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Welcome to the Age of Myth
Thank you for trying Mythmaker! This book, along with theGMQuick Guide, provides
all the information needed to play, from character creation to monster motivation, ag
well as a full adventure.
If you have played an RPG before, much of what you know will carry over {
Mythmaker. If this is your first time playing, take some time to familiarize yourself
X E-OE—OF-A——O-01-A-08—F-0—T-A-A-AI-6-0—AITT -E-O—A
knowing where to find things when needed later.
If you like the game, please check out our full version, coming in 262You
will find expanded options for skills, occupations, spells, monsters, and much morg
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THE KEY TO ADVENTURE

HERE IS THE KEY to all good
storie® it opens the door to
adventure. A roleplaying game is a
key you hold in youmind.
Beyond the iron gates of
time, over the horizon of dreams, lies
- a mythical realm that is our heritage
<. and perhaps our greatest treasure.
8y The wings of imagination provide
the ticket to this otherworld.
Mythmaker feed that sense of
mystery within us through the art of storytelling.
The mythologies of past civilizations are the
springboard.The game aims to tak&ld stories
and make them new. And not just myths and
legends, bualsothe many great modern works of
fiction we all enjoy.

Gamemaster, Player and Character

The Gameaster, or GM, sets the scene. They
control the winds andhe rain. They know the
vi | | ai ndegetstihayndrrats the actions
of all the sipportingcharactersBut the GMis
nothing without their players.

The player is a sort of puppete¥ou see
the world through the eyes wdur characterYou
may choose to embody a previously existing
figure from established myths or published
fiction. Or, make up your own.

The characterdoes whateveyou say
You give the game direction. When you are in
tune with your character, the story transcends the
game, and you gain that unique feeling of
connection attainable only in roleplay.

As the adventure unfoldgiou will pit
yourcharacteh s st rengt hs
their way. Their chosen skills may ensure their
success Their fatal flaws may lead to their
downfall. But it is you, the player, whdrives the
story. You are the mythmaker.

Some games are solo adventures, in
which there is only one gamemaster and one
player. But, more dten a player group gets
together to play a collection of MCs, referred to
as the party. The adventuring party is a staple of
RPGs. The cast traditionally consists of a mixed
lot, including any combination of bruisers,
healers, vagabonds, and mages. Btliterkinds
of characters exist, and different party
combinations are common.

There are many reasons and many ways
to roleplay. It 6s
connecting with others
about fantasy, exploring the world your
i magination creates,
spirit of her oforthefunofbtu t

What You Need to Play
The necessities include: a standard set g
RPG dice, this book, an adventure, a Gl
and a place to play. Simple as that.
Miniatures and battlemats are
welcome at many tables. It may also bg
useful to have extra dice, and more
players. Beyond that, some groups us
certain electronic tools, apps, and online
platforms. But the most important thing
you need is something you akady have
imagination.
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ONE: CHARACTER CREATION

MAIN CHARACTERS ARE EITHER made by the player®r premade to fispecific
stories. The MC sheet provideseat ofskills and a record of strengths and weaknesses.
However, characters are more than the sum of their |Paatgers shape thetharacteby
choosingan occupation, an archety@mnd some backstary

CREATING YOUR CHARACTER
SOME ADVENTURESARE written for specific
premade character©thers are more inclusiye
requiing the birth of a whole new character or
partyl t 6s fine for a play
character if needed to round out the party.

Youshoul d get
your character will be a good fitr the adventure
they plan to runSo, grab a character sheet, a
pencil,yourdice, and dive in!

You may find that not every detail about
your character will fit on the MC sheet. An extra
sheet of paper may come in handgpecially if
you add background infoExplore who your
character is and enjoy the process.

When creating a character, it is important
to think about what will be fun for you to
roleplay. Roleplaying can be as simple as
describing your charact&ractions Or you may
try to embody your character bynitating their
body language, and engagiothers in dialog
Actions and decisions will come naturally to
players with avell-developed character.

Starting at the top of your sheet, fill in the
blanks and follow along as eastepis described
below For those already familiar with the process

there isthe Character QuiciBuild Guidelater in
the chapter

Some basic math is used, such as finding
an average andounding fractions.Use the

nde}rd(gourgi gmthoﬁgr?cgons IGF.F% Wan

alf are roun nfractions of half or more

i engure G Mrgesroqugq L)Bunless specified otherwise.

Name
Consider your
your own naméelowthe character name.

Archetype

The mental images of archetypes are engraved
our genes. Stored in the collective unconscious
theyare integral in shaping our personalifinink

of an
are notpre-formed molds for us to fit into, but
rather predisposed response to reatworld
events.

Archetypes can be understood as the
underlying structures of the human psychieey
correspond roughly to the various god archetypes
of antiquity. The core elements of each are
describedon the next pagealong with historic
and deificexamples.

ar chet ypehemesThey our
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Caregiver, EverymanTrickster, Lover You may oll 1d12 to determineyour c har ac
archetype randomly.

The Her@® Ares, Beowul f, Her c ul eGawaindConamrTheaegbragersouls
are found in all religions and myths. It is often the hero who initiates the journey, leads the |
and sets its goals. They are typically humble, generous, and loving, though they deal in blooc
The Magicia® Dionysus Roger Bacon, Aleister Crowley, Merlin, Medea, Gandd#riously
called wizard, sorceresst mage Historically represented asnase old man, the magician deal
in knowledge, both ancient and newhey arethoughtful, transformative, creativand often
unpredictable.

The Outlavd Poseidon Calamity Jane, Black Bart, all Forty Thieves, Robin Hood, Hervd
Labeled revolutionary, misfit, criminal, or vagabofithe outlaw may strive to better the world
but through questionable means. Known to be craftgiructive vengeful, selsufficient, and
patient They are alsbard to holdand generousépecialywi t h ot her peopl
The Explored Artemis, Daniel Boone, Marco Polo, Ponce de Leon, Isabella Biekander the
Great These pioneers are often independent, and always in search ofr@nimn They seek
fulfillment through discovery. They are restless between sojoamnd,many come off as

unreliable Explorersalso seek enlightenment and setbwledgeas they search out new frontiersi| |

The Sagé Athena, Dumbledore, Yoda, King Solomon, Helena Blavatsky, Raspidlted seer,
visionary,oreven6 ol d man on the mountainbo, t hey
Thesagecan be a vital link between past and future. Their quest is often geared to benefit o
The Innocerit Demeter, Dorothy of OZ, Forrest Gump, Mary Poppins, Mowyfirginal and
virtuous, their strength lies in trust. They are generally positive and happy. The innocent se
for solutions. They are pure, wholesome, often empathetic, open, and honest.

TheArtistd Apollo, Pygmalion, Homer, da Vinci, Hildegard of Bingéiey seek to create, as if
to fill some inner need. Full of ideas the artist loves the new, the unusuaheamdque. They
can be unstable to the point of volatility, or just eccentric.

The Ruled Zeus Sargon of Akkad, King Arthur, Churchill, Genghis Kahn, Queen Boudic(
Known for their strong but attractive personaliti€sey arepreventers of chaos, role modeisd

natural leadersTheb e st  actiohseare guded by concern for the safety, prosperity, an
security ofthose they rule |
The Caregived Hera, thegood Samaritan, lsry MagdalengAsclepius, Florence Nightingale:|||

They think first of ot herds needs, even
humankind, and above reproadthe true caregiver cares less for money and more for helpr
those in need.

The Everymad Hephaestus Alice Liddell, Bilbo Baggins Jonathan HarkeiThey are quiet,

simple, and family focused.he everyman shuns the limeligfithey alsoseek to belong and to |

be accepted, though they are often undervalued and rejected. Rather than extravagance, the
possessions that serve basic needs.
TheTrickste® Hermes the Joker, Jack of the Beanstalk, Jack Sparrow, Tyrion Lanr@éten

== 7

= |

Y

found in the role of JesteBometimes mixing cruelty with comedy, ttreckstercan be hard to
accept. They often seek to eliminate hypocrisy, and to level the playing field between the po
and the underdog.

archetype is not all about romadcthey also encapsulate parental love, friendship, family tie
and spiritual communion. THever sees the journey as more important than the goal.
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: GENDER, AGE, WEIGHT , HEIGHT, BODY
Occupation ' ' ' '
TYPE, HAIR, & SKIN: Players should

Many myth nd folktal featur m . .
any yths ~and - folktales  feature some determine these as they wish.

occupation in their telling. Occupations are

important to a character for several reas&ash

provides adjustments ranging frobonus stat Stats

points, additional skill levels, or wealth These are the characteristics common to all

Occupations often confer guild eligibility, which mankind: Intelligence Spiritudity, Survival,

tends to be recognized across friendly borders. Strength, Healthand Agility. Stats are vital to the

Also listedin your occupatiorare related skills success of questionable actiofgat scoresfor

that you should considéut are not required. new characters stérom 1to 10points.Each will
While you have the book open to your be the average ofhree temsided dice (3d10

occupation it may be a good time to fill in your divided by threg

wealth and address any awar{&/ealth carried Starting withINT, roll for each stat in the

is listed further down the sheet. Awards may be order listed. Keep in mind certain skills,

in the form of possessions, or as pluses to skill occupations, and enchanted items may adjust this

levels or stat$. score, but not outside theil110 range (except
When you choose an occupation, you temporarily).
should assign the primatsadeskill listed as one Many of |l i feds di ffic
of your Innate skill choices. (Innate skills overcome with astat check.Stat checksare
comprise the first four skills you must chogse always made with a sigided die.Either he
player or the GM may prompthe roll. The
Life Points (LP) amount of the roll is added to the relevant stat.

Also known asLiving Is n Bar Ever points The number to equal or beat is always 10.

Think of LP as the meas
essencé a number to gauge how far they are
from death The higher thestartingnumber the

more damageyour character can take before

dying.

Ir%lcerllig‘j:}encg:),fINT:a Negd%cﬁorr %kﬁlst seucrhoag lite
Disguise, Leadership, and Thaumaturdysed
for stat checks thalf test
the playerfaces a mysterthe GM may allow a

Characters start witl?1+1d10LP.The INT check to solvé.

small boxes otthe left may be used to keep track
of adjustments.

Dropping tozero means that your hero is
in a dying state, but still has a chance to recover
They will be barely conscious, incapable of all
but the most minor actions. They can still be
restored to health by normal means. If theya@o

Spirituality, SPI: A way of gauging intuition.

Used for stat checks t hat
connection to the divindt exists between idea

and instinct as a feeling of knowing without
knowledge. Important for skills like Charm,

Insight, and Theurgy. The higher theC 63P|,

-ALP, death follove. the more in touch they are with the force of spirit.
. Survival, SUR: Measures your instinctual
MOVE (Maximum Movement Rate) natureUs ed f or S){ at checks t h:
The averagefmractehas a base MOVEscoreof animalistic side or anythingrelated to the five
40. This is equalto running4 Oplf turn T h a t 0 s senses. Important for skills like Trapcraft,
about ten feet per secorflome characters may  |ntimidate, andChannelThe highem char act er 0
be much faster anuchslower. SUR, the more likelythey areto survive a
Certain skills can ipdiehtial adefly Ostutd® oS Roe fdiice
Also, a characteros rate  @dmethifbihdsNis®aso figurss into combat
influenced by their agilityCalculateMOVE only scores.
after you roll forAGI. The small boxes on the left
can be used to keep track of adjustments. Strength, STR: Used for stat checks against a
characterés brawn. |l mport a
Bodily Characteristics Weaponless Combat, and ClimlPractically

speaking, dighscore allows a character to carry

Give your character a unique look. ) .
more stuff. It also figures intcombatscores.
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Health, HEA:Us ed f or st at c¢ h earrkosor wepponbereas thase aredlisted in the

fortitude. Important for skills like Medicine, combat sectiorDo not list magicalitems hereas

Athletics andBeauty Healthy characters heal LP those are listetb theright.

faster than the unhealthy. List possessions e item. Includethe
Stamina is also a part of healt/ith i t eload mting Keep track of total badpoints

higher HEA, characterscan sustain strenuous carried. You will often pick up items that have no

activities for longer. listedLoad in such cases, you and the Gish

make your best guesSee loadin Game Basics
Agility, AGI: AGI is part speed, and part for more irfo.
reflexes. Important for skills like Acrobatics,

Evasion and Sneak AttackAgility impacts TOTAL LOAD: This shouldbe calculated only
combat scores as well as adjusts MOVE. after the load ratings from WealtRossessions
One of the most important things about  Enchanted ItemsArmor, and Weapons have
agility is that it det ebesanaddes a characterb6s poten:
number of attacks per turio find this number Stronger characters can carry more. Note
divide your AGI by 2In this case, always round that carrying too much negates any positive
fractions down. Thus, an agility score o8 movement rate adjustmentsom AGI. It also
results in the potential for makidgur attacks in caussthe character ttre faster.
a single turn.Whether or not they live up to that
potential depends upon their weapspeedand Portrait

their combat skill leved You areencouraged to ug@urimaginationhere

and your artistic abilityMake your character as

Agility MOVE Modifier handsome or as homely as you wish.
AGI 1 2 3 4 5 6 7 8 9 10

Adj. -10 -7 -4 -2 +1 +2 +4 +7 +10

Combat Stats
Attack & Defense Scores (ATT and DES&art

We_—alt_h . out as the samaumber, but different modifiers
Beginning characters start witbmewealth as apply to eachAdd your STR, AG] and SUR
noted in their chosen occupation. together to f ibaselscopebhisr char

number may change via different armor and
skills; be sure to recalculate your scees your
character gainsew equipment ocombat skill
levels The spaces belotheseare to add any

Coins of the Realm
C= Copper Coin

‘CS;; Séll(;/lzrc(::ooi? modifications to this scoreSee Chapter5 for

= more info on combat adjustments.

