0 
This allows the cas18r to alter his form tD that of a plant with which he is famil iar. He takes on 
all the properties of that plant and is p!etty much indistinguishable from a natural plant of that 
kind. 

PnldctWedler 
CST: 8 A.fl: 8 AP'. 85 CLS: FCA GFf>: AESH 
P.AN : 10K M : I ~ : NA RES: NA CAM: 0 
Thil will tlll 1he cullr what the weather patterns wilhin range will be during the next 24 hour 
period. It ii acc:ura11 and fairly detailed, and can be relied on unless the weather is tampered 
MIil magically. 

PNlervalion 
CST: 3 A.fl: 9 AP: 81 CLS: O:C GAP: ENST 
AAN : T CUR: 1W ~ : NA RES: NA CAM: 0 
l1lil prol8c1I organic and inorganic materials from the efleels of time and decay. It essentially 

suspends all temporal effects for that material for the durati~n of~ spell. so that~ood will not 
rot, metal will not rust. etc. When the spell runs out all of the time which passed dunng 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 Magic 
CST: 3 MP: 7 AP: 90 CI..S: AEC GRP: ENAR 
RAN: T CUR: 1Ho ARE: 10MP RES: NA OAM:0 
This extends the duration of an already existing Matrix up to the indicated capacity or size 
for the duration of the easting of this spell It can only be cast reliab~ once on any given 
Matrix After that the Matrix it is east on will begin tD deteriorate If It IS 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 incrNSeS It to 100%, the 
next to 20()% . etc. 

Prime Summoning 
CST: 7 MP: 14 AP: 389 CLS: ALB GFf>: SO 
RAN : X CUR: 10M AFE: NA RES: WIL CAM: 0 
This summons demons who fall within the middle classification, thole more powerful than imps 
but less formidable than the elite nobility of demon kind. To summon a demon ~e_ctivei\'. the 
caster must know his name and any special procedures required to summon him, 1n addition 
to this spell. Prime Demons have in the range of 100-200 Will Points. 

Protection from Detection 
CST: 6 MP: 10 AP: 96 CLS: AFA GFf>: EN 
RAN : 10 OUR: 1D AFE: NA RES: TAL DAM: NA 
This masks an area up to 1 OM in radius from the effecis 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 GAP: HY 
RAN : S DUR: 10M AFE: NA RES: NA DAM: 0 
This allows the easter to alter his form and material comf>OSition into a_form of water. essentially 
tuming him into a puddle. As a puddle he has waters natural res1stence to most phys1c:i.l 
attacks. and also its unique vulnerabilities. In this form he cannot move or communicate, though 
he can terminate the spell at will. 

Purify Gas 
CST: 9 MP: 9 AP: 110 CLS: FND GFf>: 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 easter is 
familiar with the proper composition of that material. 

Purify Liquids 
CST: 7 MP: 9 AP: 146 CLS: END GAP: HY 
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. 

Purify Matter 
CST: 7 MP: 9 AP: 114 CLS: OOA GAP: 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 . 

Re!:ienera1e Limb 
CSi: 23 MP: 14 AP: 588 CLS: COF GFf>: PH 
PAN : T DUR: I DEL: 1M RES: NA DAM: SO 
This will regrow a severed limb. taking 1 Month plus a number of days equal to the percentage 
of body hit points re_grown to fully regrow that limb. The limb will not be functional until the spell 
has run its course.Regrows full limo in extened time period 

Reincarnation 
CST: 13 MP: 21 AP: 794 CLS: AID GFf>: PR 
RAN : X OUR: X ARE: NA RES: S DAM: 0 
This causes a recently disinc:amated (slainl spirit to be reincarnated in the first available body 
appropriate to his level of Karma It is most ikely tha1 available bodies wi ll be newborn infan1s. 
but It 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 body. especially if It has negative Karma Points. If the 
character has less than • 1 OOKP he will go to whatever hell its faith condemns It. If he has less 
than -80KP his spirit will be reinc:amated into a much lower life form. like a crustacean or insect. 
If he has less than -SOKP his spirit will seek out a lower animal. serpent or lizard, like a snake 
or rat. If he has less than -40KP he will come back as a major animal or bird , like a 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 a more or less similar life situation. 
If he has over +20KP hesill be rebom in a higher social situation. about 4 points of SOC higher. 
If he has over +40KP he will be rebom with as much as 8 more SOC. If he has more than +SOKP 
he will be rebom with as much as 12 more SOC. If he has more than +80KP he will be rebom 
with as much as 16more SOC. If ltis not possible to raise his SOC.that much. the leftover points 
should be assigned to other stats. If he has over + 1 OOKP he will be assumed into whatever 
heaven is appropriate to his faith . 

Remove Barrier 
CST: 7 MP: 8 AP: 173 CLS: APC GAP: ENWI 
PAN : T OUR: I AFE: NA RES: MAG DAM: 0 
This spell will remove magically maintained and created physieal barriers oin whieh It is cast. 
It will eliminate barriers of up to SMP in strength. 



' 

~3llnclNd IF:9 AP:98 CI.S:NJC GRP:NEPR 
RAN : 10 M : 1M AFE: NA RES: WIL DAM: 10 
Thia CIIIIII apirill and Cl'NturN which can be defined IS undead to be driven away from and 
lhun the C8l1lr if 1hey fail a Wll..x3% roll. The effect cen1ara around the caster for the duration 
oltheapell. A being can be defined IS undead if it lackiM one or more of the elements Mind, 
Body and Spirit. ..• 

~3War IF:B AP:29 CLS: EGO GRP: HY 
RAN : S CUR: 11M AFE: NA RES: NA DAM: 0 
ThillPllf makw 1single111getof up to man-size repel all water which touches it, it also allows 
one t, lllnd on or Wilk on water, tnough the surface is rather slippery and unsteady. 

~,Mlgical Amor 
CST: B IF: 5 AP: 16 CLS: HFF GRP: EN 
RAN : T M: 1M AFE: NA RES: NA DAM: AV+ 1 
Each Q. of1tlia tpell gives the 11/get magical protection equivalent to 1 point of AV against all 
tn-1 of lltlcka 1D arry area of his body. 

Flaeaurection 
CST: 17 MP: 28 AP: 1521 CLS: CR: GAP: PHPR 
RAN: T M : X AFE: NA RES: NA DAM: S 
ThilraiNluingle111getfromthe dead. The body must be prasentforthespell to work. and 
1he spirit must ltlll be near the body. A spirit will generally stay around for WIL squared hours. 
minus 1he number of positive or negative Karma Points the character has. Ressurection heals 
all damage to the body which woufd be fatal, up to the minimum level necessary to retum the 
character to life. It will not heal any lesser wounds or even near-fatal wounds. It will not 
-..emble a dismembered body or rejoin or regrow limbs or organs which are completely 
del1royed, nor will it work on ashes or ground up bits. = Organ MP: 11 AP: 454 CLS: COC GAP: PH 
RAN : T M : X AFE: NA RES: NA DAM: 10 
This hells c_lamaged organs, including those which have reached a # or P result. The healing 
donewiH effactdimageoverthatnecessaryto reverse the# orP result up to complete healing 
olthatorgan. It does not work on overall damage. and only effects a single organ with no overlap 
per casting. If 1he amount healed does not counterract the undesira61e P or # result then the 
epell will have to be cut again or at a higher CL. 

RemtW~I 
CST: B MP: 5 AP: 63 CLS: BPD GAP: MYPH 
RAN : T OUR: X AFE: NA RES: NA DAM: 5 
This resl0rll Will Points which a single subject has lost, whatever the means. Each CL restores 
1he indicated number of WP up to liis maximum. 

RMrleAgi~ Youth 
CST: 16 MP: 25 AP: 938 CLS: CEO GAP: EN 
RAN : T OUR: X AFE: NA RES: WIL DAM: 0 
This reduces 1he physiological age of a single target by up to 10 years per CL. The effects are 
l)IITllllllnt, and multiple CL can combine fora dramatic reduction in apparent age. 

Sandblast 
CST: 2 MP: 6 AP: 8 CLS: OJG GAP: GE 
RAN: 3M OUR: I AFE: NA RES: MIS DAM: 10 
'.fhis cauaes a high-epeed spray of sand particles to strike a single target. doing overall damage 
if 1he caster hits auocessfully. · The damage is from abrasion and is treated as bum damage. 

Sandstorm 
CST: 7 MP: 11 AP: 49 CLS: OJA GAP: GE 
RAN : D.1 CUR: 1Mi AFE: NA RES: AGI DAM: 580 
This CIN1N a ewir1ing storm of sand which damages all persons within the indicated radius. 
doing 1he indicated damage to all in the area each round for the duration of the spell and also 
CIUllng them to loee 20 1P during aach round of the effect. 

Scent Illusion 
CST: 9 MP: 9 AP: 175 CLS: BMA GAP: CO 
RAN : 3M CUR: 10M AFE: NA RES: NA DAM: NA 
Thia CIN1N the artificial perception of any scent which the character is familiar with and 
chooNI to reproduce. It must be created 1n the locus of the caster, but the scent itself can 
ap,9ld from 1here up to a normal range for that type of scent. 

ScentTradd 
CST:B ng MP: 7 AP'. 27 CLS: BBB GAP: WIL 
RAN : 10 CUR: 10M AFE: NA RES: TAL DAM: 0 
This allows 1he caster to follow the scent trail of a particular quarry as if he were a tracking 
animal. To tl1ablish the scent he will need something which has the scent of the quarry and 
• place from which to start following the trail. The quarry has a TALx3% chance of eluding 
1nlcking, but this may be modified for actions he takes or special conditions. 

~'J MP: 11 AP: 1CS CLS: AAB GAP: ENSH 
RAN : T/X. CUR: 11M AFE: NA RES: NA DAM: 0 
Thia allows 1he caster to gaze into a reflective surface and see ecenes which are far away. up 
t, arry dil1ance or even outside the material plane. To focus on the scene. he must be familiar 
with the place he is scrying or with a person or object which he is scrying. The image shown 
will be of• 10M square area around the point of focus. 
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Sealing 
CST: 4 MP: 10 AP: 225 CLS: ONC GRP: ENST 
RAN : T OUR: 10Mi AFE: NA RES: NA DAM: SOR 
This will seal a door or other movable barrier in a shut or open position so that the indicated 
cumulative or sudden damage needs to be done to it by hitting or pushing to move it. Remember 
that Impact Damage is only half cumulative. 

Seeking krow 
CST: 10 MP: 16 AP: 185 CLS: AEG GAP: EN 
RAN : T OUR: 1W AFE: NA RES: MIS DAM: S 
An anow on which this spell is cast. when shot from a bow. will seek out and strike a specific 
target who the firer has in mind. assuming he is fair1y familiar with that target from personal 
con1actorthrough magical linking. The arrow will fly ataspeedof 1~hfor~eduration of the 
apell or until it finds its target. When it has a clear shot at the target it wdl strike with the force, 
accuracy and speed of the bowshot with which it was initially fired. 

Seekin Blade 
CST: i MP: 5 AP: 13 CLS: OJC GAP: EN 
RAN : T OUR: 1M AFE: NA RES: NA DAM: +3 
This temporarily increases the accuracy of a weapon. increasing the effective Attack Skill 
Rating of the wielder by 3 per CL. 

Seeking Flame 
CST: 2l MP: 28 AP: 95 CLS: GJB GAP: PY 
RAN : 1000 OUR: 1Mi AFE: 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 target with which the character is familiar. That target can take only half damage 
If he rolls within AGlx3% on the arrival of the attack. 

Sensory Link 
CST: 10 MP: 11 AP: 197 CLS: BNB GAP: CO 
RAN : 1K CUR: 10M AFE: NA RES: NA DAM: 0 
This puts the caster in direct. interractive contact with an illusion of his own creation. He can 
eee through the eyes of the illusion. or at least 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 h!s other 
senses through the illusion. Remember that a Visual Illusion is necessary to support this spell. 