Standard Exchange Rate

10C=1S #att (Number of Attacks): Most MCs start out
10S=1G by only being able to make one attack per térn.
One gold ingot =100G c h ar a poteetial dsnber of attacks often
One silver ingot = 106 varies from their actual number. Several things
One copper ingot = 10C affect this First check your agility scorélalf of
Ten-thousandC= 1 gold ingot. this isyour maximumnumber of attacks per turn

Combat skill level and weapon speedhelp

Add the weight of your wealth to your determinghe actual number

total load. Coins weigh about 1/8 ounce

each) 1 AEOEAOGAI 1 U OEAEO L. vaDgf C6s
— O. | ACI ECEAI A8 P2 A ﬁ?en |ve Ipl EI is en%m?glferﬁnng E‘f&kg

208 Soias toget_herequalone(l) load ED“- how many attacks they can defend against in a
Also,ingots weigh-about 11b-each, oo turn. This number can temporarily fall for several

reasons that will be detailed latktost characters

start out by only being able to make one or two
defenses per turnEven those who have no

defense skills havedefl.

Possessions
During the game, MCs will acquirenanumber
of possessions from various sourd@s. not list



Special Defenses: Indicate any defenset Damage, Damage Typé&peed and Load See
special damage typeghese argained by magic the Weapon Rack iGhapterFive.
or otherimmunities.

Armor Kit : List the armor your character uses,

Weapors. Beginning MCsmay beallowed their and thepoints ofprotection it providesAlso list
choice of one or two weapongzor quick its Load.Seethe Armory in ChapterFive.
reference, |l ist yodwxr characterds primary hand
hand (H2H) weapon and their primaRange Enchanted items

weapon, along witlattack modifie(ATT Mod), List any magical possessions here, along with

details such aRank, Spanl.oad, andProperties

SKILLS 2

Name of Skill Tvpe RS 11 s B
....... Lotin. . iz danguage - INT. . - Mad - 2. [7
Desc. Popuiocized ond Spreadd by Rome add
RO oz Heritage - (SUR _.c . Mard. o 2. .[8
Dese. Empice that ryled much of Near East Evrope 4 N. Africa add
..... Insight ... - Secialskit- SPI - Modetare. 2 [7
Desc. Detect lies. Detetmine best Course of AcTion, add
s"\‘-‘j e--"(ﬂ”\dedwmpoﬂ- ....... (e R e B M I LA M. NERD S -
Dese, USSR C_lUb, s"\O("f SWOrceA efc. add
Syvvpred Defense - Cowmbar - — - Mod . 2 [_
Desc. Use Aewmor, + ] to arvock acwmored Foe. d
AnrowrnWeapon, o Combar o/ — LloEasli e o2l fA
Dese. Use Javelin, Plumbora etc . | add
Weaponless Combat . Combar . ~— - Mod . 2 i
Desc. Wrestlind, boxing, etc. si
- 3 Feoel
Above is the skill section from the bac
Skills 3. Social Skill: The thirdinnate skill may
These are listed on the back of your character be anyhing from thelist of social skills.
sheetSkills are all the things that are learned by 4. Trade Skill: Thefourthinnate skill is the
doing things where practice makes perfect. Your primary trade skill listed in the
skill level at something is a clear indication of characterdos occupation.
what you can and cannot dA. list of skills is - )
found inChaptefThree There arevarioustypes ~Next, choose additional skills from any
List the details o o ur ¢ hskiisa ¢ t &fthgeightskill groups.To make a character that
on the top lineType, related stafRS)*, training specializes in something, choose skills that
intensity(TI), andlevel. Add a description ofhow ~ complement each other. _
the skill may affect the character or the game. New characters arallowed to start with
The 6adddé box astfort hed PO @fl4fplal skill feyels fojsigrgrhese are
quick reference when making skill checksstL divided between the skills chosen. For instance,
the sum of youskill level plus your related stat. ~ theMC maypick 14 skills at level one, oseven
Use this sum when a skill check is called for skills at level 2 each, or one level 2 skill at
*Not relevant to combat skills. level one skills, and so oBeginningMCs are

typically limited to two levels ih anyskill.)
Innate Skills: Starting characters begin by

choosing theiinnateskills. There are foutypes SKILL TYPES: Skills fall undereight broad

Choose at least one from each catggor categories Larjguage,Herltage, Social, Tra_lde

1. Native Language:Each c har act €mkag Suvivg, sUnderhanded,and Misc.
innate skillmust be their native tongue. When combining related skills, they reinforce

2. Heritage: The second innate skill choice ~ @nd complement each other in surprising svay
is theHeritageto which they wereaised.



SKILL LEVELS: Skill levels are stages of
progress that measure how proficient someone is
at something.You can add skills and levels
throughout the game as time and training allow.
Note that certain skills award a bonus
level to other skills, in which case beginning
characters may start with more than 14 total
levels.Also, note that this bonus level is optional,
if it would give the character a skill they do not
want, they may disregard it.

Language

Your ¢ h aatize danguagé & an innate
skill. Speaking, eading and writing of a
language comes as one gains skill levels.
Beginning MCs may start with up threelevels,
and theymay choose more than one language

Language levels figure into t h e char a ﬁ'f

maximumskill level count.

Language skill levels are used to
represent eloquencena proficiency. General
literacy relates takill level asfollows:

1=llliterate but able to communicate

2=Limited vocabulary

3=Fluent

4=Well read and well spoken

As with Heritage you should pick a
language that makes sense within the scope of the
campaign. Certain shorter adventures will feature
only one languagédn that case, you may simply
I i st 606Cexamplesrof languages used in
Mythmaker settings: Middle English, Anglo
Norman (or French), and Latin.

Heritage
Guild, Ethnic, Political, Religious, etc.
Think of heritage as social group Groups are
helpful as a character backgroulmdilding tool
Also as aroleplaying guide throughout the game.
Heritages are important for providing characters
with motivation, as well as context and
connections to the world around them.
Characters are required to choose at least
one Heritageto belong to as one of theiour
innate skills Heritages are treated as skills in the
sense of gaining levels, whether gexialgroup
hasawell-defined internal hierarchgr not.
Heritages come inmany kinds. Consult
with your GM on which groups are available in a
particular adventureA character can be part of
more than one social groupnd, while a lone
wolf character may feel no nesealbelong to any
sort of guild or groupbeyond the parly they

must choose someonnection with the world
even if only to reject it.
Skill levels are usedvith Heritage to

represent overall social standiy. char acter o

socktal class relates tskill level asfollows:
1=Low 3=Middle
2=Low-middle 4=High-middle
| n ot her w middleslas® b e i
counts asthree skill levels in Heritage This

ng

number does count toward a charactero

maximum possible number of skillevels.

Beginning MCs typically start with two levels.
Characters will find it easier to

accomplish certain goals in the game if they are

interacting withinfamiliar circles.To belong to a

social group means6 tahmd

will always know how to function and esxist

h embers of thaderitage It is when

e character tries toegt outside their circléhat

things can get interesting.

Social Skills

These seem to come naturally to sqreeple but
thas just how they workEducation in social
skills tends to be less formal than others.

Trade Skills

These can prove invaluablen an adventure.
They are also useful between forays as an income
option.

Combat Skills
These allow great advantages over the untrained

foe. Your characteros combat

their fighting style and effectivenesés they
increase skill levelgheir ATT & DEF scoregyo
up.Also, one life point is gained for each combat
skill level.

Underhanded Skills

Theseare useful to the scofflaw as well as to the

adventurer. Many a robber has turned his talents
to good works after a change of heart. Likewise,

many a sheriff has turned bad, using the very
tools of the criminal to break the laws he has

sworn to uphold.

Survival Skills

Theseare often used in nature scenarios, though
not exclusively. Many animals are experts at
these skills, with excellent senses to match.

Misc. Skills
These are anything that may prove useful,
interesting, or entertaining.

t

h e
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Spells
SPELLS @
Name of Spell TIME Focus Dur, Range AE Ccl
Criss-Cross - 1T - Auto -IT,2XL- %  -S1ze5- Vecal

Boalsh - AT -High - NA -Mk - ¥ V| 4EL

Effect(s) De-animode oc osnish Undend. ¥ by costerlevel.
The middle section on page two of the MC sheet is to keep track ofrdpell

Three skills enable the use of magic: Channeling,

Thau_matl_Jrgy, and Theurgl. i st allM&Ep e CHARACTER QUICK -BUILD GUIDE
(casting timg, FocusDur (Duration), Range, AE g5 \ETIMES YOU NEEDan MC quick. This
(area of effect) CI (casting ingredients)and method can gtyou ready to play imalf an hour

Effects Effects can be summefp In a sentence It cannpt teach You }h? Whés and wherefores of
or two by reading tSéee S@aghletrg}s u escription

ChapterSix for more on magic. 1. Name your character.

2. Roll for an archetype.

Level U 3. Fill in their Occupatiorand add associated
At the bottom of the back of the MC she®siu trade skill(on back) set at levetwo. Also, at this
wi || find a chart t o méamekseeyaouu cccupatioa foareldatee rskills, s ki | |

level progressLeveling up is done at the end of starting wealth(roll for and add amoununder
a game sessiomformation on using this chart is Wealth), and awards.

given in Skill Advancement irChapterThree 4. Give thecharacte26LP.
5. Fill in their bodily characteristics as you wish.
Backstor} / 6. Apply the followingstatvalues wherever you

wish; 4, 5, 5, 6, 7& 8.
7. Calculate MOVE usinghe Agility modifier.
8.CalculatebaseATT, (SUR+STR+AGI)and fill
in DEF equal to ATT.
9. Pick anativelanguageadd toskills, andset at
level twa

Your skill choices ﬂegﬂct @%rlp?e?( ldse[éahlea\l/(illtgv%lt er 0s
background, and thusly how you plan to roleplay 5 Pigk a SO(c:JII'aioi II 6:(?” sset ?_nevet t;/vc;. WO
t hat character. Of courJT‘3eLr Iﬂﬂ %gsttr‘?lgg Ilf\é F, don
need to learn their language, but it might suggest -List spells or supernatural powsrs it used.

an accent. And choosing a heritage does not 14. Fill in Possessions (cqnsult with your GM
behoove you to learmore about that heritage when you are ready to equip your character).

15. Assignweapoigs) andfill in combat stats
than you already know. . . :
But any skill can be a catalyfdr how 16. Equip armor anadjust DEF accordingly

you portray the MC. For instance, a character g.c_?lcullate#atléagdf#def. ith :
with Charm is charming. An MC with Identify - Total up load from wealth, possessions,
may continually stop to examine some small weapons, and armor.

detail of the setting, and then move on. Those Your character is now ready to play.

with more than one combat skill may be overly

curious about the armm the hands of those

around them. And there you have it: a basis for

how to roleplay.

A char act e nekdnot beaexténsite.o r vy
All the information needed to play a character can

be contained on their shekEibwever, if you wish

to write up extadetailson a separate siiegh e r e 6 s
your chance to really distinguish them from the
crowd.
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TWO: OCCUPATIONS

AN OCCUPATION IS AN activity in which one spends most of their time, often for

economic gain.

A personds

career i s

civilization is largely the evolution of occupations.
Certain occupations are highly regarded in all societies, while others are devalued
The more difficult and complex the work, the greater the status and prestige.

Hail The Guild Hall
Adventures may or may not include guilds. In
some games the influence of guilds may fall tq
the background. In others it may be the driving
reason behind the overarching conflict.

Guilds of old may be compared tg
OT AAuUsoO 1 AAT O OTEITO
survive are now styled as fraternal or
ceremonial organizations. Originally the idea
xAO OO0OOAI COE  EI _T-6i A
function is to protect its members.

OCCUPATIONS KEY

OCCUPATIONS ALL HAVE several common
aspectsan associated trade skill, related skills, a
starting wealth, and some sort of award.

Trade Skill
This is the primary skill for each occupatidrne
trade skill listed forcertainoccupationgnay not

be on the main list of trade skills. For instance,
the occupationf Hunter has Hunt astrade skill,
but it is listedunderSurvival Skilk. Likewise, the
Outlaw has Any Underhanded as a trade,skiiti
the Warrior has Any Combat.