Sever Soul 
CST: 5 MP: 7 AP: 133 CLS: ANC GAP: MY 
RAN : 10 OUR: S AFE: NA RES: SPE DAM: NA 
This separates the soul of a single uirget from his physical body. It can be used on a living or 
dead target assuming the dead spirit 1s still sticking around {spirits stay with the body for WIL 
squarednours). however the exact way that this spell works varies sligh1lv depending on the 
status of the target. Once a person has died. he beQins ~ lose {WIL squa:ecl)/10 WP ea~h hour 
after death untir all his WP are gone and he goes fo his 1ust reward. This can be modified for 
the character's KP by reducing the number of WP to work~ 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 body prematurely. working as a Wll 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 body it remains in the area until its time runs out. Its WP cfo 
not regenerate. but if it has the ability to initiate a Will Battle it may attempt to repossess its body. 
The WP lost in the Will Battle retum to the victim immediatly after he is removed from the body. 
but the body has an artificial number of WP equal t~ the amount of WIL damage done. by the 
attacker. The spirit may then attempt to reposses his own body by battling that artific1arw1L 
or may attempt to posses someone else. A spirit thus severed has the power to attempt 
possession for the WIL squared hours which remains until it vanishes to its ultimate destination. 
The 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: BO CLS: HKD GAP: CA 
RAN : 10K OUR: I AFE: 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. 

Shaking Death 
CST: 10 MP: 20 AP: 380 CLS: CEB GAP: SHNE 
RAN : 10 DEL: 1H AFE: NA RES: CON DAM: S 
This causes a single target to enter a series of degenerative muscle s~ms 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: 7 MP: 18 AP: 567 CLS: DOC GAP: GE 
RAN : T OUR: X AFE: NA RES: NA DAM: NA 
This allows the caster to reshape metal with his bare hands. manipulating it as if it were soft clay. 
He can make it into any form he chooses and it solidifies when he thinks he is done or after 1 O 
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 arrt status other than that which it had 
originally. 

Shape Stone 
CST: 7 MP: 18 AP: 567 CLS: DOC GAP: GE 
RAN : T OUR: X AFE: NA RES: NA DAM: NA 
This allows the ca,ter to reshape stone with his bare hands. manipulating it as if it were soft clay. 



He can mlka it~ any bm he chooaes end it eolidlfies when he thinks he is done or afler 10 
lllinulls, whichewr cona first. At one CL 1he spell lets him work one Cubic Meter of stone. 

~ MP: 10 AP: 1C!i Q.S: COE GFP: BESH 
RAN : S DLR: 1H AFE: NA RES: NA DAM: O 
Thia lllowl 1hecamrtl MSU111e 1he form of any animal or person which he has seen, with the 

d 1he limulation dependent on his famUiarity with 1he form end 1he aeeu of his =:lon. He Clllnol aaume a fonn which he has not eeen. He gains all 1he~ical 
atlribu"8ofthebm he 1191Umes, but not necessarilvthe knowladae of how to use th;~: 'i'hus. 
lfheblamt a bird he would bewithout1he11ying slo1I. Being a wolf would not give him a wolf's 
combat lkill, Ill:. Thn III additional spells which will simulate these alSilities, however. 
CloCIIN 111d equipment 118 not included in 1he apell. 

ShatlllrEardi\1111 
CST: 11 MP: 14 AP: ~ Q.S: COB GRP: PHSH 
RAN: 10 DLR:X AFE: NA RES: TAL DAM: 0 
Thia ltdlll 1he lll'drums of a single ~ . rendering him permanently deaf, though the 
dlrnlgecln be lll)lired with • Regenerate Organ apell. 

ShatlllrRay 
CST: 10 MP: 13 AP: 119 Q.S: 00G GFP: WI 
RAN: 10 DLR: I AFE: NA RES: MIS DAM: S 
Thila..-a ray-typeatlllckwhich causes a limi11d amount of ~ie material to solidify and 
lhlllar. It will~ any body area hit up to 20% of 1Dlal HP. or it has an eff8ctive MD of 20 
forOlhlr,llrgerareu. 

Shllllri 
CST: 4 ~ MP: 11 AP: 212 CLS: DOC GFP: WI 
RAN: T M: I AFE: NA RES: NA DAM: S 
Thia will ahatllr ~ic mnrial or deed organic material. aueh as rock. glass. wood or 
1111111. It cauees any object of up 10 1 Cubic Meter in volume 10 shatter or does the equivalent 
of 40 poin11 of dlmlge to a larger object. 

Shrivel Tongue 
CST: 9 MP: 12 AP: 1S2 Q.S: COB GRP: ENSH 
RAN: 10 M : I DEL: 1Ho RES: TAL DAM: S 
Thia llllr8Jly CIUNS a single 1arget's 1Dngue to shrivel up in his mouth 10 that he is incapable 
of ll1icula1i speech for the duration of tlie spell . 

Sian of Binding 
CST: 6 MP: 7 AP: 89 CLS: DMF GRP: RU 
RAN: 10 Cl.Fl: I AFE: NA RES: AGI DAM: 10CO 
When drawn in1he air this symbol will expand into a pattern of magical bonds which will entangle 
a lingle 111get if he fails an AGlx3% roll. If he is entangled he will have his AP reduced by 30 
until fie can break free with a STRx3% roll or less. If he breaks free he will take the indicated 
dlmlae u 1he bonds snap. The sign is visible only to 1he target on which it is cast or to those 
with ~ Sight 

SOI of Dana.a 
CST: 15 MP: 10 AP: 144 Q.S: HMF GRP: RU 
RAN : 10 DUR: 10Mi AFE: NA RES: NA DAM: SOAP 
Thia CIN18s a symbol of darkness which seems to suck into itself all light in the indicated area. 
causing 1Dlal dirkness for the duration. 

Sian of Flame 
CST: 9 t.fl: 7 AP: 36 CLS: GMF GRP: RU 
RAN: 10 DLR: I AFE: NA RES: AGI DAM: 10BL 
This CIN1lls a burning symbol which will strike a single 1aTlle! if he fails an AGlx3% roll. doing 
1he indica1ld bum demage and leaving an iml)reSSion fike a brand in the shape of any 
continuous symbol 1he cuter chooees to draw. Damage done is located. 

Sian of Light 
CST: 8 t.fl: 5 AP: 26 CLS: GMF GRP: RU 
RAN: 10 DUR: 1Mi AF£: NA RES: NA DAM: 0 
This Cl9l1N a glowing symbol drawn by the caster which hangs in the air where it is cast for 
1he indic:a18d period, casting light equivalent to that of a torch throughout the indicated radius. 

Sianof Power 
CST: 9 MP: 12 AP: 104 CLS: AGF GRP: RU 
RAN : 10 DUR: 1Mi AFE: NA RES: WIL DAM: S 
Thia ca.- any tntily of a spiritual nature or of extra-planal origin to have to make a WILx3% 
nil! or be driwn INlrf from 1he caster for 1he indicated duration. having his AP reduced by 50 
lhould heatllmplt0 attack or approach within 1he given range of the caster during that period. 

Sia c,fSNfi 
CS~: 11 ng MP: 12 AP: 2«J CLS: CNF GRP: RU 
RAN: T ClJR: 10a AFE: NA RES: NA DAM: SOR 
When drawn on a movable surface like a door or window this will immobilize or seal shut that 
~ object until aomeone does the indicated damage to it in a single blow. or a percentile 
rol ilrilldewithin1he talal combined applied strengtt,, divided by 3. Until one of these conditions 
ii 111111hetllrgllwiU 191111in Naled. Tlie sign is vlSible to Mana Sight but not to normal vision, 

Sian of WIiding 
CST: 8 MP: 15 AP: 225 CLS: CGD GRP: ENPR 
RAN : 10 DUR: 1W AFE: NA FES: JUD DAM: S 
Thia sign, when Nen II a written image or when made in 1he air will cause those seeing it to 
lolleWP if they fail aJUC>x3% roll. Once that save is made againstamonary sign it need not 
be made again. lf1he sign is made in the air it has a duration of only 1 minute. but does double 
dlrnlQe. If c:an be NI up to effect anyone of a specific moral orientation, such as those with 

many positive or negative karma or dharma points. thou~h it will work against only one of those 
four areas. It causes the difference between the casters DP or KP and the viewer's DP or HP. 
11 specified. to be subtracted directly from 1he targets WP and at the same time it does half of 
that damage as AP damage to the target and 115th of that damage u HP damage to1he target. 

Silence 
CST: 8 MP: 9 M': 117 CLS: BEA GRP: COST 
RAN : 10M DUR: 1M AF£: NA RES: INT DAM: 0 
This makes the radius indicated completely silent. blanking out all noise and eound 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 OUR: 10a AFE: NA RES: NA DAM: 0 
This crea1es a duplicate form from 1he physical essence of the caster which can operate and 
function just as the caster would. under his command and direction. b~ capable of thought an_d 
decision making within limits. The caster essentially loans part of his own substance to this 
creation, giving it a certain percentage of his characteristics and statistics which it uses to form 
itself. 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 ~ts reduced by the i_ndicated amo~nt. 
However the percentege by which the 5t:1ts are reduced 1s added upcumulativelytodetermin_e 
a permanent loss of characteristics which may result. The permanent charactenstic loss 1s 
equal to the percentage donated multiplied by the number of days of duration. divided by 5. with 
5 subtracted 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 ((20+20+20>)/5)-5%=7% from each stat involved. This provides a nice 
~mitingfactor. Someoftheeffecs of this can be reduced by keeping some stats low in donation. 

Si~ 
CST: 3 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 oonvincing as if it were 
revealed truth to any who hear it and fail an INTx3% roll. It essentially makes liars and conmen 
as effective as possible. 

Skill Enhancement 
CST: 6 MP: 7 AP: 89 CLS: BED GFP: MY 
RAN : S OUR: 1Ho ARE: NA RES: NA DAM: SOSP 
This increases skills temporarily by making available 1he indicated number of SP. tt ~orks only 
to enhance skills which the character has previously spent SP on and they cannot be increased 
beyond twice their original level. 

Sleep 
CST: 2 MP: 9 AP: 61 CLS: CHC GRP: ENST 
RAN : 3 OUR: 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.106+ 1 CR to be effective. 

Sleepless Death 
CST: 9 MP: 15 M': 243 CLS: BEB GRP: MY 
RAN : T DUR: I Da: 1We RES: CON OAAI: S 
This causes a single target to be unable to sleep for the duration of the spell. 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 f point of CON and STR u well . When all these stats reach 0 
he lapses into a coma. At the 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 
lo&es 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 M': 305 CLS: AED GRP: WI 
RAN : 10 DUR: 10Mi ARE: NA RES: TAL DAM: 0 
This slows the flow of time in a limited area. The effect is to halve the AP of those within ~e. 
except for the caster. It also has the same effect on ongoing activities and phenomena, halving 
1heir rate of progress. 

Sobriety 
CST: 5 MP: 10 AP: 60 CLS: CFB GRP: PHST 
RAN : T OUR: 10a 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 indicatec duration. At the point where he should become drunk he remains 
sober ifhe can roll within CONx3%. 

Social Characteristic Enhancement 
CST: 5 MP: 6 . . . AP: 39 CLS: AEE GFP: MY 
RAN : S OUR: 10M ARE: NA RES: NA DAM: 1Charac, 
teristic Points . · . · · · . 
This temporarily enhances one of the characteristics ZEA. CHA. APP or SOC by the indicated 
amount. That increase is indistinguishable from a natural characteristic of the increued value. 

Sonar Vision 
CST: 5 MP: 6 AP: 65 CLS: BED GRP: M'Mll 
RAN : 5 OUR: 10M AFE: NA RES: NA · DAM: 0 
This allows the caster to see with sound. in the manner used by bats and some marine 



IIIIITll!IIII, by bouncing eound WIMS offobiects and creating a sort of1Dpographieal map in the 
mind of the area around him. It does not allow one 1D see color or much detail. or differences 
11 tat eurflcal, but it will lhow cbjeds and outlil"IIII regardless of light or conditions. 

Sork Cinortion 
CST: 6 MP:9 N': 171 CLS: 8X: GFP: WI 
RAN : 3 CUR: 11"1 AR:: NA RES: WIL DAM: 0 
Thia ca1111alt10111d entaringthe indica1ld area 1D be distorted 90 that it cannot be understood 
or CC)fflJlllhlnde in erry Wflf. It wm in1erfere with 10Und-bated spells, especially any bardic 
IPlfls or other spells whiel\ use Singing as an element and spells which require verbal 
illlruclion. 11 allo inlllrfns with the lneantion skill if it is used within the radius, thou h not if 
it ii UNd ou1lidl the radius 1D send elflc1a in1D the radius. g 

Sonic Shield 
CST: 7 MP: 7 • AP: 27 CLS: GME GRP: COEN 
RAN : S DUR: 1<M AR:: NA RES: NA DAM: 0 
Thia prolectahces19rfromsonic attacks including bardic magic and non-magical or magical 
tonie dlcll for ... duration of the spell. 

Soul~ 
CST: 12 MP: 13 N': 352 ClS : APB GFP: SONE 
RAN :3 CUR: 1Mi AR:: NA RES: WIL DAM: 100AP 
Thia lplll induCII inllnll pain in entities which are primarilv spiritual in nature or of extra pl anal 
origin, IIICh • demons and undead. If the victim fails a Wllx3% roll he loses the indicated 
lffl0Untof N'foreachCR1hatthe.,II lasts and suffers severe pain during that period, which 
may 1nCOUr1Q8 him 1D cooperate with the easter. 

ScurMlk 
CST: 8 MP: 1!5 N': 394 CLS: COC GFP: BESH 
RAN : 100 DJR: 1W AR:: NA RES: CON DAM: 0 
Thiscaueeamilktogoaour,eitheraspeeifieatoreofmilkormilkinaideacowsothatthatcow's 
milk is !aimed 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 reaistenee roll. 

$ilatial AMlll'INI 
CST: !5 MP: 6 AP: !52 CLS: BEA GFP: MY 
RAN : 3 DJR: 11"1 AR:: NA RES: NA DAM: 0 
This gives the easter unusual awareness of events happening around him. without his having 
to Ne 1lOle events or actions 

Soeetra1Prqec:1ior, 
CST: 8 MP: 6 AP: !59 CLS: ANE GFP: SCSH 
RAN : S DUR: 10Mi AR:: NA RES: NA DAM: 0 
This spell allows the easter 1D project his body into the spirit plane directly. It tums him 
temporarily into a spectral entity. His body retains the ability to manipulate substance. but 
becomes insubstantial itself, though weapons borne can do damage to material targets. In this 
form he can pass through solid oojects if he can roll within Wllx3% and cannot be harmed by 
ohvsieaJ weapons if he can make a INTx3% roll in that round to let them pass through his body. 
Thia does not work against magical or blessed weapons. The easter can take a total mass of 
100kg intolhe spee1rai plane including himself. 

~h MP: 14 AP: !59 CLS: DJB GRP: DIEN 
RAN: T DJR: 11"1 AR:: NA RES: NA DAM: 0 
This will temporarily endow an inannimate object with speech. though such s~h can only 
be heard by the caster. The intelligence and knowledge of such an object 1s limited by its 
IX!)erienee and the cleQree 1D which it hes interracted with intelligent beings. it may also have 
a pe!IOM!ity bated on its experience and need not necessarily respond to questions truthfully 
or cooperatively. To make this spell useful. it is assumed that objects have some sort of spirit 
and ~. 1D a degree, observe what goes on around them. though their perspective may be 
peculiar. 

SDell Alt9ra1ion 
CST: 8 WI: 8 AP: 81 CLS: AOB GFP: EN 
RAN : T DUR: X AR:: NA RES: S DAM: 0 
This allows the easter 1D alter the fundamen!ai nature of a spell , provided its CL is lower than 
1he CL of this ~II. For each CL over the CL of the subject spell the easter may alter one of 
the ieltllra of its CLaSsifieation 1D any other possible letter, essentially changing it to another 
epell. For example, he could change Repel Water (EGO) to Tum Undeed (CGD) . Note that 
torthistoworka passive or stationary subject is needed. most likely aspell set in a matrix. The 
altllred version of the spell lasts for as long as the original version would have lasted and shares 
all of its other lla18. 

$!)ell-Locking 
CST: 7 MP: 11 AP: 88 CLS: AFB GFP: EN 
RAN: T DJR: 1We AR:: NA RES: NA DAM: 10MP 
This ~ prollcis an established spell from tampering and investigation. For the 
pulpONI of negation and dispellation effects, it adds the indicated amount to the total Mana 
Point Coet/ltren;th of the spell. In addition, for each CL of thisspell which is thrown on another 
IPlfl or comf)lex of matrixed spells, someone attempting to analyze or alter that spell must 
incr9aN the CL of the spell he JS using by two in order to negate tne effects of this protection. 

Sta1ueform 
CST: 5 MP: 6 AP: 38 CLS: OOE GFP: GE 
RAN : S DJR: 11"1 AR:: NA RES: NA DAM: O 
Thistransf01mstheeasterintostonewithoutdoing him any permanent harm. His flesh is tumed 
to rock and he cannot move or be harmed save bv things which would destroy stone. He retains 
awareness of himself and what goes on around him for the duration. The statue form is made 
from what9Ylrm,t of rock orear1h ma'eriai the easter is standing on at the time. so long as there 
ii at INlt 1 cubic meter of it present. He takes on ail the characteristics and resistence of the 

stone from which he is made. 

Steal Knowledge 
CST: 6 MP: 9 N': 219 CLS: BNC GFP: MY 
RAN : T DUR: 1Ho AFE: NA FES: .A.JD DAM: SOSP 
This allows the caster to a1eal knowled~ from another person. It will remove the indicated 
number of SP from skills of the easter s choice which the target hes demonsb ated in his 
presence and give him those SP and the skills which they were devoted to. The target loeea 
that portion of fiis ability and the caster gains it for the duration of the spell . It 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 hes devoted to that skill, he re!ains what is left over and 
essentially shares the skill with the easter. 

Steal Si ht 
CST: 3 g MP: 14 AP: 1n 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 . 

s.atth 
CST: 4 MP: 5 AP: 45 CLS: BED GFP: CO 
RAN : S DUR: 1M AR:: NA RES: INT DAM: 0 
This allows the caster to move and act with enhanced stealth and reduced chance of being 
obeerved, making his form less easily spotted and his movements more silent. It has the direct 
effect of giving the cas1Br a 15% bonus on ail stealth-related rolls. Additional Casting Levels 
add the same amount again. 

Stone Travel 
CST: 11 MP: 12 AP: 65 CLS: DKE GFP: GE 
RAN : 100K DUR: I ARE: NA RES: NA DAM: 0 
This allows the easter to assimilate into a piece of rock and emerge anywhere that a piece of 
the same type of rock is present. Both pieces of r~k must be at least 1 Cubic Meter in volu_me. 
It can also be used with other earths. such as vanous metals. The destination must be within 
the range, the easter must touch the departure stone and the transport is instantaneous. 

Stonefiesh 
CST: 4 MP: 4 AP: 28 CLS: COD GFP: GE 
RAN : S DUR: 1M ARE: NA RES: NA DAM: +1AV 
This transforms the skin of the easter to a stone-like consistency. Each CL gives the easter 1 
l)Oint 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. 

Striking Stones 
CST: 3 MP: 7 AP: 10 CLS: DJG GFP: GE 
RAN : 10 DUR: I AR:: 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 illusion 
CST: 15 MP: 12 AP: 303 CLS: 90D GFP: CO 
RAN : 3M DUR: 10M ARE: NA RES: NA DAM: 10 
This gives substance to illusionary creations. endowing them with lifting _and damaging 
~1lities. The illusion can do up to the indicated amount of damage and manipulate matenal 
ob1ects includinQ lifting up to 5kg of material. The specific type of damage is up to he easter. 
Higher CL will increase the damage proportionally. Remember that a Visual iiius1on 1s 
necessary to support this spell. 

Summon Air Spirit 
CST: 12 MP: 19 AP: 1192 CLS:ALD GFP:AE 
RAN : 10K DUR: 10Mi AR:: NA RES: WlL 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 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 100AP. It can attack with two wind blasts or lightning boils for about 1 D12 
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: SOAP 
Thia causes ni_ght-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: 19 AP: 1192 CLS: ALO GFP: 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 easter unless given a g_ood reason. The form 
the elemental will take is not fully fixed. though it will tend to be humanoid. ltw1II have around 
60 HP and around SOAP. its fists or other appropriate attacks will do 1012 damage and it will 
heve a STR of approximatly 24 with a DC of arou~d.15. These stats~ v~e for the form 
and the type and strength of the earth from which rt 1s drawn. In a ~ 10~ of sedimentary rock 
it might be weaker. while in a region of irons and metamorphic rock it might be stronger. The 
elemental will appear to rise up out of the ground when summoned and hes human level 



illlligll101. Molt...,..of1hilaorthavefrom1001D 200 WP. 

Summon Elemental 
CST: 9 MP: 14 NJ: 647 CLS: ALD GFF: a 
RAN : X OUR: 1CM ARE: NA RES: S DAM: 0 
Thil gennl epel cen be Ulld 10 summon any appropctate type of elemental. but it must be 
lllrnid llPlrallly for each of the four major efements, Earth,'Air, Fire and Water. There is no 
pran_'9e that the elemental summoned with the spell wiU be accornodating unless bribed, 
wheedled OI C0lr0ld llllc:tively. 

Summon F'n Spiit 
CST: 12 MP: 19 AP: 1192 CLS: ALD GFF: PY 
RAN : 10K DUR: 1CM ARE: NA RES: WIL DAM: 0 
Thil IPIII wiftlurm1on • fire elemental-who wiH remain for the duration of thespell. It will have 
full physical subetlnce, but will not serve the caster unless given I good reason. The form the 
llamental will take is not fully fixed, ~h itwill 1and to be humanoid. It will have around 80 
1-P and 1110Und ~ II can use two flaming hand attacks for aobut 1 D12 damage each and 
ltwiU have a STRof approximatly 24with I DC of around 15. These sta1sare vanableforthe 
volume of fire from which it is drawn and other approrpiate conditions. The elemental will 
emerge from the fire when summoned and has human level in1alligence. Most elementals of 
1hil aort have from 100 1D 200 WP. 

Summon F'llh 
CST: 4 IF: 8 AP: 64 CLS: CGD GFF: HYBE 
RAN : 100 DUR: I DEL: 1<1.1i RES: TAL DAM: 0 
This summons all of the fish of a specific type which are within the indicated radius directly to 
the locus of the easier, calling them directly from the water and depositing them around him, 
10 that they seem tD leap out of the water and land at his feet 

Summon Genius Loci 
CST: 10 MP: 16 NJ: 845 CLS: ALD GFF: SH 
RAN : 1000 DUR: 10Mi ARE: NA RES: WIL DAM: 0 
This will call up an animistic apirit from the region in which it is cast. usua!l,y a guardian spirit or 
~rit of the given place. Such spirits vary in power and orientation depending on the nature and 
hia1Dty of the place and events which have happened there. This includes the summoning of 
guardian spirits of wooods and rivers, even when they approach an almost godlike level of 
power. It 9IV9I no guaran1N of control or cooperation. 

Summon Object 
CST: 9 MP: 14 AP: 89 CLS: DKB GFF: WI 
RAN : 1000 DUR: I ARE: NA RES: NA DAM: 1 kg 
This allows the easier 1D summon 1D him any object within range with which he is familiar by 
t>uch and which muses less than 1 kg. II will be summoned regardless of material barriers and 
will appear in his hand. 

Summon Spirit of the Dead 
CST: 7 MP: 14 NJ: 389 CLS: ALB GFF: NE 
RAN : X CUR: 1<1.1 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 ramainsor personal effects. The ease with which the spirit may be summoned 
varies depending on how long it hes been dead and its WIL at the time of death. Each spirit 
has a rasistence ~ual to 3 times its WIL plus 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 1~Resistence as a percentage. However. the caster can expend WP to reduce the 
!Nistence It 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 bettle as well or contain it inside a Triange of 
Binding, lest it atllmpt to possess the caster or someone else. The spirit will remain in the 
rn11erii1 world for the duration of the spell, but need not be fully cooperative.dead spirit 

Summon Waler Spirit 
CST: 12 MP: 19 AP: 1192 CLS: ALO GAP: HY 
RAN : 101( 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 1110Und ~ II can ~re two waterblast attacks for about 1D12 damage each and it will 
have a STR of approximatly 24 with a DC of around 15. These sta1s 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 
when summoned and has human level in1alligence. Most elementals of this sort have from 100 
~ 200 WP. 