Related Skills

These are skills that are in some way helpful to
but not required by the occupati@kills that are
not listed here maglisobe taken.

Wealth

This is rolled for and listed on the sheet of a
beginning character. Not all adventures allow a
starting wealth, for instance the MC may start the
game in jail, or kidnapped, or they may have just
been robbed.

Award

A benefit other than money, enjoyed by those of
this occupation. May include a stat boost, a bonus
skill level, or some other advantage.

central

t

(0]
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Occupation Trade Skill Related Skills  Wealth Award
Archer Bow or Crossbow  ArmoredDefense 40-160S +1 to AGlor STR
Athlete Athletics Weaponless Comt 101208 +1 HEA, +1Heritagelevel,
+2G +2 MOVE
Bard/Troubadour Entertain Charm, Lore, 20-80s +1 Heritagelevel
Create +2G
Bodyguard SingleHanded Weapao Armored Combat 10-60S +1 Combat skill level
RideDrive,
Weaponless Comt
Bounty Hunter Any Combat Hunt, Pursuit 10-80G +1 levelany Combatskill,
Crossbow +1 level any Survivaskill
Eunuch Any Combat Will, Intimidate 10-100S +1STR +1 level any Combat skill
Explorer Mapping Caving,Nautical 10-80G +1 level any two skilk
any Combat + 100S
Discovery
Gambler Insight Charm, Analysis 10-100G +1INT
Prediction
Herbalist Medicine Forage 10-100S +1 level Heritage any four tonics from
+3G the Enchanted Emporium
Hunter Hunt HusbandryEvasior 10-60S +1 level any Combat skill
Bow, Sneak Attacl +4G
Discovery Wildcrat
Mage/Wizard/Witch Thaumaturgy ResearchWill, 71-1705 +1 INT
Analysis +5G
Monk /Friar Spiritual Ministry Will, Research, 1-10S +15C +1SP| +1level Language
Medicine,Hindsight
Outlaw Any Underhanded Blend, Intimidate 10-60G +1 anylevel skill, Truth Be Told o
Climb +100S Invisible Ink (Enchanted items)
Priest/Cleric * Theurgy Spiritual Ministry, 10-40S +2G +1 SP| +1levelLanguage
will
Prophet Channel Analysis, Spiritual 1-100S +1 level any Social skill
Ministry, Predictior +2G
Sailor Nautical Aquatics 30-1408 +1 STR, AGI, or HEA
any Combat
Saint Channel Spiritual Ministry 1-100G +1SPI, +1level any skill
Spy Disguise Evasion, Steal 10-100G +1 INT, +1 levelany two skills,
Blend, Cunning +1 level Language
Warrior Any Combat Athletics,Leadershij 10-80G +1 STR or AGI
any Survival, Will
Woodsman Wildcraft or Hunt, Forage 10-100s +1HEA, +1 SUR
Forestry Trapcraft +2G
Archer Athlete

The bow is ten thousand years old. Prehistoric
men do much of their hunting with it. And from
the beginning arrows are used in warfare.
Archers are included in nearly every ancient
army. Thér arrows are tipped with iron, bronze,
bone, or flint, depending on the time and place.

The military strength of ninth century
BCE Assyriais in the hands of its archers and
lancers. The Romans at Carrhae suffer defeat in
55 BCE to the Parthians, due largely to archers.
Another decisive win for archers takes plage
the waningdays of theWestern Roman Empire
when the Byzantine armies of geneBallisarius
rout the Gothic cavalry of the barban kings.
The English archersvho slaughter the French
army at Agincourare also of note

Successful Greek and Roman {atthletes earn an
appreciable living. Winningearrs the victor a
crown of leaves and a palm branch, and when
theyreturn to their city, they are showered with
privileges and immunities, and often celebrated
in statue and vers&hey also earn prestige and
certain other benefits. It is thought that their
athletic prowess is god-given gift.

Wrestling is probably the oldest sport and
remains one of the most popular. Footraces
boxing, and chariot racing are some other early
favorites.Tournaments throughout history award
valuable prizes for wrestling and racing in
imitation of the Olympic Games. MC athletes
often enjoy acertain prestigand can be sought
to train others in certain skills.
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Some earlathletesuperstas are:

Milo of Crotord a wrestler and notorious
glutton.

Chionis of Spart@ a long jumper and runner.
Leonidis of Rhode$ the only twelvetime
Olympic winner.

Gaius Appuleius Dioclésthe highest earning
Roman athlete at 36 million sesterces.

Bard/Troubadour

Traveling musicians take their talents to new
audiences and gain a unique renown. They spread
culture, often praising but just as oftsatirizing
national heroes in their songs. Acapella
performancesre not unknown, but the typical
bard wll also play one or more instruments
during a performance.

A few bards dabble in magic, either
through enchanted instruments or actual spells.
Bards may study thaumaturgy but are limited to
3rd level and to the magic types of Sympathetic,
Divination, lllusionary, Astral, and Discordant.

Some well-known bards are Taliesin
from Wales Amergin Gluingel from Ireland, and
the MacMhuirich family from Scotland.
Shakespeare was called the Bard of Avbbard
by any other name sort ofstill a bard.

Jongleurs, MinstreJ]sand Troubadours
travel from court to court, to sing of the prowess
of knights and the heartbreak of lo\idwe authors
of their own texts are called troubadours and
those who play the productions of others are
jongleurs. Early minstrels are often paid for their
services with food, drinkand/or lodging, rather
than money. Certain families have their own
hired minstrels.

Later, trained instrumentalists and
singers become higlanking functionaries, so
revered that they are treated to differéegal
standards, exempt from hard work and taxes.

Bodyguard

Soldiers guard members of royalty and their
families, while civilian guards protect the
wealthy and their property. Strength, height,
agility, loyalty, bravery, and prior military

service are important job considerations.

Bounty Hunter

For most of history bounty hunteare rare, until
later in Medieval times. Papers fromM&ntury
England record bounty hunters bringing fugitives
to justice (execution by hanging).

The thieftaker, a form of bounty hunter,
also rose to infamy with Johnaton Wild being a
notorious example. He was hanged for working
both sides of the law.

Bounty hunters start their day looking
through wanted posters and gathering info, but
the pursuit of fugitives can turn dangerous
quickly. It may mean traveling across borders or
into wilderness areas. It may mean breaking into
an outl awds havamteAll mithe h out
hope that resistance will be minimal. And then it
means transporting the prisoner, or their corpse.

Eunuch

In ancient times eunuchs serve as bodyguards,
generals, and admirals. They are employed in the
Middle East and East as harem officials,
confidential aides, and political advisers to rulers.
The Roman emperors Claudius, Nero, and Titus
kept many political enuchs.

Castration is practiced in Assyria in the
second millennium BE as preparation for sale
into slavery and as punishment for crimes. By the
third centuryCE, a sect of eunuchs, the Valesi,
castrated themselves believing that it served the
Lord. On the other hand, Jews in Biblical times
forbid the practice. It is considered a sin by the
Talmud to emasculate a human being since the
victim is deprived the oppartn i t y t o O&ébe
and multiplyd.

Explorer
Exploration has been the savior of our species.
The first explorers were hunters chasing a meal,
or exiles seeking a new home. Even the earliest
civilizations sent explorers in search of better
lands, riches, or trade routes. Some seek
adventure, some awdife. Hanno and Alexander
the Great are ancient examples.

Facing the challenge of the unknown is
tempered by the anticipation of discovery. The
dangers of going off the map include hostile men

a
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and monsters, as well as geographic and
environmental obstacles. It requires bravery and
a love of adventure.

The first documented explorers were
early Egyptians and Babylonians, after which
came the Phoenicians and then the Greeks.
Vikings were the explorers of the Dark Ages,
culminating in the great discoveries of Eric the
Red and Leif Ericsson. Ibn Battuta ahhrco
Polo are good examples from the High Medieval
period. The 1400s and 1500s see a substantial
increase in exploration with such names as Cabot,
Columbus, de Gama, Diaz, Drake, Magellan,
Pizarro, Raleigh, and Vespucci.

Gambler
Gambling as an occupation is generally looked
down upon, though gaming boards and dice are
common throughout history. Attitudes toward
gambling for stakes range from seeing it as
counter to the interests of society, to being akin to
robbery. The habitualegnbler is often considered
unfit as any kind ofegalwitness.

A common theme between the laws of
different lands echoes the idea that if two people
make a wager, they must carry out its provisions.
The obligation is often moral however, not
lawfu and based on the
is gone out of thy

Several gods from around the world are
there for the gambler to call upo@ccasionally
their prayers are answered. However, it is as often
the devil who hears their pleas, and he finds many
a gamblerés soul an

Herbalist
The MC with a background in herbalism is often
welcome in a party of adventurers. Able to
concoct and administer cures tailored to the
situation, these healers tend to gather all their own
suppliesWith each herb goes an agkl charm.
Herbalists ardrequentlyattributed with
unearthly powers, even when they restrict
themselves to using only those green gifts given
by Mother Nature. Then again, many herbal
healers do mix mystic powers with their more
potent concoctionsSome become witches.
Panacea is a famous Greek goddess
associated with herbal cures. Other deities, too
numerous to mention, attest to the importance of
herbs. Many herbs have their own lore and
legends. Achilles, for instance, applied yarrow
poultices to the wounds of his halvs.

I i p s The bconomisitmpdritahce of husiting dectinesias d
city life, agriculture, and trade develops.

The industrious herbalist can creatse
potioneach dayThis requires a place to prepare
it, several hours without interruptionand
ingredients. Ingredients may be foraged or
purchasedcostequal to 1/10 the sale price listed
in the GMQuick Guidg.

Hunter

While manypeoplehunt for pleasure in antiquity,
just as many engage in hunting as a vocation, or
to supplement their food supply. The Egyptian
and Assyrian nobles and kings are fond of
hunting. The Egyptians make use of dogs. The
Mesopotamians hunt for sport, taking wildasts
such aearsand lions.

Many Medieval lords see hunting as their
exclusive privilege, and the forest as their private
preserve. More than a means of providing for the
princeds tabl es, hunt i

Techniques to bag animals and fowl
vary, including the use of pitfalls, net traps, bow
and arrow, sling, snare, spear, and club. The
battue method from ancient times is when a large
group forms a cordon, shouting, and pounding
sticks and drums, therebydhtening their quarry
into a box canyon, a set of nets, or a pit.

Main characters with a background in

ng i s

thuindng Isriagyséverad worthy taler@istto the pdrtye. h

do.

eas
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Mage/Wizard /Witch
Thaumaturgys practiced by the third millennium
BCE in Mesopotamia. The magic of the ancients
is largely thought of as two types: black and
white. However, to put such labels on magic is to
miss the poird that it is the heart of the user, not
the heart of magic that is white or black.
Necromancers are almost universally
denounced for consorting with ghosts and spirits,
yet there seems be an almost irresistible desire to
consult with the dead through their services. But,
for all the different ways of using magic it is
important to remendr that, at its source, it is
simply energy, and pure.

Incantations and movements of the body
are coordinated to powerful effect. The spoken
word is the most common mode of witchcraft,
and universally thought to carry limitless power.
Elemental ingredients are also important.

The word f#Awizardo
wise. Early wizards embody knowledge. Magic
flows through their bodies like blood. They can
change their shape,
move the planets, and conjure things and people.
They can cure or inflict deformity and disease.
They can see the future.

They are both superhuman and deten
earth. Strange tales often surround their births.
Vainamoinen, was fathered on the Air Virgin of
Finland by the winds as she floated on the sea; he

was thirty years in the
said to be an incubus.

Wizards tamper with the orderliness of
nature, an activity thatover time,comes to be
seen as evil and arrogant. Some continue to
practice as the centuries pass, but a new force is
rising. Priests of the new church examine the
world, ordering and naming its various patterns
and elementsand depose the mage.

In many cases, later adepts lack the
natural generosity and insight of the first wizards.
They are introverts seeking lost or hidden powers.
Using complex pseudsciences and arcane
systems they probe the mysteries of the world

As the mage gains levels in
thaumaturgy, they can cast more spells and more
powerful spells. Also, as the mage gains levels
they add rings of power to their auras. The mage
sees the rings as glowing bands encircling their
bodies. They store energy théoe casting spells.
The rings also act as a sort of invisible armor,
giving a combat defense bonus.

Monk/Friar

Monks first appear at the beginning of
Christianization. These quiet men dreshaibitsg
practice celibacy, and dedicate their lives to
prayer. Many Medieval monks specialize in
prayers for the dead.

A simple, practical, and flexible code of
regulations for monks emerges during the sixth
century in Rome. It is th&®ule of Benedicof
Nursia. It comes to be employed in ever more
Western monasteries, replacing other more
rigorous rules. Benedictine monks vow to lead a
communal life based on humility, individual
poverty, obedience, and chastity.