Summon Wller,cr.te Spring 
CST: 3 WP: 7 NJ: 1 ~ CLS: ELD GAP: HY 
RAN : T CUR: 1Da ARE: NA RES: NA DAM: 0 
This will summon up water from beneaththesurfaceofthegroundtoformaspring which 
will lastfortheduration of the spell. llwill drawthewaterfrom the nearest available underwater 
IOUrce, and depending on the nature of the source and the availability of water in the region the 
duration may be g!Nfer or less than indicated at the GMs discretion. There mey be a delay 
ii achieving 191Ufts if the nearest water is at a signifcant distance. 

Summon Woodland ~rit 
CST: 10 MP: 16 NJ: 845 CLS: ALD GFF: BEHE 
RAN : 1000 CUR: 1<1.1 ARE: NA RES: WIL DAM: 0 
This calls up a spirit from the area around the caster if he is in a wooded area. It can be any 
tvDe of woodland apirit, from I Faun to a Dryad or something much more powerful. What spirit 
wi11 show up It any 9iven place or time should be m~ up to the GM. Such spirits are not 
..-arily hostile, U!OUgh they may not take well to being disturbed. 

Sus_pend Animation 
CST: 5 MP: 15 AP: 338 CLS: CEC GFF: MY 
~ :S DUR: 1Ye ARE: NA RES: WIL DAM:O 
This places the caster in a state of suspended animation for the duration of the spell . II lowers 
all of his body functions to a minimal level, so that in the course of a year his~ goes through 
about a week of subjective physiological time. The result is that at the conclusion of the term 
of the spell the subject isextremely hungry and rather weakened and dehydrated, but alive. It 
also increases resistance to cold and adverse conditions and keeps characters ate # result for 
slow death from dying until after the spell wears off. Of course. while in this state the subject 
cannot defend himself or make any actions and rousing him before the spell wears off wi0 be 
extremely difficult and possibly dangerous to him. 

Svstemic Purge 
CST: 9 MP: 9 Pl': 183 CLS: CND GAP: PHMY 
~ : T DUR: I ARE: NA RES: NA DAM: 0 
This removes all foreign substances from the blood and tissue of a single 1arget or the caster 
himself. provided sucn poisons or foreign materials are not resent in sufficient volume to be 
fatal . II is excellent for effecting instant sobriety or curing a hangover. 

Tactile Illusion 
CST: 9 MP: 9 NJ: 175 CLS: BMA GFF: CO 
~ : 3M DUR: 10Mi ARE: NA RES: NA DAM: 0 
This will give the illusion of tactile sensation to an ~ject ort:o an ill!Jlion created with one of the 
other illusion spells. It can make something feel like anvthing which the caster 1s familiar with 
and can give illusions the feel of solidity. though not the ability to manipulate or effect real matter. 

Telekinesis 
CST: 7 MP: 9 AP: 73 CLS: BKC GAP: MYWI 
~: 10 CUR: 1Mi ARE: NA RES: NA DAM: 1CS 
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 
1 blow from the spell or cause 30 points of AP damage. He can also move 1kgof mass at 10kph 
or any equivalent action. Fine manipulation is not necessarily possible unless the character can 
make an INT roll adjusted for the difficulty of the manipulation as detemined by the GM. 

Telepathic Projection 
CST: 4 MP: 10 Pl': 150 CLS: BAC GFF: MY 
~ : 10 DUR: 1OMi 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 GFF: WZ 
~ : 1OK DUR: I 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 Barrier 
CST: 8 MP: 10 AP: 80 CLS: CFF GFF: HE 
~: 10 DUR: 1OMi ARE: NA RES: NA DAM: 15PL 
This summons up a wall made of woven thoms. presenting a formidable barrier to those who 
wish to pass through it. who may take damage from it. Any attempt to pass through the barrier 
will cause the indicated damage. and will f11l unless a STA% roll is made. The barrier can be 
cut through. but it is necessary to do 60 points of damage to the barrier to break through it. 

Th~htseeker 
CST: 18 MP: 30 AP: 1458 CLS : AMB GFF: MY 
~ :60MV CUR:S ARE:NA RES:S DAM: 100WP 
This creates an artificial spirit which is programmed to seek out specific thought pettems. When 
it finds them. it will expend itself as a WILattack against the WP of that person. If it eliminates 
the WP of a person. that person dies. If it has WP left over at this point it will carry on to the next 
nearest person with that thought pattem, carrying this on until it has expended all of its damage 
potential. II 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 to attack through a 
Will Battle if the victim has that ability and is aware of what is going on. 

Timestop 
CST: 25 MP: 17 Pl': 417 CLS: HNA GFF: WI 
RAN : 10R DUR: 1OMi 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. thougn the caster can move and manipulate objects and persons. the 
substance of those persons and objects is frozen in time and cannot be damaged or altered in 
anyway. 

Touch of Death 
CST: 14 MP: 11 AP: 197 CLS: BFe GFF: NE 
~ : T DUR: I ARE: NA RES: WIL CAM: S 
This will kill a single target who the caster touches. at his touch. if thettargetfails a WILx3% roll . 
II 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 MP: 15 
~ : 100K DUR: I 

AP:585 
ARE:NA 

CLS:HDD 
RES:NA 

GFF: WI 
DAM:O 



' 

When apnon ha'91eponad imD or out of an area where1his spell is cast, the easter can use 
till epell to dilcovtr where he 1aleported from or 10, with an image good enough 10 effect his 
own tlllpor'l 10 that place. It will also work with spells which function similarly 1D tefeport 
gerinlly 1hoN spells with Ku the middle leller of their classifciation. ' 

Traitor Tongue 
CST: 8 MP: 10 AP: 30 CLS: CJB GRP: SHEN 
~ : 10 OUR: 10Mi AFE: NA RES: CON DAM: 0 
This giYa 1he C811er control of the 1Dngue of a si119le target within range. allowing him 10 dictate 
~ 1he words which come from 1nat person s mouth for the duration of the spell . It does 
IICltdlct01 al18r body movements and if the victim l'Nis1B speach can be eomewhat dis1Drted. 

'1tanafltr Olmlgt 
CST: 5 t.P: 8 AP: 49 CLS: CNB GRP: PHMY 
~ : T OUR: I AFE: NA RES: TAL DAM: 10HS 
This wil ~ ~ up 1D 1he ind~ limit from the caster 1D any other person who he 
can~. if he can hit lhe target and 1he target fails a TAL save. The wounds transfered are 
cluplicad more or Ila exactly. · 

TrlnlflrMana 
CST: 9 t.P: 7 AP: 133 CLS: AND GRP: EN 
RAN: T OUR: X CAP: 10MP RES· NA DAM· 0 
This wff!1rntlr1he indicated amount of mana from one mane receptacle to another. assuming 
1he spiri1I ~~ ~ling both are willing. It ~II ~sfer mana from one person 
to anolher, ITTIITl a person to~ magical item or from one magical item to ano1har. ft will only work 
on raw mana, not mana which has been imprinted with a SP.911. eo while it might remove 1he 
p0Wl!r ...w ~ an item it wi!I not remove its matrix or its potential for power. Items are 
e01 llidlrecl unwilling unless sentient and consenting or created by the caster. 

Transformetion 
CST: 7 MP: 14 AP: 343 CLS: COC: GRP: BEEN 
~: 3 DUR: 1Ho AFE: NA RES: TAL DAM: 0 
'.fhis ~ any ~ngle target within ~ge into any creature or objectwi1h which the caster 
• fm!,Jliar wi)hout doing any_ actual_ physical ~amage to~ ~et. The target gains all of 1he 
phys\caJ ,attributes of the tl\1ng he is tumed into. out retains his own mental attributes. If he 
remains 1n the new form for an extended period of time. after his INT in hours whe will begin 
to~ ~ and ~p at a rate of 5~ per hour. The points lost may be respent on skills and 
~ilill nativeto his new form. If he is restored to his natural form his original skills and abilities 
will n,tum It the same rate. 

Transfusion 
CST: 8 t.P: 9 AP: 49 CLS: EKD GRP: PH 
~ : ! DEL: 1Mi ARE: NA RES: NA DAM: 50HS 
This wil ~ blood from one person to another to negate the effects of 1he indicated amount =:i=,:i =~ damage and transfer them to 1he person who is donating the 

Transla18 Speech 
CST: 12 MP: 10 AP: 210 CLS: BOD GRP: DI 
~ : _10 DUR: 10Mi ARE: NA RES: NA DAM: O 
Th~ will caUM the easter to percieve the speech of another person on whom it is cast as being 
In his own language. ~ closelv, translated as possible. by reading the surface thoughts of the 
speaker and expressing them 1n the caster's mind in his familiar idiom. 

Translocation 
CST: 20 MP: 14 AP: 177 CLS: AKO GRP: W'i 
~ : 10K DUR: I ARE: NA RES: TAL DAM: 0 
This~.• single ~et massing_up to a total of 100kg anywhere within the range. so long 
• the destination to _wh1cl\ the target 1s sent is familiar to thecaster. such familiarity requiring 
that he have spent significant time there. Transport is instantaneous. The target may make 
a TAl..x3% roll to avoia being teleported. 

Transmutation 
CST: 10 MP: 13 AP: 296 CLS: DOD GRP: AL 
~ : :r OUR: X ARE: NA RES: NA DAM: 0 
This will ~ ~p to~ ki!o9ram of matter from one material to another. The mass of the 
aubstance • ~ntai~ S? it will 6ecome smaller or l~er depending on change in density after 
1he trllwformation. ThJS 1s known most commonly intended for tne transmutation of lead or 
oCher IUbltances into gold. One kilogram of gold IS worth about 700M. 

Tl'llhoule 
CST: 11 MP: 11 AP: 212 CLS: COD GRP: HE 
~ : 10 DUR: 10a AFE: NA RES: NA DAM: O 
This will weave the bra:nches of a decent-sized tree into an elevated dwelling which with interior 
epace of about 10 Cubic Me1ers. enough to house three people in some comfort. It shelters well 
from wind and rain and will keep animals out. 

T~le of Binding 
CST: 8 t.P: 8 AP: 47 CLS: AFF GRP: NE 
~ : 1M DUR: 10Mi AFE: NA RES: S DAM: S 
This C11818S • maqieal triangle for enclosing spirits summoned after death. The triangle has 
a WP~ against WIL attacks equal to four times the easter's WIL. Spirits must first face 
that barrier if 1My wish to break free from the triangle. 
li . . 
~~ng ~ : 9 AP: 12'2 CLS: A>t; GRP: EN 
RAN: T DUR: 1We ARE: NA RES: NA DAM: 0 
This gives an ~ item the ability to release its power on receiving a comand or being 
expojed 10 • specific crcumstance. When the spell is cut the caster establishes conditions 
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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 eome other pereon u 
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 MP:5 AP:13 CLS: DJC GRP: EN 
RAN : T DUR: 1CR ARE: ~ RES: NA DAM: AA+5 
This increases the chance of a missile weapon hitting the target at which it is thrown or fired . 
It adds two to the attacker's Missile Attack Skill Rating wi1h ttiat weapon. 

True Sight 
CST: 5 MP: 6 AP: 39 CLS: BEE GRP: ENPR 
RAN : S DUR: 10Mi ARE: NA RES: NA DAM: 0 
This allows the easter to see the true nature of things. He can see through illusions and even 
see the outline of the true form of ashapechanged creature. ft will only see truly through spells 
which cost 15 or fewer Mana Point Cost unless cast at a higher C[. to compensate for this 
limitation. 

Tnuthspeak 
CST: 5 MP: 7 AP: 89 CLS: BID GRP: DI 
RAN : T DUR: 10Mi ARE: NA AES: WIL DAM: 0 
This compels the target to speak only the truth for the duration of the spell. should he fail a 
W'ilx3% roll . If he makes tha roll he need not indicate that he is lving and the caster may not 
know whether he is telling the truth ornot. While the charac!er istelfing the truth. there is nothing 
to dictate how much of tl\e truth or what upect of it he relates. Half truths and slightly twistao 
truths are possible. 

Tsunamimdal Wave 
CST: 14 MP: 23 AP: 170 CLS: EJA GRP: HY 
RAN : 100 DUR: 3Mi ARE: NA RES: AGI DAM: S 
This calls up a tidal wave which strikes any area adjacent to a decent sized body of water. All 
persons in that area take a 3:l 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. 

Tum Wood 
CST: 2 MP: 4 AP: 16 CLS: CGD GRP: HE 
RAN : S DUR: 1Mi AFE: NA RES: NA DAM: defense 
SR+5 
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: I AFE: NA RES: NA DAM: 50MP 
This will break magical bonds of all sorts. doing the indicated number of MP dama9eto 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: I AFE: NA RES: MIS DAM: SC$ 
This spell is rolled as missile ray attack. The caster specifies an organ or bone which he is 
calling to himself and then attacks11ocates with that as his aiming area. Sub-location is 
automatically rolled to determine what specific result he gets. Hem~ not get the organ or bone 
he intended. but sub-location will determine what he actually gets. The immediate result of the 
spell will be an automatic# damage result or an S result if in a fimb. This effect bypasses armor. 

Unravelling 
CST: 15 MP: 12 AP: 312 CLS: ANA GRP: ENSH 
RAN : 10 DUR: I 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. 

Uneealing 
CST: 4 MP: 10 AP: 225 CLS: DNC GRP: EN 
RAN : T DUR: 10Mi ARE: NA RES: NA DAM: 401 
This will do the indicated amount of damage specifically towards breaking open doors which 
are magically sealed. ft 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 a.s: CRF GRP: NEEN 
RAN : 10 DUR: 10Mi ARE: NA RES: CON DAM: 0 
Those passing through this invisible magical barrier must make a C0Nx3% 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 
110 temporarily insane. Those effected. after failing a Wllx3% roll will lose 60 AP in the round 
1mmed1atly following affliction. 50 the next round. 40 the next. etc until the AP loss reaches 0. 
In addition. they will be afflicted for the next day by a 1endancy towards paranoia and psychosis. 
manifesting as seems appropriate to the GM. They ara also likely to be violent and alienated 



In the finltfaw IOlllds lfllr being effectl9d and are likely to attack friends and companions. 

Vllible Trail 
CST: 6 MP: 13 AP: 396 CLS: ADB GAP: DIEN 
RAN : 10 . DJR: 10a AFE: NA RES: S DAM: 0 
Thia CIUNI • ~ 110 leave a trail of mana which is visible if the caster rolls within 3 times 
the targets TAL The 111911 can be cast on a person or on a place where he was present within 
thedurationoltheiplll. The trail can be fellowed to locate the target. The power of any magic 
illml In 1111 pcllllllior, of 1111 target might also be added into the roll. 

v.uaJIIUlian 
CST: 9 M': 9 AP: 175 CLS: BMA CLS: 00 
RAN: 3MM DUR: 10Mi AFE: NA RES: NA DAM: 0 
Thil cr'N1II an ibory image confol'l'l)ing to a mental image developed by the caster. It can 
be of up to 3 Cubic Meiers in volume and looks fully real, in lull color and three dimensions. In 
addition, ilwilld~ action and movmentas programmed by the casterforthe duration of the 
IDIII, and if ii is within his sight he can direct i1s actions as ~e observes it. Although such an 
lfulion looks real, ii has nosubslanceorabilityto manipulate reality or material objec1s. nor can 
It illlll lOUnd unllel appropria!e accompanying spells are employed. 

VIUIMaking 
CST: 8 MP: 12 AP: 303 C..S: BOC GFP: EN 
RAN : 1 DJR: 1We ARE: NA RES: WIL DAM: 0 
Thil obecuree the appea,ance of a single surface up to one square meter. such as a face or 
awrillln page. The normal appearance of this surface is replaced by an unfocused blur for the 
cknlion of the spell. Obeervffl can see through the blur if they make a WIL % roll, buto1herwise 
11111111 C0Y9l9d by 1he spell is obecured. 

\A:licedCommandi 
CST: 6 ~: 10 AP: 144 CLS: BIA GFP: EN 
RAN: 10 DUR: 10Mi ARE: NA RES: WIL DAM: 0 
When the caa1llr of this spell gives a simple command. all those within range who hear it will 
be bced to comply. 10 long as it does not cause them immediate life.threatening danger and 
II !hey fail a Wll.lc3% roll. The action cannot take longer than the duration of the spell, and the 
ill1ruclions ahould consist of no more than a simple sentence of command. 

\A:)ice of the Wind 
CST: 8 M': 6 AP: 98 CLS: AND GFP: AE 
RAN : 1K DLFI: I DEL: 10M RES: NA DAM: 0 
This lllows the C1111r to send his voice out on the wind so that it will be heard by anyone he 
chooeestodirectittowhoalso comes into contact with that particular breeze or wind. rt travels 
10 ill destination atthe soeed of that wind, and is fully audible to the target at the volume that 
itwu original~ spoken. Note that this may be used to enhance the ran~e of some spells which 
depend on being heerd, but the effectiveness of this should be carefully arbitrated by the GM. 

Wakefulness 
CST: 4 MP: 10 AP: 54 CLS: BHE GAP: MYST 
RAN: S DJR: 3Da ARE: NA RES: NA DAM: 0 
This mlowsthecasterto remain awake for upto the duration of the spell without having to sleep. 
lllringthatperiocf he will regain FP ata rate of his Fl every three hours. However. after the spell 
wears off he will loee his Fl every hour for a number of hours equal to the number of total hours 
he wu under the ellec1s of the spell. Thespell ends when it runs out. when the character goes 
to sleep or when he voluntarily cancels it. 

Wall d Oarkness 
CST: 18 MP: 12 N': 208 CLS: HMF GAP: DA 
RAN: 10 DUR: 10Mi ARE: NA RES: NA DAM: 50BO 
This Cl'N19s a wall of darkness 10Mx10Mx1M. Anyone entering it will become disoriented. 
1lking the indicatad damage overall plus 50 potential AP damage. 

Wall of Destruclicn 
CST: 29 MP: 12 N': 208 CLS: HRF GFP: W. 
RAN : 10 DUR: 10Mi ARE: NA RES: NA DAM: 50BO 
This Cl'N19s an invisible barrier of force which. rather than stopping movement. disintigrates 
any1hing which$ through it, doing the indicated damage overall not only to persons. but 
10 illch ~ wear or cany. so tnat in addition to damaging flesh. armor. weapons and 
,-clothing can destroyed. 

Wall of Flame 
CST: 22 MP: 17 N': 2al CLS: GMF GFP: PY 
RAN : 10 DUR: 10Mi ARE: NA RES: AGI DAM: 40B0 
Thil Cl'N1II a wall of flame 10Mx10M by 1 M thick. Anyone passing through it takes the 
indica18damountofoverallflamedamage,unlesstheymakeanAGlx3%roll,inwhichcasethey 
- half damage. 
Wall of Sleep 
CST: 4 MP: 10 AP: 60 C..S: CHF GFP: EN 
RAN: 10 DUR: 10Mi ARE: NA RES: OON DAM: 0 
Thil Cl'N1II an invisible barrier. Arryone passing through it for the duration of the spell will fall 
llleep until the apel wears off, unless they mal<e a 00Nx3% roll. 

Wall of Stael 
CS'r. 12 MP: 15 AP: 405 C..S: DMF GFP: GE 
RAN: 10 DUR: 10Mi AFE: NA RES: NA DAM: 1100A 
ThisCl'NIII a wall of118el 10M by 10M and 1M thick. This wall stands for the duration of the 
lplll, unlel8 it can be broken 1hrough by doing the indicated amount of damage to one area. 

Wall of Stone 
CST: 9 MP: 12 AP: 28:> a..s: DMF GFP: GE 
RAN : 10 DUR: 10M AFE: NA RES: NA DAM: SOR 

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 resisfence of the stone may vary by ~ points in either direction 
depending on what is available. 

Wall of Water 
CST: 9 MP: 12 N': 346 CLS: EMF GAP: HY 
RAN : 10 DUR: 10Mi ARE: NA RES: STA 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 damage as well as 50 points 
of potential AP damage. It is not possible to batter through the wall with weapons. but if one 
enters the wall. survives the damage and has enough AP left to make a STRx3% roll one can 
pass through it. 

Ward of Defense 
CST: 26 MP: 17 AP: 417 GAP: HMF CLS: ENRU 
RAN: T DUR: 1D ARE: 1M RES: NA DAM: +~DR 
When drawn on a surface .. this symbol will trigger the indicated effect when cond~ons defined 
~ the caster are met within the indicated range of the symbol. The symbol is v1s1ble to Mana 
Sight, but not to normal vision. In this case the range effected is usually a specific 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 onlytriQger its ~ectonce unless 
the CL is increased. In this case the effects are to make rt harder 1D nit the obJect on which the 
ward is drawn. increasing its defense SR by the indicated amount. 

Ward of Flame 
CST: 15 MP: 12 AP: 104 CLS: GMF GFP 
RUPY 
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 con~itions defined 
~ the caster are met within the 1nd1cated range of the symbol. The symbol is v1s1ble 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 1s 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 flame for the indicated damage divided among the 
targets struck. Targets may make an AGlx3% roll to avoid being in the area of flame. 

Ward of Lightning 
CST: 12 MP: 9 AP: 59 CLS: GMF GAP: AERU 
RAN: T DUR: 1DA ARE: NA RES: AGI DAM: 11060 
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 v1s1ble to M~a 
Sight. but notto normal vision. It effects only those who come into direct contact with the ~bJect 
on which it is drawn. The first DUR value is the time that the ward stays in ef!ect. 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 cnarge for the 
indicated damage when triggered. 

Ward of Warning 
CST: 10 MP: 10 AP: 216 CLS: AMF GFP: 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 condrtions which will trigger it. and if those conditions occur within the i~dicated 
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 du(ation. Note ~t conditions to trigger the alo/ffl can be 
as simple or complex as the caster desires. from any intrusion into the area to specific actions 
by specific individuals. 

WaterRoed 
CST: 6 MP: 6 AP: 41 CLS: EOF GAP: 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 SOM 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 GAP: 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 C..S: EMG GAP: HY 
RAN : 10 DUR: I ARE: NA RES: MIS DAM: 10CO 
This fires a high power spray of water which does overall damage to the target intended and 
if he is hit, in addition to taking overall damage he must make an AGlx3% roll or lose S1zex5 
AP. 

Waterspeach 
CST: 3 MP: 7 AP: 40 CLS: EAA GAP: HY 
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 he is speaking 



ft.,. wi1hin range. 

~ 
CST: 8 MP: 111 AP: 41 CLS: EJG GAP: HY 
PAN : 100 DJR: 1Mi AFE: NA RES: MIS DAM: 40CO 
Thill CUii the~ of a powerful spout of water from any point in a l:!od)' of water aimed 
anywhere wi1hin 1he indicated range of the point where it errupts. It does the indicated overail 
damaQe 10 a 3M equare 11'1&, eff9cting everyone in that area as overall club dam199 and used 
• a miNie atllck egail'llt each pellOll in that area, rolled eeearatly, As an alternative they can 
be given AG~ rolls 10 evade instead of rolling as a missile attack. 

Wh~ of Oed,/Sibilant Whilper 
CST: 10 MP: 21 AP: 4n CLS: BIB GFF: NE 
RAN : T M: X AFE: NA RES: WIL DAM: S 
Thil spell CIUIIS a single target 10 drop dead on the spot. It requires the caster to wisper in 
the ear of 1he victim, pessing on the secret knowledge which will destroy the victim's mind and 
Cllll8 him 10 die on the spot. There is a Wll.x3% roll to survive the_ spell. If the character 
1U!VN91, he IUff9rs a WIL attack which permanently destroys up to 50WP. 

Wdl~ 
CST: II MP: 17 AP: 781 CLS: ANC GFF: SO 
PAN : 3 OOR: 1We AFE: NA RES: S DAM: W1L 
Tlwepell inilildlaa Will Batttewith a demonic or extra planal spiritforthe purpose of dominating 
his wiO 10 that he will be subeervient to the caster and can be compelled to ~rform a specific 
action or 1D en1lr in1D a particular item or locus to perform a set function. Once the spirit is 
domlnatad, !ht spell binds him to a specific object or the completion of a specific task. Once 
that job ii done or once 1he duration of the spell runs out. the spirit returns whence he came, 
flough he hes 1he option to counterattack against the summoner before he departs. with 
whatilYer WIL hes regenerated by that point It can compel the spirit to use any powers he has 
in this purpoN M 1811111 appropriate. 