Monastic communities are paragons of
spiritual ~ fraternity.  Monasteries  become
widespread from the seventh through the twelfth
centuries. Several kings and dukes bestow gifts of
land for the establishment of new monasteres.

m BeLwgrk of mgnasterigs, gpd Gatedrals spreads

over the face of Europe.
The church becomes rich, and the hills

h a AR ErQuged yith manasticanatchigwegs py¥hiley s

the common folk follow the changing seasons
with scythes and plows, and while kings rise and
fall, monks studiously gather and preserve the
wisdom of the ages.

Monks even begin to collect revenues in
exchange for providing spiritual benefits. During
the eleventh and twelfth centuries monks live off
the income from their lands, much like the
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seigniorial class. They also come to play a vital characters, (or nonconformists, as they would call
role in keeping harmony between ttlasss of themselves). This rebel attitude may be their best
society. trait in a pinch. It can also be their undoing, as

Over time, monks organize into orders  groups of thieves tend to splinter and work at
that generally complement rather than oppose odds with each other.

each other. There are the Benedictines, or black There is no definitive model for a
monks, which refers to the color they wear. The t hi evesdé guil d other t han
Dominicans wear a white robe and a black cape. adapt as needed to stay ahead of the law. The
The Franciscans wear a browabit tied with a brains of the operation will have several
thrice-knotted cord. The Carmelites, or White contingency plansagainst mutiny or police
Friars, wear a black robe and white cape. actions and safe places to retreat to if things get
The Benedictines are contemplatveand t oo &éhot 6.
scholarly. They are involved in education and They are at once the life of the black

missionary work. The Dominicans are traveling  market, scourge of the rich, and job security for
preachers who combat heresies. The Franciscans the sheriff. They operate apart from the status
emphasize mendacity, respect for life, quo, distrusting scalled authority.

compassion, and joyful service. The Realites They guard their trade secrets jealously,
are known for their austerity, abstinence, vowsof f or safetyds sake and for
silence, and hermetic seclusion. their specific skills need not be used exclusively

During the Carolingian period Canons  for nefarious ends. Goodhearted MCs have been
are introduced to aid bishops. Like monks, they known to make great use of these skilk.it
end up branching into various orders, however wrong to know the arts of locksmithing; of trap
they differ from monks in that they are assigned  setting; of the quick kill?But, for those who
missions and are allowed individual possessions. abuse théaws of the king, the GM has the long
The canons of Saint Victatevote themselves to arm of the law.
teaching, as do the Norbertines. The Hospitaller
canons give care to pilgrims and the sick, working  Priest/Cleric

alongside the Templar Knights in the Holy Land.  The various religions all have their own gods, and

within religions, the various gods and goddesses

all have their own dedicated priests or priestesses.

The priestods role and fun
substantially over the centuries. Early priests and
priesesses have the duty of caring for and
guarding their godébés sanct
They consult oracles. They support themselves

with tithes, redemption money, sacrificial dues,

and by meal offerings among other things.

Priests of many religions wash their
hands and feet before officiating. Some refrain
from wine, others consume it religiously. They
often remove their shoes during ceremonies and
Outlaw at shrines. The consecration ritual of a high priest
Outlaws are a varied IOt, but one trait they typ|ca||y includes the @Snng of robes’ the
typically share is theft. Some limit their take to  gnointment with oil of various parts of their body,
minor items from small time burgling. Others much bathing, and maybe’ a ceremonial
seek ever larger hauls, working their courage up sprinkling with blood for good measure.
for the big heist they can retire on. Priests havea say in the affairs ofhe

Though the prophets denounce thievery,  sjck,and inperforming the required rituals. They
and the Ia.W pUniSheS |t, I’Obbel’s f|0uriSh. Wise blow the holy trumpeat feast51 to announce the
householders bolt their doors from dusk til dawn. new moon, on the Day of Atonement as an
In the days of the lonely road, robbers lurk behind  ajarm against spiritu@indmaterial threatsThey
every bush to despoil the unlucky wayfarer. also participate in battles as army chaplains,

The thieveso guil d, Hidisteiing @ thd fouRdiad) Yand ©Holtetifg
artisan guilds is a sersecret affiliation of shady morale.




17

Priests are generally forbidden much,
depending on their god: forbidden to mourn their
own dead, except their closest kin; forbidden to
marry prostitutes or divorced women; forbidden
to make cuttings in their flesh; and priests with
disabilities or physical blemishes are often barred
from serving in theemple.

Some priests become so influential that
they can swakingsor depose and replace them.
Across the ancient worddin Egypt, Phoenicia,
Assyria, Greece, and beyahdhe priesthood
becomes a hereditary office, accruing privileges
and responsibilities over generatipasad giving
rise to a class system.

The character who takes priest as their
occupation is often welcomed in the adventuring
party, not just for the holy forces they wield, but
also for the authority of the church they represent.
A priestds arsenal of
by a heaffelt connection to their deity. Their form
of magic is called theurgy. It is worked through
spirituality and intuition.

Since theurgy involves operations and
rituals that channel the essence of transcendental
power s, t he
their soul with The Divine. To that end they work
0l i ke with |iked,
spiritually throwgh fasting, prayer, initiation,
meditation, and imitating one of the supreme
gods or goddesses.

You may consider doing some outside
research when choosingyaul er i ¢ 6 s
god.Theurgy isevenfound in the philosophies of
Neoplatonism,Paganism, Esoteric Christianity,
the Kabbalah, Rosicrucianism, Theosophy, and
Alchemy. The Hermetic Order of the Golden
Dawn also teaches a formthieurgy.

Theurgic magic islike thaumaturgic
magic mostly in that they are both skills, used to
do the same things, but by different means. Many
would claim it superior, but whis to say.Part of
the difference between magics, whether by
Theurgy or Thaumaturgy is seen in the magic
types allowed to the user.

Prophet

They area spiritual leader and counselor whose
inspiring insights, moral courage, and ethical
teachings are paramount. Although they predict
future events, prophets are not mdogtune
tellers They often speak to social, economic, and
national political affairs, but from an ethical and
spiritual angle.

t heurgi st és

materi§

r el

Denouncing luxury, selindulgence, and
oppression, the prophet often comes from humble
beginnings.They expecthat mercy, justice, and
righteousneswill rule the day They are known
to excoriate kings and the greedy for their
transgressions. A
the religious sacrifices and rituals made by the
hypocritical and corrupt.

With anuplifted hand, they often convey
their insights through utterances of parables and
allegories. Many also offer up written works, and
great symbolic acts. Guilds of ecstatic prophets,
soothsayers, andonder workersrise in ancient
times. False prophets, who are more concerned
with fees than with religious teachings, if found
guilty, are subject to die by strangulation.

Prophetshave the gift of seeing the
future,which they do throughpells like Scry and

s piggd Mhey mayr onlgniuseatbd spsll, type s

Divination.

Sailor
Their work is often hard and sometimes
dangerous. Officers are paid for their services,
while thecommonsailors ofold are often slaves.
Crew quarters are typically primitive and
cramped. The food is necessarily minimalistic in
the absence of refrigeration.

The sailords duti
watching for obstructions in the water, measuring
the wateros depth
painting,

e s

riggingssaiplos,

f

prophet o

ue

n
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a



18

deck. Their life is one of extremes, which An international trade grows and lasts into the
fortunately helps to prepare them for some of the eleventh century. Relics are taken from the
outlandish places they getdee The owner of a Roman catacombs and other sanctuaries where
vessel is frequently also its captain. they rest. Monks and monasteries without a holy
founder are known to invent one, or to steal relics
from a neighboring mwnastery.

Relics are mortared into altars or gilded
with gold and inset with precious stones. Their
power is tapped to protect villages, monasteries,
and cities. They are carried onto battlefields and
into judicial assemblies. Princes wear them as
pendants. Oaths are made over them.

Different attributes are assigned to the
different saints; Saint Peter carries the keys to
heaven for instance. In the depictions of many
saints, they brandish the instruments of their
martyrdom, as an emblem of their triumph: Saint
Stephen, the stones;iBaPaul, the sword; Saint
Catherine, the wheel, and so on.

Spy
To the heads of state, spies thievesof peace of
mind, hiding out in every corner, stealing their
secrets. Early rulers who covet other lands or
kingdoms use intelligence agents for
reconnaissance, or to spread false rumors to
undermine the enemyb6s mor al
The differing methods of espionage
make it hard to become the universal spy. Some
spies are relatively mobile while others stay in
one place for years on end acting as informants.
Penetration agents seek access to commanders.
Disinformation agents work toconfuse the
enemy.

. . . The examples of spies throughout the
Many saints are simple, levanking church ages aremamsun Tzuods writings

memberé not bishopsThe oOcul t 0 o fpfudnéel Mddsn dpying 2400 vyears later.
vigorously promoted by th&oman Catholigs Egyptos pharaohs relied ot

even before the Middle Ages. Their miracles are  jneliigence, The bible tells of Hebrew spies in the

evidence of Godds powggny of Rafhh. e iGhe8k8 Snd Rodhd used
protection from the sinners of the warlgaints, spies, as have many since. Two of theliestr
as agents of the divine, fill that need. agents we know by name are Chrisopher

They heal the sore and sick! They fight  \jarowe and Francis Walsingham, both working
dragons or stay armieSuch is their power it for Queen Elizabeth | of England.

survives after their death. Naturally pilgrimages Spies almost never wear the uniform of

to their gravesites become popular. their own country. And they almost always, if

Itfollows that in the fourt_h century, Sa"!t caught, die for their country, whether by suicide
Ambrose declares that to benefit from the healing  , by the noose. But despite the dangers and

power of dead sgints, the:'re is no need to_ visittheir ;sqjation some become double agents.
tomb, that physical or visual contact with some MCs mayencountespies since theglso

small part of their remains is sufficient. often work on behalf of the state. MCs who

. The resulting cuitike worship of these  pacome spies must gain the trust of their
relics leads to saints being disinterred and their employer and enter a contract.

skeletons distributed throughout Christendom: a
finger bone here, a lock of hair or a tooth there.

Saint
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Warrior

As the name implies, warriors are the product of
war. The first wars are small and short, and lost
to history. The firsknown professional soldier
appear with the rise of the cigtates in Egypt and
Mesopotamia. They are born of the constant
struggle for water rights and arable land.

War evolves from one battle to the next:
its tactics, its rules, its arms, aitd armor, and
not least of all, its soldiers. These attributes
necessarily evolve together in a push and pull
relationship. For instance, Sumerian soldiers of
the fourth millennium BE are armed with short
spears. They wear conical copper helmets and
thick cloaks for body protection. Later, they carry
battleaxes and large rectangular shields.

The title captain is often used for any
military officer, whether a leader of thousands,
hundreds, or fifties. His expertise includes
knowledge spanning military hierarchy and its
inner workings, largecale tactics, counter
tactics, troop deployment, logistics, and resource
management.

neednot

Ther e be an
story for an MC to choose this occupation. Many
are a byproduct gbastservice in some army or
other. Characters that have a background in the
military will also know several combat related
skills. Captains in senretirement may be sought
to instruct younger warriors. Veteran status and
treatment vary by country and by war.

In many societies, military conscription
is done by lot. Since the conscript faces death in
combat, rituals of atonement and purificatare
performedprior to their service in the hope of
averting the wrath of the gods.

MCs with a background in the military
will naturally be skilled at combat, of one form or
another. Additionally, their service will have
influenced their mindset in some way, whether
for good or bad. A little research into the armies
of the day, in whicheer era and area your
character calls home, will go a long way toward
bringing them to life.

Woodsman

Individualists at heart, woodsmen (or
woodswomen) are at one with nature. They are in
tune with their surroundingghrough nearly
imperceptible cluestemperature and humidity,
faint odors on a breeze, the secret language of
birds, or the tracks of small animals.

Though they are born loners they are
often drawn to join some cause for a while. Thus,
a group of adventures may gain the help of a
woodsman as a guide or mentor. They also make
great main characters in solo wilderness
adventures.

The woodsman can call on help once a
day from any nearby wild creature. This may take
the form of finding food, shelter, water, safety, or
lost items.

active war i n t he



THREE: SKILLS

KNOWING A SKILL enables &haracteto performa wide range ofelated actionsThe
GM may prompt a skill roll by asking if anyone in the party has a particular skill. Players
also may offer to use skills depending on their assessment of the situation.