Will Domination 
CST: 3 MP: 10 AP: 1!W:l CLS: BIC GFF: MY 
RAN: 10M OUR: 10Mi ARE: NA RES: SPE DAM: WIL 
Thia initiates a wiU battle between the caster and a living target so that the winner will take over 
control of 1he actions of the loser. The will battle is concluded as normal. with the WIL of each 
comba1ant indicating his maximum damage per attack in WP and his WP acting as HP for 
surviving 1he attack. -When one person's WP reach 0. the other may take over command of his 
body, mild~ him totally subeervient to his will until such a time as the loser has regenerated 
~h WP to initiate another Will Battle, which he may do at any time after being dominated. 
Each attack in a WIii Battle costs 30 AP. and attacks can be made at will for the duration of this 
apell until 1he combat is over. Those involved in battle can also choose to take physical action 
in addition to ar irlltNd of a will attack. It will not work on extraplanal or spiritual beings. 

Wil Blast 
CST: 6 MP: 7 AP: 133 CLS: BRC GFF: MY 
RAN : 10 M : I AFE: NA RES: SPE DAM: S 
This works as uingle attack, without initiating a Will Battle. but attacking as a blast. destroying 
1he WP of 1hetarget. The attacker has a MD 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 
1he victim's WP go below O 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 GFF: AE 
RAN : 10 OOR: 1Mi AFE: NA RES: STA DAM: 54CO 
This crea!es a wall of moving wind, invisible. but capable of keeping people from passing 
through it. kryone who enters the barrier must make a STA% roll to pass through. In addition. 
he win lake 1he indicated amount of overail damage whether he makes it through the barrier or 
not, with a oonwponding loss of 60 AP for the attempt. 

Wmdrid' 
CST:11ng MP:9 AP:37 CLS:FKD GFF:AE 
RAN: S DUR: 10Mi AFE: NA RES: NA DAM: 0 
This allows 1he cuter to lake an immaterial form and ride on tha available winds in the general 
direction that it is going. lf1he wind is low, he can move at 10kph in thadirection of his choice. 
He can also alter the direction of the wind he is riding with 10kph worth of force. He can stay 
In motionfor1he duration of the spell, but for that full time he is immaterial and cannot manipulate 
real~. He can come out of the effect at any time. but once material he cananot remount the 
wind 1n this WWf. 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: 18 MP: 16 AP: 359 CLS: COA GAP: ENSH 
RAN : 30 M : I Da: 10M RES: TAL DAM: SOWP 
Thiscallaupuupematuralwindwith afflicts all those in the indicated area. If they fail a TALx3% 
roll which must be made each CR they lose 20WP each time they fail. When they run out of 
WP they are transformed into an animal form of less than their own mass which is chosen by 
1he easier. The Cll18r can choose up to 3 forms to be randomly assigned to those afflicted. 

WttherLinb 
CST: 11 MP: 14 AP: 2as CLS: COB GAP: SHNE 
PAN : 10 OUR: X AFE: NA RES: TAL DAM: 50% 
Thia will effect one limb on a single target. It halves STA in that limb and also halver DEX or 
AGI, 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. 

Wt1hering 
CST: 8 MP: 24 AP: 864 CLS: CEC GRP: HENE 
RAN : 3 M : X ARE: NA RES: CON DAM: 10HS 

This will cause living or non-living 0'9anic matter to wither. losing tissue strength and integrity. 
It causes the indicated damage. which can be located as a missile attack or oone as general 
overail damage. If it is done as an overall effect the target may make a C0Nx3% roll to avoid 
damage. This does not apply with a missile-type attack 

Woodweave 
CST: 8 MP: 10 AP: 80 CLS: CFF GFF: 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 
passage difficult. The barrier is 1 OM square and about fM deep, and it~es by 10M and it takes 
50 points of damage to cut a passage through the barrier. Note~ suitable vegetation should 
be available and the resistence of the barrier may vary depending on the specific matenal 
available. 

Word of Command 
~5 ~7 ~n ~~ ~~ 
RAN : 10 OUR: 1Mi AFE: 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 have to obey that one-word command to the ~ of their ability for 
1he duration of the s~II. 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. 

Word of Warding 
CST: 5 MP: 10 AP: 100 CLS: CGD GAP: ENPR 
RAN: 10 OUR: 1Mi AFE: 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 hOe'tile inte~ towards the 
caster will take the indicated amount of overail damge each round that they are in the stated 
area. 



APP£ND1X f: 
S1'£ll 1NT£RRACT1DN & fVMDL£S 
WHEN SPEU.S INTEFJW:T 

Spells i~ when their ta_rgets ~ the same or if one ~ is in the area of the 
NCOnd 1P811 or if~r nu~-lntenaction also happens if spells of •classifications 
(list lelllrof~) !:ICDorG ~ ~from one target at the other. If interraetiontakes 
place IP/ the situation meeting these eritena the Spell lnterraetion table should be consulted 
:ring the middle i.tler of the classifications (effect) of the two spells to determine the 

SPELL INTERACTION TABLE 

A 
B 
C 
D 
E 
F 
G 
H 
I 
J 
K 
L 
M 
N 
0 
p 
Q 
R 

PA.SSIVE SPELL 
A B C D E F G H J K 
1 2 3 4 - 5 5 5 1 . . . . 

- - . -
8 . . . - . 6 6 - - 6 
7 8 7 7 7 7 7 3 
10 10 10 10 7 8 . -

11 • . . . . 11 
10 12 12 

13 13 13 13 13 11 • 
- 9 

15 • 15 15 15 • - 9 
15 • 15 15 15 • . 

10 10 10 10 • 10 - - 9 . . 16 16 16 16 16 17 
2 3 4 2 5 5 5 1 4 

- . - -
1: Galbled 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 

L M N 0 p QR 
5 

6 -
5 7 9 9 9 9 9 

10 - 10 
9 -

9 9 9 9 9 9 
13 14 14 14 • 
9 
9 
- 11 9 9 9 9 9 
14 14 12 9 9 
14 14 12 12 16 1616 
5 9 10 10 13 9 9 
- 18 - 18 1818 

12 12 1312 

5: Wrong target/subject effected 
8: Transfer effect of subject spell onto easter, or make easter i1s target/destoination. 
7: Intended effect transferred to effect subject srll itself 
8: ~ either combine or negate (need chart 

. 9: Subject spell goes be,rserk with deformed, partial or damaging result, with CL of 
acting spell added to CL of subject spell and damage at a rate of MD6 per CL in physical 
damage. or corresponding levels of other sorts of damage where appropnate. 

. 10: Subject spell neg~1ed. unless targetted specffically for the product or locus of the 
acting spell, ~ount negat~ 1s up to CL of acting spell . 

. 11: Subject and acting spells both take same target, with combined power and with both 
having equal ct\ance of dominance · 

12: Both spells negated. unless one is of higher CL. in which case any left over CL carry 
on1hrough. 

13: C~ of acting spell increased by CL of subject spell, with that spell negated. 
14: Giye control of both spells to easter of active spell. 

. 15: Thi~ c~ted ~es on some or all characteristics of target/object of subject spell , 
poss1b!Y combined with ong1nal intent. Altematively, thing summoned wm be changed along 
samellnes. 

16: ~ of subiect spell transfered onto caster of acting spell. up to CL of acting spell, 
OI Caster of acting spell becomes target/subject of subject spell. as aopropriate. 

17: Casters~ both spells incfuded in effects of subject spell. 4 

18: CL of subject spell increased by CL of acting spell. with that spell negated. 

~ .. . 

WHEN SPELLS ARE FUMBLED 
A spell is fumbled when the character rolls higher than his Skill Rating on 1D100 If his 

SR is higher than 100 then he still fumbles if he rolls 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 (middle letter) of the spell classification. 

FUMBLE TABLE 
0100 SPELL 
ROLL A B 
1-30 1 2 
31-55 1 2 
56-75 5 5 
7~SKJ 14 14 
91-00 15 15 

EFFECT 
CDEFGHI J 
12522221 
2 4 6 13 5 5 5 2 
35776665 
4 14 9 19 13 13 10 16 
5 15 20 20 7 7 19 17 

KL MNOPOR 
48555522 
5 10 8 6 6 6 3 8 
7 11 9 7 8 8 8 14 
14 12 16 10 13 10 10 15 
18 13 17 19 19 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 and/or direction. 
5: Random wrong target/subject effected or produced. 
6: Effects of speIT transfered onto easter or he becomes target. 
7: Spell repeats again and again. draining full mana cost until the mage can make a 

TALx3% rolf to stop it. He may roll once ~r casting. 
8: Spell goes berserk with partial or increased result. leading to deformity and 

monstrosity. 
9: Product of spell explodes doing Mana Point Costx3 as max overall damage of 

appropriate type to caster and half to anyone within original spell range. 
10: effect delayed for 10100% 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 dispelled up to 3 times the Mana Point Cost 

of this spell . 
14: Caster loses Mana Point Costx5 AP and is stunned. 
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. 



APP~ND1X G: 
GOD Of VSGARTH 
ilformllion~ '-9 n 1he major deities of Yegarth, 10118d according 1D their 11atus in the city of Tolemeias This list includes deities from all over the world with soem basic descriptive 

s...raJ columns of description are given. The first gives the name of the ru:· followed by areas of power and interest. followed by WEAith. POPularity STAtus and ADOress. all for 
1he city of Tolemeils. WEA ii the relative wealth of the temple in the city. The y~ ~ of the temple is equal to WEA x 1 OOOOM. POP indicates the popularity of the church and the number 
olWOllhi~ which it has. The1Dtal worst3~r,g ~ in the city is equal 1D PO x . The number of peofcle at attendina services each week (divided between the services)_is POP x_10. 
The number of ,=:anc1 administrators is /2. STA represerrtsthe relative social ranking of the church in olemeias. AD is the~ address of the church on God's Street in Toleme1as. 
Spell li1111 avai 1D pries1s are indicated. then the names of the High Priest and Chamton of thet deity in Tolemeias. GAP indi e pantheon or~ deities from which that d~ 
originm. Rice indica1IN the races which actively worship the deity. Analog indicates a eity from traditional earth mythology who is relatively similar inc r, though not always identi . 

The l'ICial groups: are KYveni KEmioc, AUscian, GOit, VAen. AEsc, KAludic. AeGera, AEtruvian. EVarian, MAchari. UKral. SAes. AChajan. ILchanian. Generally the race listed first 
ii 1hl race of ~in for that deity. 

The lil1s are: AErixnancer, HYdromancer, PYromancer, GEomancer, BEastmaster, HErbalist. ENchan1er, SOrcerer. Ughtmage, DArkmage. COnjuror. 

Whole City 

~ Mibutas/1"""961s 
fflle P.ankinR Spen 

High Priest Champion Race Analog POP Sl: ADD Lists 
Fire,tlatknessm=ic 155 131 1 1 PY/EN Maneluch Totten~er PT None 

Bmtr !,.ight,sun~ 158 159 2 2 PR/LI Advacher tforCi dar AEGOFR Baldr 
Bel-ui Moon/Time Justice 110 28 3 3 LI/DI Tasanrman Kumari PTILVO Sin 

~racr DarkJEviVFaith/l.Clf~ 118 153 4 4 DA/MY Maler Mechidez AGPT Set 
Father,War/Betrayal 158 150 5 5 AEJWA Graugur Ulsson ~lvang KAGOFRAR Odin 

~id[F) Mother/Fertility/Harvest 143 130 6 6 BE/PR Biraea KYKE Arianrod 
Hnkle ~,Martial Arts 125 136 7 7 LI/NA Aten9arach Kassman AG Horus 

~11111111 /Power/Evil/Earth 120 108 8 8 DA/SO lmra Zulman Razaythe ILPTAE Ahriman 
SeaM'aves!Darkness/Storm 145 151 9 9 HY/EN Viaddur Cabbacei KYKAKE [)ylan 

Belenoe Su~ht/Spring/8ebirth 138 140 10 10 LI/PR Santo Raddhan Tarangis KAKYKEAU Bel 
Noda-ls Warts /Herding[Ddes 153 155 11 11 AE/LI Hwyl A'Faeris Merkwaz KAKYKE Nuada 
Aromazias !,.ight/Sun/Energy /Creator 118 128 12 12 LI/PR lsamahan Daestrim !LALKA Ahura Mazda 
ZeM t.4igicJMoon/Secret Power 150 107 13 * SO/DI Karnas Tabmanul Abantsero AEAGEV Thoth = Hunt/Si,rm/War/DeathtWild 160 161 14 13 AE/BE Thiolar Kylach Vemoch KYKAKAEY Gwyn 

Sky/NartWisdom/Ancient 130 146 15 14 AE/EN tfar Talchyd Gorlma Uwrecha KA Coel 
YotDn Natureilee/Fire/Storrn 43 105 16 15 CARY Ungulf Ynrangi AEVAUK Jottun 
Anpu Tomb/Guardian/Guide/Death 75 138 17 16 NE/EN Satramir Adlack AGAE Anubis 
J1iayndoz OeaWSuicide/Despair 28 155 18 17 MY/NE Cushara Reza Aljehtan PTAEACHE Hades 
MlrQ0k Sun,War/Storm/Terror 41 91 19 18 PY/LI Zurud Abarrnan Chahixom PTILVO Marduk 
Ba'al Slorm/Diaease/Harvest 115 104 20 19 SH/AE Ptomir Solmis ~rhinn VOBA Ba'al 
~rniol Stre~in! 128 133 21 20 Dl,WA Burchyr hargell KAKYKE Oghma 

~ W11 ete vii 41 70 22 21 DA/SO Talgaredd Middulmorig PTIL Nergal 
Winter~llusion/Otherworld 140 148 23 22 DAA-iY Liam Caulwin Kenurwy KYKE Arawn 

Kronoe TimeNoid/Chaos/Father 135 106 24 * WI/AE Greto Ta~ro DoelfKyrios PTAEAC Chronos 
1fke [F) Fate/Luck/Nature/Guidance 113 90 25 23 EN/CO Kios Kutil is Balen~o AESAAUEV Tyche 

~ Sun,+iealer,CraftMaic/Nar 137 141 26 24 EN.WA Rythtari~ Biledydd KAKYKE LiJgh 
Creator/Ene1JiiNoid raft 122 94 27 25 WI/DA Ktenarc em Anar Len AGPTAE Ptah 

Oionoa Drink/Danoe adness/Nature 123 102 28 26 CO/BE Acinos Nevile Cabis HEAESA Bawlus 
Hemandar Guardian/Battle/Rainbow 122 125 29 27 LI/DI Rigdi Raluson Danaer AEFA3OVA Heimdallr 

~ Rain{Sun/~rade/Death 147 130 3'.l 28 SH/NE Herugar Thenin VAKAAEFR Freyr 

Nerthus~ 
Dawn/Sun 11/Love/Hate 103 86 31 29 DAILi Serko Kapetix Calentios Dile AEILVO Ishtar 
Mother/Hunt/Moon/Darl<ness 111 122 32 3'.) BE/SH LiakAlbis Vatellicos MAGOFREV Nerthus 

Amon Sun/Ruler/Guide 146 157 33 31 LI/PY Nefrentu Gort Stupekhe AGMental APT Ra = l,jgh\lC~ctory/Morals 104 119 34 32 LI/NA Dastiran Melkarth SAILMA Mithras 
Civems rthtBeasts/Hills 133 135 35 33 BE/EN Ilea Kratellos SAEVAUAE ~~ Harper/Youth/Healer/Hunter 128 123 36 34 BA/BE lsbelgos Gragian Liyddan KYKEAU 

Powill Wisdom/Strength/Afterworld 73 87 37 35 WA/PR Kwe ig Kwedig KY flwyll 
Tiwaz War/Streng!!:I 71 97 38 36 WA/SH Ulf Sigeson Nuri Gwestyl AEVAFRGO Tew 
Olsir ~/Death/Harvest 110 101 39 37 PH/LI lntehukan Tabazash AGAEMA Osiris 

~~ /Drow~ 100 83 40 * HY/NE Thur Hrimson Azran Edios AEKA Ran 
MotheriMagic/Lu ravel 107 92 41 39 EN/SO Lisitaia * AEAGAPT Isis 

Cemunnos Wild Nature/Moon/Magic 106 99 42 40 D.AJBE Kion Parwlyn ~un Tureyar AUEVKYKE Gwyn tr:[F] Molher{Magic/fertil~ 104 95 43 41 SH/EN Medias& MAAEHE Hecate 
Seas/Father/Honor/ ustice 31 42 44 42 HY/AE Uyinas Talrin KYKAKE rn !:1 Mother/Leaming/Craft/Arts 27 66 45 43 BA/WA Colmdura * KA 

G~on Fertii/M~icf[anguage 25 42 46 44 CO/WA Volvanara todegunda VAFR 
Cats un usic/Dance/Healer 69 68 47 45 BE/CO Nefrakhti AGAEMA Bast 

Govannon Smith[Rage/Stren~/Crafts 97 53 48 * EN/NA Tai Durgawn Carragyr KYKAKE Goibne 
u~ Hunt/Snow/Honor agic 65 98 49 46 CA/EN Sugrind Gurson Thalrik VAAEUKAR Ullr 
Clanach HillslDarkicvil/Spider 98 81 50 * DAITIJE Olsayindar Esard KAKYKEVA Crom Cruach 

~ Ruler&rth/Nature,War 66 85 51 47 WA/PR Suen Ma'Tagh Eithnoch KA Qaeda 
Forest/Wtsdom,War/Priest 63 37 52 48 EN/NA tfo.' Mor~wyl Rautrhyd KYKE G~dion 

Hodr Blind Fate/Mischance/Poetry 26 41 53 49 HE/DI Raeschingar Hedran Yold AE H r 
Fomori Daath/Dark/Sea,llusion 86 92 54 * HY/DA Uch Trydawn Kellan Dhu - KAPTKYKE Fomori 
Donner S1DrmNvarMrtue 149 142 55 50 AE/PY Hoddingast Traeger FRAEGO Thor 
~ir =~ng/Skalds 40 82 56 51 BAJWA Ulfios lmba Therwi Thal AE Bra8i 

~ ewin9 79 91 fj/ 52 HY/NA Eidnulfar reirgwedd AEFRKA ~Ir 
Medicine/Jewelsmith/Artist 88 61 58 53 PH/PR Aethnan KAKYKE Dian Checht 

Shamaz Surl/Oivinalion/Growth 36 29 59 54 LI/DI Chamtalra Sulumarik ILAL Shamash 
Van Commerce/Father/Victory 26 63 8) 55 SH/PR Vingaman Orm Thegnson VA Van 

~ Seas/Storm 64 71 61 * HY/DA Oubalro Buglo VOBARPH Dagon 

~arriage/Com 
37 n 82 56 WA/PR Uri Leeson Lemron Skurd AE Hoenir 

Sifir [F] 39 78 63 fj/ GE/PR Uthrunda * AEVA s~ 
Taranis Thunder/Storm,War 93 62 64 58 AE/PY Attello GratoCybis AUEVGOFR Taranis =~ Shadow/Darkness/Underworld 91 n 65 59 NE/EN Drihtnig Urrnurd Nihtsaar VAAEFRKA Hel 

Mother/Hills/Nildlife 38 41 66 8) BE/SH Traedwydur Witryd KA Danu 
Trade/Sea/Fe=/Moon 69 n 87 61 Af/HY Dian Marach Nisslyn A'Pwyll VAFRGOAE Njord 

Lok Fire/Deceit/Di er/Chaos 61 40 68 62 CO/PY Oenferingar Bragoros AE Loki 

~ Evil/Deception/Afterlife 63 25 69 63 SO/CO Klus Edrachur Nesemios PTVOILSAAE Satan 
Sea/Trade,W11/Afterworld 154 145 70 64 HY/EN Aachen Baluch Sobast Ma'Gunna KAKY Mannanan 



LlkhrTN ~ 37 s 71 65 GE/DA lasaktechse Tres lsseme TRJLVOAL Lakhmu 
Kvasir 41 75 72 86 EN,+iY Uls Kersson • AE>/ADNFR Kvasir 
Enlil SIDrmM'olves/F~n 22 108 73 ~ Af/1-N Zulmadir Zured Balaralil ILVOBA Enlil 
SIii 

~re/~r 
36 :l) 74 ea UtWI Ukhentarahe Grasemo AGPT Shu 

~ 24 SB 75 ee U/PR Taro A'Wyhil Carachan KY Gwyrthur =uake 22 24 76 70 GEN-IA Okhente Okhente AGPT Geb 
o..r. SB ST 77 • GE/PY Kais Murix Barcio Cylla AUAEEV Dusares =~ Wtr/WiltJCm/Arts/Seiences 88 114 78 71 WA/DI Lectianis AboGaegix HEACMA Athena 

Bdle,Medness/~er 35 56 79 72 WANN Conal Ma'Draeg Feoc~r KA Macha 
1acat =.er ind/Dark 21 23 IK> 73 NE/DA Khet Ulameac TE Tezcatlipoca 

~ ~~:Sar 
56 74 81 74 WA/E.N Boru Raeligh BafinArgyltir KAKY Bran 
56 55 82 75 EN/DA ~I A:Laeghu AfyrUldoc TO Oneirus =-~ WwiOMtfuction.Oesolation 26 54 83 76 WA/PH Gu magocha ~ngoch Ma'Dunal KAKY TheMorrigu 

Bida/Horses,Wild Na1ure 54 53 84 77 Bf./EN Baedda A:Ryhwl KYKE Rhiannon 
Plolllll =:o 42 43 85 • COIBE Medekrator Alkymenios ACHEAPT Pro11eus 
Cardelil (F) 88 112 86 78 DI/PH Bronwra Missynala KYKE Creudilad 

~ 
Father,'Othe~l'Q. 81 49 ~ • MY/PR Lais Maeruis Caecinian SAEVAUAE Dis Pater 
Fcnlt/Agriculture/Animals 33 52 88 IK> HEN-I A Raluchastar Alo Tebu AUEVSA Esus 

Teu1ll8I Guardieri/War/Trade/Healing 85 72 89 81 PHM/ A Oiotharix Traetigem AUGOEVKE Teutates 

=1 HorNsJDeath/RBbirth 53 51 90 82 BE/PR Dian Maeligh Fianugar EVSAAU Epona 
!:l!(y~ather 32 50 91 83 AE/PR Anoxirines Thales Kironos ACAEHE Uranus 

AxinalF] =~ntf 84 51 92 85 
GE/HE Prase= • AUEVAEAC Ceres 

Flrilpua 82 111 93 86 EN/CO Polos lix Raekus Flannios AESAEVAU Priapus 
PoNidorl rtl!ISM/ar 23 22 94 • HY/-NA Phaelios Valembos >CAEEV Neptune 

W1 =~uardian 52 98 95 ~ SH/MY Gundrida • ASVAFRGO ~ :l) 37 96 • HY/DA Nekhuraseb Tulgadon AGBAPT = Oieeee/PliniOeath 32 28 97 88 PH/SH Tulo Laiiki K'kwalnesh UKKA Loviatar 
Maiclerv'HuntiNature.chastity 75 43 98 89 BE/HE Meta Thurilar Meli1ara HEACAE Diana 

~~ ONth/Aflerlife 19 33 119 • NE/DA Diothanses Midul Jesukkar >CAEEV Persephone 
Meaenger/Travel/Trade 45 37 100 90 DI/PH Viatides Kos Keteni HEACAE Hermes 

IJdll) ~/Thunder/Justice 51 :l) 101 91 PFVPY Oleki Udofin UKKA Ukko 

~IFI Fertility/-Nomanhood/Fa1e 71 38 102 92 EN/MY Ekhente Khemnaris SAAUAEEV Fortuna 
Fertility,9ees/Hon 50 39 103 93 MY/PR Melusintha • HEAEAC Gaia 

= Heeli~/Afte,ife 79 48 104 94 PH/NE Harunil Karim Razak AESAAG Sarapis 
Sun/Father 76 47 105 95 U/PR Patrilos Vilis Malentix SAAEEV Sol 
FertilitytOrink/Oeath/Mad 65 73 106 • EN/GE Conal Gurax Lepticulos AUEV Sucellos 

Eleusis Underwcrtd/HarvesVRebirth 49 37 107 • GE/DA Aes Phiros Nerva Maximinus AE Hades 

~lepOII HeelingN{ISdom 88 76 108 96 PH/PR Julos Etrikas Kais Kuriar AEACHE Ascelpius 
Sea 21 31 109 97 HY /PR Kir Laiiki llo Laiiki UKKA Ahto 