The lack of a skill should not be a deterrent to trying sometiitegnembethat
skill descriptions are both vague and inclusive. This is to encourage the widest possible
range of options when characters consider how to use their skills. Also renteerbare
often other optiols whenno one inthe party has the necessary skilir when characters
encounter a situation not covered by a listed.skill

WHERE SKILL MEETS LUCK SKILLS KEY
YOU NEVER KNOW AHEAD OF timewhich Related Stat (RS)

S.'ki”S will be testeor where Whatyou can dois Denotes the statsedfor this skill. The higher the

listen for a chance t@mploy the skills your numberthe betteras this is added tgour level

character has. Being ready to help tackle some when rollingskill checks

problemTlr? the heatrt of iqlv(;entu:(e. kil check Certain skills havenore than oneelated
ere ae o Kkinds of SkKill checks stat but only oneshould bdisted when making

tmopi)osedbrgls amhosg thaltlt e madz agaln_st atl your characterThis just means that the skill may
tﬁrge ”nufm tr? ppoEe r(t) _?laqlretma te aga;)ns be approached imlifferent ways by different
e roll of another charactefhe target number people. Itbés your choice w

of unopposed rollss always 13. Opposed rolls

have no target other than to be the highest. . )
Many social skillrolls are opposedin Training Intensity (T1)

argument with support characters may be This is a measure of the relative effort and

roleplayed between a player and gamemaster, or resources needed to advance skill levels.

it may be determined bya die check. To Advancement requires timgractice, and (in the

determine the outcome of such an encounter, case of more difficult skills) money.

opposing rolls are made, the results are narrated Itd s doohave a balance of skills that

and the game progresses. allows acharacteito do a wide range of things,
Perhaps you go for the best twadls out but also, as the game progresses, to focus on

of three Perhaps another character steps up to advancing two or three as high as possible.

support his comradand adds his die to the roll. Easy skills can be learnedvithout a

Or perhaps one side refuses to accept the teacher, by anyonet any time, as long as the

outcome opting for confrontationAt some point, character has unused levels. Many skills require

roleplaying may supersede tossing dice.
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education in the fieldt can be assumed that the Hard: Requires a expert level (or above)

MC attends to the details of practice. teacher Also note tleseskills probably involve
The following ranking system reflects some sort of initiation ritual at key stages

the requirements of the three divisions, based on

how hard a skill is to learn. Related Occupations (RO)
Easy:May be seltaught Listed are those occupations thayrely on this
Moderate: Requires the skill Researar access skill. Characters with occupations that are not
to a teacher listed may still take a skil.
SKILLS Related Stat Training Intensity Related Occupation(s)
Language INT Hard N/A
Heritage SUR Hard N/A
Social Skills
Blend SUR Moderate Outlaw
Charm INT or SPI Easy
Cunning INT Moderate Spy
Debate INT Moderate
Hindsight SUR Easy Monk/Friar
Insight INT or SPI Moderate Gambler
Intimidate INT or SUR Easy Outlaw, Eunuch
Leadershp INT Moderate Warrior
Trade Skills
Athletics HEA Easy Athlete, Warrior
Beauty HEA Moderate
Create SPI Easy Bard
Entertain SUR Moderate Bard
Forestry SUR or INT Easy Woodsman
Husbandry SPI Moderate Hunter
ldentify INT Moderate
Mapping INT Easy Explorer
Medicine INT or HEA Hard Herbalist, MonkFrair
Metallurgy INT Moderate
Nautical INT or STR Moderate Sailor, Explorer
Ride/Drive SUR Moderate Body Guard
Spiritua| Ministry SPI Easy PriestCleric, Prophet, Monkerair, Saint
Thaumaturgy INT Hard MageWizard
Theurgy SPI Hard Priest/Cleric
Wildcraft INT Easy Woodsman, Hunter
Combat Skills
Armored Defense Moderate Warrior, Archer
Armorless Defense Hard Warrior
Bow Hard Archer, Hunter
Crossbow Moderate Archer, Bounty Hunter
Minor Range Weapon Easy Hunter
SingleeHanded Weapon Moderate Warrior, Bodyguard
Thrown Weapon Easy Warrior
Two-Handed Weapon Moderate Warrior
Weaponless Combat Moderate Bodyguard, Athlete




Underhanded Skills
Disguise
Pick Locks
Sneak Attack
Steal
Trapcraft
Survival Skills

Climb
Evasion
Forage
Hunt
Pursuit

Misc. Skills
Analysis
Aquatics
Caving
Channel
Discovery
Lore
Prediction
Research
Will

LANGUAGE

ALL LANGUAGES areHard training intensity.
The related stat for all languages is INY skill
tries to

Related Stat

INT
AGI or INT
AGI or INT
AGI or SUR
SUR or INT

STR or AGI
SUR
SUR

SUR or INT
AGI

INT or SPI
SUR
SUR or STR
SUR
SUR
INT
SPI
INT
SUR

check applies when a character

understand written or spoken words imetated
tongue. Use the d8, add INT and level, attempting

to match or exceed 13.
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Training Intensity

Hard
Moderate
Moderate
Moderate

Hard

Moderate
Easy
Easy

Moderate
Easy

Moderate
Easy
Hard
Hard

Moderate

Moderate
Easy

Moderate
Hard

Related Occupation(s)

Outlaw, Spy
Outlaw
Outlaw, Hunter
Outlaw, Spy
Outlaw, Woodsman

Sailor, Outlaw
Spy, Hunter
Herbalist, Woodsman
Hunter, Woodsman, Bounty Hunter
Bounty Hunter

Gambler
Sailor
Explorer
Prophet, Saint
Hunter, Explorer
Bard/Troubadour
Prophet
Monk/Friar

Eunuch, Priest/Cleric, Mage/Wizard, Warrior

related stat for all heritages is SUReritage

In the case of trying to read something in

atotally differentlanguage, no roll is allowed. In

a case where two characters are trying to
communicate in related, sisterlanguages, both
roll. If only onesucceed conversatiofis limited.

HERITAGE

THINK OF HERITAGES as social group The

SOCIAL SKILLS
MOST SOCIAL SKILLSare learned not through
formal teacherdut by simply observing other
people in daily interactionslhere are no Hard
social skills.

Blend
The

6soci al
everywhereGa i n
social station.Avoid attracting attention. Gain
access to restricted areas.

c hamel
access to

checks may be used when characters interact with
thoseabovetheir station. In asking for a favor for
instance, a stranger may agree or not agree, based
on your roll.When interacting with thosaf your
same clasflevel) a skill check may wirover an
enemy All heritages are Hard training intensity.

eondod S
peopl e
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Charm (Etiquette) Create

Win friends andinfluence those in poweGet Identify the possible solutions to a problem.
assistance or informatio@ain attention or catch Produce great works from mere imagination.
S 0 me 0 n dristdl sympathy. Improvise things for other uses than intended.
Cunning Entertain

Lie, manipulate, take advantag®, cheatRun a Gather and keep an audiengd. level Heritage.
scam.Make plausibleexcusedor being caught Incite a crowd to action.

committing a crime. Forestry

Debate Find food, water, and game. Discover a path to
Use logic. Strike bargais or win arguments civilization if lost. Managea tract ofwoodland.
Arbitrate disagreement&et discounts on goods Identify the cause of a disturbance in the woods.
and services. Influence official and legal Husbandry

decisions. Care forand trainanimals.Tame a wild animal.
Hindsight Treat common animal maladies.

This skill has a passive side in which the Identify
character 6s subconsci o uAscertaiaamobjests origin, uses etGpa anopy d
them of something in their past that relates to  or forgery.Appraise an itemDeduce purpose of

something happening presentlyearn from past item.

mistakes.ldentify the best course of action in Mapping

personal matters. Read and make magsind shortut between any
Insight two points. Add level to Forage or Huleturn
Learn the trutfor determine a course of action. to last known locatiorusing landmarks, wind
Identify a possible false statemehl¥hen your direction, positios of heavenly objects, or other
character is suspicious of a given statenaty minor clues

may ask to roll an Insight check. Medicine

Intimidate Make and administer medical cureleal 2LP per
Force compliancéhroughbluff and blusterUsed day per person3(people max). Able tdreat

to forestall a fight, to rob someone, to silence  moderate maladies.
someone, or to force somebody to break the law. Metallurgy

Leadership Diagnosecritical manufacturing flaws and work
Gain followers Direct groupsEarnrespect, even with most metalsFix and produce small simple
amongst enemiePelegate dutiesDifferentiate items.
between leaders and followers at a glance. Nautical

Add level to AquaticsNavigate all known and
TRADE SKILLS charted Wate_rilontr_ol Iarge_r watercrafChart a
THESE ARE DIRECTL Yrelated to occupatian ;‘i’gsg(rieeq“”es skill Mapping

meaning that when a chosencupationlists a
trade skill, it must be taken. However, multiple
trade skills may be learned without having ; .
multiple occupationdNote thasomeoccupations po'ge_ntlal. Qa_llop horse or drive a road cart.
list othertypes ofskills astheir trade skill. For Spiritual Ministry . . -
examplean Outl awdbs trade s %pfe?dl th? itegchurg? (g f %enayrelégdlgn A)&i%
Underhanded, Saints and Prophets list level to Will or InS|ght. ray and lead others i
ChannelingandaWar r i or 6 s comes a d ePrayey IiDr?a?h or give a sermon.

under the heading of Combat SkKills. Thaumaturgy : .
Allows use of magic spellsPerceive energy

Athletics directly. Control energy through mental

Participate in sportsr stay in shapeAdd one LP exercisesAdd 1 point to LP and DEF for each

per level. Add 1 point per level to STR, HEA, or level attained.
AGI. Theurgy
Beauty Invoke magic through divine channeBense the

Enhancethe appearance of self or othefsid presence of enchantment or diviniddd 1LP per
level to CharmGet help from strangers. level.

Saddle and mount a horse. Harness a horse and
hitch a wagonKnow an ani mal 0s I
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Wildcraft
Make emergency shelter, tools, and weapons.
Add level to Forage.

COMBAT SKILLS

THERE ARE TWO TYPESof combat skills
defensive and offensiv&he two defensive skills
are Armored Defenseand Armorless Defenée
all others are offensive.

Offensive skill levels equate to the
possible number of attacks a character can make
in a turn. Thus, with only one skill level, a
character can attack only once per turn. Also, note
that AGlandawe apondés speed
the number of times a character can attpek
turn. For instance, to attatkree timegper round
(#att3) they must have an AGI of at led&stthey
must be of skill level three with the weapon they
are using, and the weapon must have a speed
rating of at least three.

Similarly, defensive skill level equates to
the number of defenses (#dgfju can make in a
turn. A character witlthreelevels ina cefensve
skill can defend againghree attacks per turn.
Note that even characters with no defensive
training are still allowed one defense per turn.

For every level gained iANY combat
skill, the character gains one life point. Thus, an
MC with a combined total & combat skill leved
adds 5LP to their base score.

Remember to add one point per level to
ATT for offensive skills.Note that the combat
bonuses (pluses to ATT, DEF, #attjef, etc.)
apply only when using the weapon or armor in
guestion. Armorless Defense bonuses do not

apply when armored up, just as bonuses with a
bow do not carry over to the crossbow.

Armored Defense

Maintain armor in good condition:1 to ATT
armored foeWithout this skill armor defense
ratingis at 50% +1 DEF per level

Armorless Defense

Avoid harmwith little to no armor (Helm and
Sheild allowed)+2 DEF per level+1 to ATT.
Bow

Usea bow and arrowMaintain bow in working
order.Range 35/5/110. +1 to DEF against bow
& arrow.

Crossbow

Use a crosshow.Perform general maintenance.
+1 to DEF against crossbow.

Minor Range Weapon

Useweapons such as the sling or blowgadd
level to Hunt.

SingleeHanded Weapon

Useweapons such as the club or scimifdlows
useof a shield.

Thrown Weapon

Usethrowing knives, axes, rockand plumbata
Two-Handed Weapon

Uselarger weapondike the pike or greatsword.
The wielder cannot use a shield while armed with
a twohanded weapon.

Weaponless Combat

Useyour bodyas aweapon+1 LP dmg if using

r alirasskguckleat h af f ect
Dmg Speed ATT Bonus Dmg Type
Fist 1d4+1 3 +1 Crushing
Foot 1d6+1 2 Crushing

UNDERHANDED SKILLS

YOU MAY CONCEIVABLY learn all the tricks
of a thiefds trade
channels, and never use them for aught but
righteous ends,although you would be the
exception.Outlaws may choose any or all dlie
following skills. Most outlaws tend to specialize
in two or threeOnequestion isiow the character
learned their skils Thi evesd
al | | but they donoét
your GM if you need help working such training
into your background info.

Disguise
Masquerade as someone elsepersonate
voices.Ventriloquism: Character learns to throw
their voice.

throug

gui l ds
oper at
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Pick Locks

Defeat locking mechanismsWork on other

small, intricate machines similar to lock&epair

broken locks.

Sneak Attack

Appear northreatening and inconspicuous.

Auto-hit if successful+2dmg per level on first

hit. A sneak attack can also be used for actions

that arenodot typically
1 by mages and their familiars to deliver

contact spells.

by an assassin to administer poisdns.

the case of administering poison, if a

failure occurs, an AGI roll is required to

keep from poisoning oneself.

by the kidnapper to abduct a target.

to restrain someone to keep from being

attacked. Roll opposed STR checks in

next turn.

by the purse snatcher as well as the

weapon shatcher.

with certain ranged (bow, crossbow, or

blowgun) attacks.

u

1

=A =

T
1

Steal

Take something without alarming its owner.
Used for picking pocketslisarming an opponent,
or swiping an item in full view. Add level to
Discovery

Trapcraft

Construct, set, etect andor disable traps.
Retrieve traps that are found. Reset traps that
have been triggeredrigger or flag trap without
harm. Bypass or disarm trap without triggering.