= Wooda/Nature/Fertil~ 47 36 110 98 HE/BE Roddigan Poilos EVAU Sytvanus 
Earth/Famine/Plague un 12 13 111 99 SH/PY Kaedmon Talmerch KY Haf~an 
Air~,tight/Darliness 8 7 112 100 DNU Kumar Ramdal ZuradAbazi ILVOAL Ans ar 

OonnollurUS Bull/Rulership/Strength 11 21 113 • PAM/A Sula Mantakis Kais Durkarik AUEVKE Donnotaurus =p:] Mothers/Nature/Elemen!s 17 22 114 * PR/SH lm~uda Rolugar KAKEEV TheYMamau 
==/Birth/Music/Humor 18 19 115 101 PH/SH Sh hent * AGAEPT Bes 

F Beetle. un/Change~enewal 7 10 116 102 BE/LI Renkha Kheratu AGPT Khepera 
WarMolence/Personal Honor 5 26 117 • WAISH Uchrys A'Caral Uchrys ACaral KYKEAU Teymon 
Smith,Oafts/WarMrtue 76 33 118 103 EN/'WA Anfhere Maenferd FRGOAEVA Viddar 

=(F) l.ove/Beauty/U~ht 45 18 119 104 U/EN Naenvarar Fian AKaufe KAKEKY Ae~s 
Death/Aflerwo d/~ 28 17 120 105 CO/NE Ham Tolar Sargo Haumid ILALVO Eres kigal 

Qllun Iron/Smith/Hunting ar 10 16 121 106 PY/EN lbefayi Cha Rutaun AJPT 8Pcun 
Oiishlle ~/Father 18 12 122 107 NE,ISH Nure Jakindo Uwingade AJPT orun 
Ramnwt rmM/ar 20 11 123 108 AE/01 Olhmanti lsamin Arair ILVOPT Ramman 
Sek• =s/Death 13 7 124 109 NE/GE Emphateret Ramhepta gal AG Seker 
Anu Wi ~/Peace 7 6 125 110 AE/LI Tragon Baranga! ILALPH Anu 
Yngar Woodland /Death 47 28 126 111 SH/NE Rundwal Raspe VAKAAEFR Freyr 
lhinn[F] Immortality 44 11 127 113 P~N Ranegunda * kAEFR 
Modi Anger~ge,Berserker :l) 10 128 114 WAISH Vener Rori<son Venar Rorkson AE Idun 
Malholc ~ic/EnchantmentM/isdom 96 64 129 79 EN/BE DiwstRhodar ~tyderwidd KYKE Math 

~(F] Elemen1si0estiny,C~ove 15 20 130 115 GE/AE Tellahira AUAEEV Atargatis 
Harvest/Woodlands uty 16 26 131 116 HE/BE Om~halio * AESAEVMA Tammuz 

Wepwawet War,teader/Navigator 9 18 132 117 AE/01 We tareyu Khimo Herete PTAGAEMA Set 

~ ~,1.0V8/0eath/Magic 79 88 133 38 SH/CO Gullamina U1han Vidik VAFRAEDW Freyja 
FMri/TheCynfael 11 21 134 • HY/PR Enticulos Lanio Darak PTKYAE Condatis 

Jalw Storm/Thunder/Ma~ic/Healing 15 16 135 119 AE/PH Massintar Belugondo AJPT Shanga 
QullZlf SmlM\'ind,Civiliza ·on 6 5 136 120 EN/AE Huitzata Nahiwautica TEPT Quetzalcoatl 
Rama =("'rtue/DutyM/ar 16 7 137 121 PAM/A Ravaman Pejurash SIPT Rama 
Siva Ti ertility/Destruction 13 6 138 122 PH/PR Asir Rhamanta Siv Ajasir SIPT Shiva 
Daboln ~ewer/Life/Fertility 6 11 139 • EN/PR lnkando Nkone Mburra AJPT Damballa 
Elhua ief/Disease/Magic 14 17 140 * CO/EN Marek Jitar Kais Ompal AJPTAE Legba 

~~ 
Moth«§ky 5 4 141 123 PR'AE Ekheu • AG Nut 
Oanee/Song/Merriment,Women 6 15 142 124 PR/PH Hiksar * AGAEPT ~ War(:fJ,htning/Father 125 120 143 125 AEN-IA TIC8rios Gra1o Malix HEMAAC 

5(F) Mother /Nature 4 9 144 126 GE/HE Buiadca • KEKYAUKA Modron 
Evil,,Oea1hNengeance 6 8 145 127 NE/EN ~atri Alucron SIAPT Kali 

F"n,WariOestruction 62 'll 146 84 PY/NE Tabanorsi Aelicos ANOMA Moloch 

~ 
Heerth,+iome 3 14 147 128 PR/SH Nimwa Edwyg Grishnak KYKE Kicva 
Mlgic,f«hes/Treachely/Death 9 12 148 118 EN/NE Ula Varisson Urrta Varisson VAPTAEFR Gullveig 

~~ 3 3 149 • WA/PR Tor Valing UtfVidik AEFR Vali 
Okeenol 25 25 150 • HY/PR Papudaran Kiomides ACAEHE Oceanu 
Con1rebis Trade/Towns 5 3 154 • PR'GE Orwstal Rhyndar AEEV Contrebis 
Dim Walls/ConstructiorvMason 5 2 155 * GE/EN Lio Nikomes Afero Rais AEEVAU Dunatis 
!9ngu Waves/fish/Nar/Fate ry 4 6 156 • HY/BE Eltar Kantiss Amo! Rusmar ILALPH Kingu 
Tum Bull/Sun=pirit 4 5 157 * PY/PR Ventane Tatrakhir AG Tum 
Alilanoe Rock/Hi oumains 9 14 158 • GE/PR Kion A:Trenos Miranos AUKEPT Alisanos 
Ar«ou ~/Aftelwortd 15 28 159 • NE/PR Tresa! Nicos Ptormik KEKYPTAUEV Ankou 
Belimor Tnbe/Fat /Leader 3 7 160 * PRl'WA Rauch Awleru Rauch Awleru KYKE Beli Mawr 
Amaethon ~riculture/P1owman 3 6 161 • HE/PR Tam Glwrydd • KYKE Amaethon 
0nolris ,+ionor,+iun1sman 21 43 95 • WA/PR Khoris lmerotep AGPTAE Anhur 
Ctucwu CreatortHealer/Prophet 10 7 150 • PH/DI Chandama Tukawendi AJPT Chukwu 





yssart~ Sidi APT CST SL CP CL FAC SR 

------------
------------

Character Sheet Mark 4 0 ------------
------------
------------
------------
------------

Player: __ _ ------------------ ------------
------------

Character: ------------------------
------------
------·------
------------

Race: ------------
---------------------------- ------------

------------
Nationality: ---------------------- ------------

------------

Social Characteristics 
APP: CHA: ZEA: SOC: 

Physical Characteristics 
CON: STR: DEX: AGI: 

Mental Characteristics 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 
Social: Physical: Mental: 

Experience Points 
Social: Physical: Mental: 

Character Notes 

---------------·------ -----------
---------·---------------------------------------------

----------------------------------------------------------------- Copyright 1992 Ragnarok 
Permission Granted to Photocopy for Personal Use Only 



yssart~ Fumble Table 
Roll% Hand to Hand Missile Unanned 
96+ No Effect No Effect No Effect 
76-95 Trip, lose SxSize AP Break Weapon 1/2 MD to Limb Used 

Useful Charts and Tables 
61-75 Break Weapon Strike Comrade Strike Comrade 
46-60 Drop Weapon, 90 AP Trip, lose SxSize AP Trip, lose SxSize AP 
26-45 Strike Comrade Drop Weapon, 90 AP Strike Self, 1/2 MD 
01-25 Strike Self, 1/2 MD Strke Self, 1/2 MD Limb Stunned, 

Skiff UN Table 
AdjUlted 0100 Result . , MAXIMUM DAMAGE 
151+ Critical Success Weapon MD 
100-150 Success DC 5 6 7 8 9 10 11 12 13 14 15 
51-100 Marginal Success 5 3 3 4 4 5 5 6 6 7 7 8 
26-50 Failure 6 3 4 5 5 6 6 7 8 8 9 9 
1-25 Critical Failure 7 4 5 5 6 7 7 8 9 10 10 11 
1·5 Atways Critical Failure on Natural Roll 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 

Craft Sklll Table 11 6 7 8 9 10 11 13 14 15 16 17 
AdjUlted 0100 Result 12 6 8 9 10 11 12 14 15 16 17 18 
196-224 QLS 13 7 8 10 11 12 13 15 16 17 19 20 
169·195 QL4 14 7 9 10 12 13 14 16 17 19 20 21 
144-168 QL3 15 8 9 11 12 14 15 17 18 20 21 23 
121 ·143 OL2 16 8 10 12 13 15 16 18 20 21 23 24 
100-120 QL1 17 9 11 12 14 16 17 19 21 23 24 26 
81-99 QL0 18 9 11 13 15 17 18 20 22 24 26 27 
64-80 QL-1 19 10 12 14 16 1-8 19 21 23 25 27 29 
49-63 QL-2 20 10 12 14 16 18 20 22 24 26 28 30 
36-48 QL-3 21 11 13 15 17 19 21 24 26 28 30 32 
25-35 QL-4 22 11 14 16 18 20 22 25 27 29 31 33 
1-25 Critical Failure 23 12 14 17 19 21 23 26 28 30 33 35 
1-5 Atways Critical Failure on Natural Roll 24 12 15 17 20 22 24 27 29 32 34 36 

25 13 15 18 20 23 25 28 30 33 35 38 

Atllck/Dlfente Results: Large Body Area Target 
Adjusted 0100 Result DAMAGE EFFECTS 
121+ Critical Hit in Area of Choice LOC SOM %HP 1xO 2xO 3xO 4xO 5xO 
91-120 Successful Hit in Aimed Area Head 6-4-2 15% uuu UD3 ODD DOD ODD 
61-90 Marginal Hit - Wrong Body Area Neck 5-3-2 15% UU- P51 DDS ODD ODD 
06-60 Miss Hands 3-2-1 10% II- BAI AS! sss sss 
96-100 Atways Marginal Hit on Natural Roll Arms 3-2-1 20% II- BAI AS! sss sss 
1-5 Atways Critical Miss on Natural Roll Chest 5-3-1 40% UU1 P35 3DD 6DD DDD 

Abdomen 5-4-2 30% U21 P42 573 DD8 DOD 
AlllcM>efenH Reswta: Sman Body Area Target Legs 4-2-1 30% II- BAI ASI sss sss 
Adjusted D100 Result Feet 3-2-1 15% II- BAI ASI sss sss 
126+ Critical Hit in Area of Choice Tall 3-2-1 20% II- BAI ASI sss sss 
101-125 Successful Hit in Aimed Area Overall 6-3-2 100% UU1 P35 3DD DDD ODD 
76-100 Marginal Hit - Wrong Body Area 
06-75 Miss 
96-100 Atways Marginal Hit on Natural Roll Spell Casting Results 
1-5 Atways Critical Miss on Natural Roll Adjusted 0100 Result 

151 + Critical Success 
100-150 Success 

AtlacM)efense Results: Special Attacks 51-100 Marginal Success 
Adjusted 0100 Result 26-50 Failure 
121+ 1 x Aptitude Resistence Roll 1-25 Fumble 
106-120 2 x Aptitude Resistence Roll 1-5 Always Fumble on Natural Roll 
91-105 3 x Aptitude Resistence Roll 
76-90 4 x Aptitude Resistence Roll 
61-75 5 x Aptitude Resistence Roll Copyright 1992 Ragnarok 
06-60 Miss Permission Granted to Photocopy for Personal Use 

96-100 Atways 5 x Aptitude Resistence on Natural Roll 
1-5 Atways Critical Miss on Natural Roll 



art 
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: ·Jhe rules cover every possible aspect of play in as much or 
as little detaij as ypu want. In addition to the standard rules 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. 

Ysgarth is roleplaying. It leaves control of how the character develops in the 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. 

Ysgarth is progressive. This is the sixth edition released in the thirteen years 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. 

Ysgarth is fun. Good, believeable roleplaying is about the most fun you can have. 

Ysgarth makes fantasy roleplaying what you always hoped it could be. 

Dare to_ live what others only dream! 

8 I RAGNAROK 4601 $1218 
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