SURVIVAL SKILLS

Climb

Scale cliffs, walls, trees, ropes etsdd level to
Evasion. +1 to Strength.

Evasion

Disappear in a crowd or into the shadowsed

to hide in one spot. Used tareep silently.
Evasion is harder when several factors are
stacked against you, such as: time, traps, alarms,
and guards. Other mitigating factors are ambient
noise, shadows, and cover.

Forage

Gather foodor other usefuhaturalitems Know
direction. Locate water. Determine the best
method ofharvestingor the itemto beforaged.

Hunt

Track, flush, drive, or stalk preyA successful
skill check adds aAddonus
level to Athletics or Discover Hunting includes
theekdowladge ohtrtadkiagcMasy:things affect the
ability to track, some giving a bonus, some a
penalty.

Pursuit

Over come 0 n evinsa raceh@drnwoy
points per level to MOVE+5 to MOVE for one
turn, once per chase. Add levelHont.

or

MISC. SKILLS

Analysis

Predict possible outcomes to any course of action.
Get clues to puzzte or crimes. Add level to
Identify.

Aquatics (Canoe/Swim)

Feel at homeén or on thewater.Swim, dive, use

a canoeor tread water for several hours.

Caving

Explore undergroundwithout getting lost
Identify the basic nature of a cave: how it was
made, if anything lives there, etc. Identify
likelihood of floodingand other safety concetns
Channel

Manifest a single spell or magic typgdo casting
ingredients are neededt level oneusemay cast
one F'level spell once per day. At level two they
may cast one"level spell once per day, and one
1'level spell twice per day, and so @hannelers
do not learn their spells like other spell casters.
Spells are chosen by the character when a new
level is gainedAdd 1 point to LP per level.
Discovery

Find traps, hiddenenemies or items. Closeup
searches can typically be done by the novice at a
rate of about 10sq. ft. per turn. Alssad to get a
cursory overview of gargearea to identify spots
where a closer look may prove fruitful.

Lore

Know history of peopleplaces, anthings Make

an educated guess about obscure subjécid.
level © an ancient osecondanguage

Prediction

Estimate the outcome afpropose@ction.Make
intuitive judgements. Give advicé successful
prediction roll elicits more information from the
GM. A prediction is not a guarantee of anything.
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Research Will
Uncover clues and advaneatherskills. This skill Increase chance of succesigh other skill®
enables a character to learn Moderate skills bonus die added to one skill check per level per
without a teacherAdd level to Lore. day. +1 to any statAdd level to Debate.
' Session One Session Two Session Three ' Session Four ]
'l;;m¢. Mod | Mard m,/ Modj [Hard | Eang | Mod | n..\/ th | Mod /[ Hard |
"Session Five ‘ | Session Six Session Seven : Session E ight ‘ ]

lfa\§/1 Mod | Hard 1 Es .“F_ \lo(\l/} umA Easy | Mod | lard | Easy | Mod | Hard

—,—— e

Level Up Chart from MC Sheet

SKILL ADVANCEMENT When a skill level is gained, the player

THE ABOVE CHART demonstrates hoto level should consult the skill description for level
Up a char. ahisthappedsat tiseleridlofl s awards. Also remember to enforce any skill level

a game sessioiif a character is in plagor that restrictiors the character may havblote that

sessionjt is assumedhey are actively trying to mtslteac: of IeV(_etIrllng t“p’“‘?‘ new skill may be added
improve whichever skifithey want to advance. atleve '(I')t?e V‘I" ;u ro Irrmlg.t' dicates h
If the character is not in play for a € leverp chart indicales how a

session, they do not levep. One Easy skill can character can rollo level up a skill. T_her;hart

be leveled up each session. One Moderate skill keers track of these rollsi checkmark mduc._ates .

can be leveled up every second session. One Hard success  odsAfor added skils6 F6 i ndicate
skillevery thirdOn t he tabl e bel 58\»"60X0 indicates

a chance to level up.

Schedule of Advancement by Session
Session Number
One Two Three Four Five Six
Easy X X X X X X
Med X X X
Hard X X

Characters that were in play get a chance
to level up at least one skill. If they roll above
their current skill level on a d6 they succe#d.
they will be going from level two to level three,
they must roll a three or higher.
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FOUR: GAME BASICS

WE DONOT REALLY WANT

the realiti

t o

experience

Life expectancy was lowHousing was crudeTorture and slavery were very real
Education was hard to come.lAnd the economy wasmess.

Still, we do wanta workablecompromise with reality that lets us visit for a few
hours, here and therd. h at 6 s hewassAdeentire Game Engineomes i it
revolves around people, and our world. Mythmaker was buijtosiccould gowherever

your imagination leads

When depicting history and legend, a little research and an open mind goes a long
way. Just remember to judge people in the context of theamdeplacan which they

lived, not through our own modern lens.

One famous upside to RPGs is their huge variety. Settings can vary greatly, with
the only limitation being the imaginatioAdd characters and the flow of time and anything

is possible.

ENCOUNTERS GREAT & SMALL
MYTHMAKER SESSIONS ARE MADE up of a
series of interactions oscenes also called
meetingsor encounters. There are thréasic
types Roleplay Exploratory andCombat There

is often an even mix of the threAs the game
progresses, a story is created by moving through
successive encountérenemies are fought, plot

lines are expanded, and mysteries are uncovered.

The same encounter will be different for
each party, depending on their choices. How one
sceneunfolds often has a bearing on the next.
Unexpected results have a way of changing the
story trajectory, just as in real life.

Storytelling is a key part of Mythmaker,
but not in the strictly traditional sense. The GM is
responsi bl e for
actions drive the plot. No one at the table knows

setting/OtUh&r &t ¥

Roleplay encountersare typified bythe
presence of dialog. Problems are resolved
through bargaining, sincerity, and wit. Players
often speak in o6first
GMs may speak with several outlandish accents
or voicesdepending orthe SC they portray.

Exploratory  encounters include
uncovering secret clues, negotiating traps, and
solving puzzleslt can be a tense time, fraught
with lurking dangers at every turn. Players test
their creativity against
measured clue®roblems are overcome through
doingand daring.

Combat encountershappen whewords
and wisdom fail,and weapons arethe only
recourse. Dice work well as surrogate weapons if

: #é,l I Batt qnmarycstse
based upon their rolls. Combat erwd$h retreat

per s

the ending because it changes based on the Ofdefeat

actions taken by thearty.
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ROLL THE BONE S

WE USE DICE withdifferent numbers of sides,
and theyarereferred tdy that numbernf you see

a number preceded by a
particular die. We may use any of the following:
d2, d3, d4, d6, d8, d10, d12, d20, and d100.

Note that we do not use a die with 100
side® but rather, generate a number between 1
and 100 by rolling two tesided dice. One die is
for the first digit, the other is for the second. Two
O0s equal 100. Similar|l
derived terms. To nk& a d3, use the ssided die
and countd2 as 1, #4 as 2, andb as 3. To make
a d2 use the d4 and courBs 1, and-3 as 2.

You will often see a roll written with a
number before the d and a number after, such as
1d20 or 3d4. In that case the first number is a
guantity of dice and the second is their number of
sides. So, 4d6 means to roll four-sigled dice.

I t 6s g o onthenandwhdn maiav
roll the dice.In a situation not covered by the
rules, the GM mustlecide as to the probable
results of acharacteraction Often the best
decisionsarethe resulof player inputAny RPG
is a contest of words as much as it is a game of
chance.The important thing is to get consensus
and move on.

D o nabwaysrely on your GM to call for
a die check. You may look at a situation and see
possibilities they
and their capabilities better than anyone. If
therebébs something

The different types of rolls you may
make include, stat checks, skill checks, attacks,
damage rolls, special damage, and rolls on
various tables. lalmostall cases higher numbers
are a better result.

Some of the more creative uses of die
checks i nclude
checks, and working together.

i Stackable outcomes involve multiple die
checks in which it takes a certain number
of successes or failures to determine
something absolutelyzor exampletwo
out of three rolls must succeddr three
rolls must succeed in aeygified length
of time.

1 Group checks happemhentwo or more
characters are subject to the same
circumstancesand all must succeed or
the whole group fails. For instance, the
party needs to form a bucket brigade to
put out a fire but the klutzy one keeps
spilling the bucket.

Y, t he

1 Working together involves two or more
characters cooperating to increase the
odds.This typically involves making one

s rnarpllI wittbaubgr!us qief\nottpe%efxa%pl%
of working together involves problems
where there is no chance of failure as
long as the group has enough total stat
points. For example, a stoabstrucs the
cave entrance, but it can be moved if the
MCs have 15 STR points between them.

6d26 and 0d36

THE ESSENCE of TIME

AT ITS WORST,time in RPGs can be hard to

keep track of, and distracting. At its best, time
goesby almost unnoticed as the characters do
their thing and the GM makes intuitive
judgments about how long said thing takiess
recommended to be flexible with time, rather than

try to break down every set of actions into a

detailed chronology.
Many actions take only a turn or two

(each turn is equal to aboiatur seconds)A lot

can happen in ew seconds. It is common for

multiple main and secondary characters to act

simultaneously during the same turn. Each MC

capable of acting must state what they wish to do

at the beginning of the turn.
The player and GM should make an
educated guess as to how long it will talkenay

doesnodt, swwhias the éntiran party agrees

y 0 u 6 d to ktand still fdr @ feviurnsyo, listea forkenemies.

Actions

t o

ar

Players and gamemasters control characters by

having them perform actions. Uncontested
actions happen as spoken, with no need for dice

6st ack a B'FSe e sughjhings aswalking, talking. Huyigg

selling, resting, eating, watchingnd waiting.

Any of the above araisually routine
enough to be spoken as a seriesatibrs to move
the story along. Something that might take hours
or dayshutserves little purpose other than getting
from point A topoint B, is best accomplished
with the fewest words.

The success of questionable actiongas
to the roll of a dieFor instance, if enemiagere
lurking about, the GM may determine there is a
fair chance of them being hearding SURANd
then direct the player to rolf an MC and an SC
are attempting simultaneous opposing actions,
both the player and tlgamemasteshould roll at
the same time.

e

a

d o n 0 be. sorfething &imptewandy easyrthat thee GM c t e r
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MOVE, SPEED, AND DISTANCE
MOVE RATES ARE LISTED by the turn
indicating how far someone can travel in a given
length of time.A character with a MOVE o0
can rurd0 feet in 1 turn

If you useminiatures and a battle map,
note the grid size. If for some reason your
character finds it prudent to run from a fight, or
better yet toward one, use yaMOVE to see how
much ground they cover

All characters are limited to 50 turns at
top speed. After that their speed must drop to
something more sustainable for long distances.

In the case of one character chasing
another, their movement rates must first be
comparedlf the slower character is in the lead,
there is only a matter of time before they are
caught. It depends on the length of the gap to be
closed. The skill Pursuit may help to even the
score. Likewise, the skill Evasion may help a
slower character escamapture Athletics can
extend the time someone can run.

SWIMMING: Certain stories feature a great
amount of water sceneSeveralcreatures that
may be encountered are natural swimmers, while
characters with the skill Aquatics may also be
quite good.

CLIMBING: Going up or down anything more
thana ladder ora steep stairway is considered
climbing. As a means of travel, it is often the last
resort, consideringowrigorousanddangerous

is. See Skills, Climbingfor more info.MOVE
rates are quartered when climbing.

TRAVEL
YOUR
them overland, underground, by ség river,
across rough country, or even through the air.
Available transportation optiondepend on the
story settingand are at the discretion of the GM
The various rodes of travel available
differ mainly by speed and carrying capacity. If

CHARACTERGOG SnayTt&’k& VE L S

going by ship, different watercraft each have their
own movement rating. One can rent passage and
cargospacebutoftenhas little choice in the ports

of call.

LOAD

A CHARACTER MAY CARRY a lot of stuff or
nothing but the clothe®n their back Their
strengthis the main factor in determininteir
carrying capacity. A c har atlt lead 6 s
dlowance is the same as their Strengtiore.
Loadrefers to the total load units they carBo,

i f a char act eroadsholBITM& i s
exceed five points.

Iltems are listed with a load rating, being
ei t Néerf oor nledg Ifiogri blieg,htg
number from 1 on upYou may see a load
designation of bghtlitdns
count as lload unit. Negligible items do not
count toward totdload.

The rating of an item accounts for a
relationship between its size, shapad weight.
Thus, a small, heavy item, like a sipit, equals
one load unitHowever, anuch larger itensuch
as a bird cagehough lighteralso equals one.

Items are typically listed with their load
rating. For example:Whetstone = load N,
Wooden Bucket = load L, Bow = load LL,
Poleaxe = load 1, Wooden Ladder $oad 3. All
these items together equal eadof 4 + LLL.

When a c Ipessessoregquald s
more than their load dlowance, they are
considereaveroaded Thisreduces their MOVE
by 25% and increases exhaustion. When a
charactelis overloaded,they must reducavhat
they are carryingr suffer the consequencgee
Fatigue in Disorders)

DIE CHECKS

TWO OF THE MAIN dicedriven mechanics are
Stat Checks and Skill Check$hroughout the
game MCs and SCs alike will take actions
requiing die checks to determine the success or
failure of said actions. Die checks decide whether
an actionsucceedsTo win a stat check, he
number to matctor exceedis 10. The target
number forSkill Checks is 13.

If a stat check is called for from a
character whose stat is a ten, a roll is still made
since a natural one is alwaydadlure. Likewise
for skildl checks i f the
RS equal 13In rare cases, a character may have
a stat above 10 or a skill total abovéli®eaning
success is automatic and no roll is necessary.

or

5,

or

oL

ch
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Often, rolling for one thing triggers a UN-NAMED DIE CHECKS : Certain skills
follow-up roll for something else, which may in have a secondary aspect in which they may be
turn lead to a cascade of rolls and game changing employed subconsciously, and/or without the
plot twists dl of which should be narrated or character being immediately able to tell if they
roleplayed, by the GM and players alike. are successful. If the GM determines that such is

Die checks are prompted in several ways  the case, they may call for a die roll without
depending on where the character goes and what sayingwhich stat or skill is being tested.

they do Premade adventures feature many such For instance, there is a faint odor of
prompts at key times and places. smoke on the breeze which might be detected by
For those random times when the MC  a successful SUR check. Or certain clues to a
attempts anythingdifficult, the GM should crime are scattered about the scene and may only
determine the appropriate skill stat Another be noticed upon a successful INT check. In either
way die checks are thrust upon a character is in case, the GM may simplgsk you to roll a six
avoidingdisorderghatcome from spells, poison, sided die without telling you whyThe GM can
terror, sicknessand so on. consult the MC roster for your stat§.you fail

the roll, you may never know why.
STAT CHECKS: aremade with a d6. They are

the most common diehecks Rolling a sixsided OPPOSING DIE CHECKS: Checks that
die, add theesultt o your char act éenvolvestwoxgmpdtingoppdnénesing the same
stat The total must match or exceed Tbus a stat (for instance,armwrestling, using STR),
strength check requires the character to a6 require each opponent to rdlldé against the
andaddt t o their STR. | f aother.Dafor axampéertvioscha@didrs arve erying
6, they would need to roll a fowr higherto to catch one ball. Both roll and add their
succeed. respective AGI scores.

Also, a stat checknay beforcedupona In any ca®, there is no target numtlier
character when their actions trigger unforeseen the highestotalwins. If a tie occurs, either party,
conseqguences. or both, may concede, or choose to continue

If a party of adventurers is subject to an  which requires additionabpposedrolls until
occurrence that may affect them all, all roll. Iftwo ~ someoneolls higher
characters are competing against each dthex In the case of two characters using the
tug-of-war, for instance), it is called an opposed  same skill against each other, Debate for instance,
roll. If two characters can work together, the GM  both make a skill roll the higher result wins.

mayaward a bonus die. Likewise, for those using different skills against
each other, such as Insight vs Cunning, or Charm
SKILL CHECKS: Theseare made with al8. vs Will.

They are called for when a character attempts to

use their special training to overcome an obstacle. PENALTY AND BONUS DICE

Much “k?;tat Cftl)ec_kst,ht_he chari%ter triesiach THROUGHOUT THE GAME,whencharacters

or excezu nkl.“n erlnl_ tlsdcaftﬁ -I ted stat come up against challengesme will be more

RS SKil hS Iks are” 1':5 ethWI h a retaei jtdad’t or difficult; some will be lessBut no matter who
i checks call Tor the character 1o tackles the problem, thargetnumbers stay the

n_umb_er to their Sk'”. I(_av_el when rolling.To same: 10 for stat checks, 13 for skill checks.
simplify things the skill listing on your character However, some situations call for adjusting the

sheetincludeshoxes to add the skill level and the odds. This isssuallydone with the addition of a
related stat. second die

. When ncb)_odyin the party hathe neegled Circumstances thatshould lessen a
skill, you maystill be able to come up with a characterds chancdRD). cal l

novel way to use a (_:hfferent skill to a_ch|_eve the Circumstances that better their chances call for a
same goallikewise, if a stat check is indicated, bonusdie (BD). Ejther way

A kil | E). ,bﬁth:iic? re rolleg .
certailn S K S may al s& onbeYh Hig ef die cSuhts in' the Tase oMé)S
discretion. This may give the creative player a bonus the lower die counts in the case of a
better chance. penalty

Penalties and bonuses may or may not
apply to opposing die checkdepending on the
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situation Additionally, combat can be affected by Moderate - This occurs if the character

aBD or PD. This will be covered in more detail makes a successfatat check with any number

in the next chapter other thana natural six. It means that the
Helpful magic can bestow a bonus to  character feels some mild temporary effects but

oneds r oseMeralotharsthing. ®mn the avoids aractual penalty.

other handadverse environmental conditions are Mostly - occurs when a check fails with

a common cause of penalties; harmful spells are any number other than a one. The character is
another A GM may assign penalties or bonuses  given apenaly.

as they see fit, even if there is no prescribed rule. Full - this occurs only ithe character rolls
Disordersalsocommonly cause penalties. They  a naturalone (1), no mattertheir stat scorelt
are detailed below. signifies the worst possible outconidfects may

be permanenPermanent effects may spell defeat
and cause the removal of the character from play.

Blinded (SUR)
Characters may be blinded by any number of
meansbright lights, total darkness, certain spells,
blindfolds, injuries acid etc.

An attacker who is specifically trying to
blind their enemy by somehow damaging their
eyes, suffers the addition of a penalty die to their

attack roll.
If a combatant is suddenly blinded prior to
DISORDERS or during a fight it will make them easier to

A NUMBER OF ADVERSE conditions can surprise and attackThe effects of sudden
affect a charactefThese are states that inhibit ~ darkness are treated similarlyttindness buére
character actions in some way. They are often IKely to diminish in several turnsunlessthe
imposed upon the character by the actions of an darkness is totall i kewi s e, it a ch
enemy, or by their own negligence. surroundlngs suddenly go fropitch blackto
Disorders may result in a penalty to extreme brightness.
subsequent die checks and combat rolls. These

penalties ared st ackabl eo: for NenedNeeffact e it
separate disorders each impose a penhtigh Moderate- Character can still see weII enough to

apply. act without pen_altles _
To avoid a disorder a stat check is made Mostly - Roll with penalty for all die checks and
against itWhen a charactdails this,the extent combat rolls until condition ends. _
of the disordeis determined. Also indicated will Full - Characteris disoriented and effectively
be the duration. immobilized.  Attacks  against  character
automatically hitThe GM may assign a chee
Disorder VS Related Stat of permanent innd_nessif applicable If
Blinded Survival permanent, 'ghe penalties can be lessened over an
Fatigued Health extended time as the character becomes
Intoxicated Health accustomed to using their other senses.
Panicked Survival or Intelligence )
Paralyzed Survival Fatigued (HEA)
Restrained Agility or Strength Weakness is your bodyods wa
Stunned Agility restand get some sustenanéecharacter with
heavy gear will become exhausted faster than an
There are fourlevels of effectdepending unencumbered charactePhysical discomforts
on the chiaracteros rollcan also sap aoddldrges,acter 0
None - When a charactewlls a natural heat,humidity, severe cold, lack of sleep, thirst,

six, they suffer no ill effects from the disorder in hunger, swarms of bugand other such things
guestion no matter their stat score. cantake their toll.
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Normal activity by a character, carrying
less than theifully loadedweight capacity, for a
reasonable length of tim@p to twelve hours)
are not a cause for datigue check. However,
strenuous activities such as running, fighting,
wading through water or mud, climbing, etc.
cause fatigue much faster.

Fatigue Points

1 Every hour of normal activity over2in a
24hr period = 1 point.

1 Every half-hour of strenuousctivity = 1
point.

9 Every hour of normal activity when fully
loadedor overloaded 1 point.

9 Every ten minutesof strenuous activity
when fully loadedor overloaded= 1
point.

1 Also add one point for each of the
following conditions that apply: severe
heat or cold, liness, poisoning thirst,
starvation substantiablood losslack of
sleep.

If the character reaches a total equal to
their HEA scoreusingthe chartabove i tos
torol. The average advent
them to accumulate points from across the chart.
Characters who contieu to be active after
succeeding at their die check must check again
eachtime they rack up anotheoint.

None- No effect.

Moderate - Character feels slight fatigue but
suffers no penaft Condition can only worsen
without rest.

Mostly T Charactetemporarilyloses one point of
STR andcannot stay alert. Roll with penalty for
all die checks and combat rolls. Condition lasts
until character rests 4 hours.

Full i Charactetemporarilyloses 2L Pandtwo
STRpoints andpasses out for eight hours.

Intoxicated (HEA)

Characters become intoxicated by ingesting
substances that depress the nervous system, such
as alcohol. Other examples of intoxicating
substancesire the fumes of certain herbs or
ingredients from the manufacture of potiptie
scent of dryad orchidthe breath of the succuhus
and the classic sleeping potion.

None- No effect.

Moderate - Character feels buzzed, but well
enough to act without penalty.

Mostly - Character feels drugged. Duration varies
by source. Roll with penalty on all die checks and
combat rolls.

Full - Character passesitfor 1d6 hrs.

Panicked (SUR or INT)

The gamemaster may decide whether SUR or
INT applies, depending on the situation, or they
may let you chooseCharacters can bganicled

by several meadsspells that cause fear, seeing
certainscarythings, or by failing a SUR check in
battle. Characters will typically only lpanicked
once ontwice by the same thing before becoming
immune.

None- No effect.
Moderate- Character shows fear but suffers no
penalties.
Mostly - Character panics amdovesaway from
perceiveddangeror rolls with penalty on all die
checks and combat rolls until the perceived
danger has passed.
Full - Roll asecondsix-sided die
t ilr@baracter faints
u r2eSurerslersdathe engmyl | cause
3,4, or 5. Suffers atemporarypsychotic break
(Lasing 2d20 turns.
6. Has a fatal heart attack

Paralyzed (SUR)

Paralysis is a state of immobility of part or all of
onebdbs body while tha
number of unfortunate events cause this
condition, the most common of which is injury to
the spine. Certain drugs, poisons, dhd spell
Disablewill also paralyze a character. Duration
varies by method.

mi

None- No effect.

Moderate - Character feels a bit clumsy but
suffers no penalties.

Mostly - Roll with penalty to all die checks and
combat rolls. Add Fatiguepoints.

Full - Character is incapacitated indefinitely.

Restrained (AGI or STR)

The gamemaster may decide whether AGI or
STR applies, depending on the situation, or they
may let you chooseBeing restrainedmeans
being tied up, pinned down, netted, grappled,
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lassoedstuck in the mud, wrapped in tentagles
etc.

ExamplesiYou are moderately restrained
if your nondominanthand is tied behind your
back.Y ou are mostly restrainetla sa serperns
coiled about your legs, torso and one a¥ou
are fully restrainedf you are buried asedeepin
an avalanche.

None- No effect.

Moderate - The character is momentarily
hindered or slowed somewhat but suffers no
penalties.

Mostly - Roll with penalty for allSTR or AGI
basedlie checksand combat rolls until condition

ends. Characters may be allowed a second chance

to escapeén the next turn(Go to opposed STR
checks) Attackers gain a bonus die against the
character.

Full - Character cannot cast spells, attempt to
escape, attack, or deferithe only way to escape
is with outside helpAttacks againsthecharacter

hit automatically.

Stunned  (AGI)

Several things may stun a person, including
standing too close to axplosion the spell Blast,
or receiving a crushing blow to the head.

None- No effect.

Moderate- No penalty. Character disoriented
momentarily

Mostly - Take1ldBLP damage. Roll with penalty
to all die checks and combat rolls fat4lrounds.
Full-6 Sh&heclkb, character
damage: burst eardrums, loss of coordination,
slowed reflexes and 1d6LP dmg Character
unconscioud.d4rounds.

RESTING AND HEALING

BY SIMPLY RESTING (Neither training,
traveling, fighting, or working) characters heal
naturally To gain the healing benefits of rest a
full 24 hours isrequired. The rate of healing is
equal t o a
characters with a health score3fieal only3LP
per day. Those with a 9 HEA healLP every24
hours.

CHARACTER DEATH
WHEN SOMEONEIS REDUCHD to OLP or
less semiconsciousness sets in. Unless healing

is administered, there is a percentchance that
they will gain orlose one LP everten minutes

(roll 1d10:if below 6subtract 1LPif 6 or higher
add 1LB.

Full consciousness returns at 1LP, or
death occurs at4LP. If the character survives
five suchrolls without dying, they will stabilize
atiLP.

THE CHASE

THE RULES FOR PURSUITS begin with the
MOVE for each character or monster. This
number is found on the character sheext to
Life Points. The higher the number, the faster
they are. The one withthe highest MOVEall
other things being equal, often wins a race.

Severalthings can affect the outcome of
a chase between opponents with matching
MOVEs. Opposing HEA checks are one option,
to see who can run the longest. In the right
circumstances, the skill Evasion can allow the
chased to slip away into the landscape, or &to
crowd (also seeSkills, Pursui}.

IMMUNITY AND RESISTANCE

THERE ARE SO many ways to die, so many
ways to do harm. Considering magic and all the
hurtful spells,specialdamage, iad disorders, and
the world looks more terrible than beautifthat
can save us™mmunity and resistance are the
balancers. They protect us from the worst the
world has to offer: Immunity provides 100%
protection; resistance provides 50%.

suf f erl8erepate SRRl Ways to gain such

protection Certain spells and enchanted items are
among the most common. Meanwhile, many
monsters are born with them.

The way they work in general terms is
that Immunity cancels all damage or effects from
the listed source. For instance, if immune to Heat,
you would not take damage from the heat of a
torch, but you could take damage from a torch
used as a club. The sarapplies to Resistance
except that effects are reduced by half. For

c har aThuse r 0 $nstarfce, af Irdsistantos Rieihge damage, you

would take half damage from any arrow strike.
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FIVE: COMBAT

COMBAT CAN BE ENTEREDIn a number of ways. One side, or maybe both sides, may
know ahead of time that a fight is coming, allowing for preparations. This often starts with
opposing parties sizing up the competition and jostling for an advantageous position.

Ités common for a fight to start from a distance with arrows or spells, progress with
blades and hammers, only to endétreat. When multiple foes fight, it is often a case of
several small separate skirmishes taking place at once. It may happen that only one side
can attack, depending on proximity or readiness. Only those who are in a position to hit
may roll to attackThis depends on the reach or range of their spell or weapon.

THE ROAD TO VALHALLA defenses per turn (#def). Determining who gets

COMBAT ENCOUNTERS VARY BYfoe and ;r‘r?efi;f]tesx::‘ftﬁedﬁ”ﬁeb; ;‘;{?pig':%?;k rates.
by fighting style. There are combat encounters 9 9

. : A characted s number of def e
with only propelled weapons, others with battle .
spells and magic wandMany involve a good turn(#def) is the same whether for ranged combat

mixture of elements. or hand to handf the fight is partly or wholly

Each combatant has both an attack and a fought with range weapons, the sequence is

defense scoréATT & DEF). Modifiers may e':ssennally the same, with the addition of any

applyto eachfrom skills, armor, or magic. 6cover bonusesd to defense
Attack rolls are madeith ad10 adding

the roll t o y oattack saore.a r a COMBATFLOW; o _
Certain things givebonu®s to attacls. Others ATTACKS BETWEEN OPPONENTSwith the
cause penalties. same attack ratg#atf) are ordinarily made

| f either a edua tokae r & simuitaggqoysly Thig raises the possibility that
greater than their opp obptgoulderishinghe samgturp i t i s made,
and damage is rolledf. the roll is lower than the Still, very few fights will be between
DEF, the attack does ntamage equalfoes with ongo-one attack Attack rates
Eachcombatant also has both a number Wil vary depending on the weapon speed and the
of attacks per turn (#att), and a number of Wi el der 0s . thenfighttis betweenl | s
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two unevenly matched foes themay be an
uneven rolling sequence, depending on the
number of attacks each has. The one with more
attacks per turn radffirst. (However, he GM may
give the first attack of the first turn to one side or
the other for reasons of readiness

To illustrate the difference between attack
rates, onsider theCrosshow it is a relatively
dangerous weapon in the hands of an experienced
user, but rather slow. In a fight betweenawice
crossbowmarand an expert bowman, you could
have a situation in which one side gets several
attacks per turn, and the other gatéy one

The following two examples cover the
basics of fighting for most combat situations. The
first is between two foés6 A 6 playesd by the
GM. The secondxampleis between multiple
foed one group controlled by the GM, the other
by acrew of players.

One on OneCombat Procedure
Standard Steps:
1. Prefight: Prepare by assessing the territory and

each partici pahotharerequy s i fod Qdh extr? Btfack abolef oe 6s maxi mum
and within range may they attaclCertain number of defenses
vantage poi_nts may give_ an attacker_ the edge. Or, if a fight is between odd numbers of
dentify any conditions affecting combat  onhanents, the side with greater numbers may
scores. Also, certain S|tuat|onscqll for the gain one or more audaits.
addition of a bonus die or ammty die.
Determine the order of attacks between
the two foeslf one has more attacks per turn than Surprise!
the other, they attack Attacks! -agains® opporentss wkox arglp | e, 0
can attack twice per tubn6 B6 can at t al Gleepitighor dtherwise incapacitated aute
times per turn. o . hit. Other types of sneak attacks do no
2. Attack (rO” to h|t)The order in this case is, B necessarily autehit. The fo”owing must
TATBIATB. apply: the target must be within optimum
~ As attacks are madeaeh combatant adds striking distance and the target must not be
than their targetdos DEF,  ljfatarg8texpécts & surprisefattack] 0 t h
combatants misall their rolls the turn is over. they may counterattack in the same round.
. If either combatant scores _equal to, or Note that an attacker may not know if a
hi gher than their t_argefar%e?sugbgc{:s’therﬁ Un%lythe)/t?yltb for
damage. Targets subtract damage from their LP. attack. If the attack fails, the target may
That ends the turn. . . , strike back on the next turn.
Repeat step 2 untl one side is
incapacitated, surrenderstreatsor is killed. At
the start of each new turn, a combatant has the .
option to change tactics Failed Attack Rolls
Failing anat t ac k rol | doesnoét |

Multiple Combatants Procedure
Standard Steps:

1. Prefight: Prepare by assessing the territory and

each

ready andwithin range may attackDetermine

participant boagositi o

types of attackddentify any conditions affecting
anyoneods c Detdnane if and whicke s .
combatants will pair off and if anyone has more
attacks per turn than the oth&emembereach
attack counts against
number of defenses.
2. Attack (roll to hit). Combatarg add the die
result totheir ATT. Start with any character and
resolve all attacks by or against them before
moving to the next in line.

Proceed around the table until all have had
their turn

If any combatant scores higher than their
t ar g eEF,aley r@l for damage. Targets
subtract the damage from their LP.

Repeat step 2 until one side is killed
incapacitated, surrenders, or runs away.

Auto-Hit

A strike is automatically successful, and no roll is

necessary

greater thathero pponent 6s
Also, astrike is automatically successful

missed. It may mean any of the following:
1.No Opening: no attack was possible.
2.Clear Miss: the attack went wide.
.3, Pﬁ;\rry: thS cr)]ppo)r)ent Was gbsle éo deflect the
attack.

t

he

i fATTtishegualagacdr ack er 0
def ense
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4. Armor Hit: your attack was stopped by the ~ Some weapons also list an attack modifier. This
enemyoO6s ar mor or s hiapplied to attack rolls. Also listed is whether it

5. Glancing Blow: you hit theenemy butid takes two hands to use which casa shield may
no damage. not be used at the same time.
But since there is no damaget 0 s not Weapons are listed with a base speed.
usually necessary to determinew a roll fails This indicatesthe maximumtimes a user may
attack in a turnAlthough skill leveland agility
THE WEAPON RACK also helpdetermine #att.
COMBAT TRAINING IS A RATHER Range weapons also list theange(the

formalized process, best done by veteran distance given as Short/Medium/Long). If the
teachers.Using a weapon without the proper  distance to a target is less than its short range a
training meanghere is n@hanceof doingspecial bonus die applies. If the distance is betws®ort
damageandno skill bonuses. and medium no bonus applies. If between
Each weapon has a damage rating, speed, medium andong a penalty die applieattacks at
special damage type, skil, and description. a distance greater than long are certain to miss all
Weapons with two special damage types allow but the broad side of a barn.
the wielder to choose which type they wish to do.

ASSORTED WEAPONS e iinrvatc

The weapons here are only representations. ) .
There can be a marked vanaton from one Arrows with Stone Points
short sword to another. These and more are

detailed in The Weapon Rack m Chapter

Five. [llustrations are not to scale.

) Poleaxe

Throwing Dagger

Dirk in Sheath Qm%
1, Morningstar

Hand Ax

Pike
Rapier
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Weapon Special Damage Typs Piercing P, CrushingC, Gorging G

Weapon Damage Speed 2 Hand ATT Mod Damage Type Skill

ARROW 1d6 3 Yes P Bow
Description: Use with bow Range:35/75/110

AX, HAND 1d6+1 3 No +1 G SingleHanded Weapon
Description: A medium sized ax for combat.

AX, THROWING 1d6 2 No G Thrown Weapon
Description: Lighter and balanced for throwing, sturdy enough for H2H Range:25/40/50

BLOW GUN DART 1d2 3 Yes +1 P Minor Range Weapon
Description: Use with blowgun Range: 25/35/45

BOLT 1d6+1 1 Yes +1 P Crossbow
Description: Use with crossbow Range:40/80/110

BRASS KNUCKLES 1* 4 Yes C Weaponless Combat
Description: Handheld device for fist fightingUsed as a pair. *See WeapolessCombat skill for more info.

CLUB, WAR 1d6+1 3 No +1 C SingleHanded Weapon
Description: Wood haftwith small stone or metal head

CLUB 1d6 3 No C SingleHanded Weapon
Description: Made of wood or bondShillelagh

DAGGER 1d4+1 5 No G orP SingleHanded Weapon
Description: A single- or doubleedged knife for fighting.

DAGGER, THROWING 1d4 3 No P ThrownWeapon
Description: Lighter than an ordinary dagger. Balanced for throwing. Range:25/40/50

FLAIL 2d4+1 3 No +1 C SingleHanded Weapon
DescriptoninBased on the farmers6é grain fl ail

FLAIL, LONG 2d4+2 2 Yes +2 C Two-Handed Weapon
Description: Allows greater reach than the singilanded model.

GREATSWORD 1d10+2 1 Yes +2 GorP Two-Handed Weapo
Description: A large, heavy doubledged sword.

LASSO * 1 Yes * Minor Range Weapon
Description: Its purpose is to catch and restrain someos@mething. Range: 20/30/40

* See Chapter Four, Disorders, Restrained.

MACE 1d6+1 3 No C SingleHanded Weapon
Description: A stylized club with a steel head

PLUMBATA 1d6 3 No P ThrownWeapon
Description: A leadweighiedbattle dart Range: 20/3560

POLEAXE 1d8+1 2 Yes +1 G Two-Handed Weapon
Description: A cross between an ax and a melee spear

SLING BULLET 1d4+1 2 Yes C Minor Range Weapon

Description: Made from baked clay @mall round storse Bullets and slings are typically made from lonaterials.
Range:40/75/100

SPEAR, THROWINGLd6+1 1 No P Thrown Weapon
Description: Also calledJavelin.Combine withAtlatl to double range. Range: 30/60/80

SPEAR, MELEE  1d8+1 2 Yes +1 P Two-Handed Weapon
Description: Also called heavy spear. May be throshrort distances Range: 20/40/60

STAFF 1d6+1 3 Yes +1 C Two-Handed Weapon
Description: Made from strong, heavy wood

SWORD, SHORT 1d6+1 4 No GorP SingleHanded Weapon
Description: A single or double sword, about 2 feet long.

SWORD, LONG 1d8+1 3 No +1 G orP SingleHanded Weapon
Description: A single or double sword, about 3 feet long.

WAR HAMMER 1d8+1 3 No +1 C SingleHanded Weapon

Description: Based on the blacksmith hammileut with a spike or two added.
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THE ARMORY combat. They increase your number of defenses
MEDIEVAL ARMOR IS characterized by per turn (#def). They grant added Life Points. But

distinct developmental periodsFor instance, perhaps most importantly they allow the full
beginning circa the eleventh centpghainmail effectiveness of a given piece of armor. Without

is in widespread use. It featurésterlocking a defensive skill an armor
metal rings. By the thirteenttentury only 50%.

improvements in design produce the coif, a hood _ .
that covers the heédand by the fifteenth ARMOR MATERIALS: Materials can vary

century, the hauberk, a kntangth cloak. greatly: wood, stiffened leather metal chain
Meanwhile beginning in the midourteenth links, hardenedplates of steelor some other
century,the best suitéeature the use of plates, ~ Metal, overlapping metal scalesnd more.A
forged from sheet iron. Coverage inevitably goes ~ Pi€ce is rated for its protection valinepart based
from partial to fultbody plate armor. on the material. Some suits use a combination of

Mythmaker acknowledges the many  Materials. For instancea chainmail andthin
varieties of armor but seeks a workable system to Paddeccombo.

simulate combat. The followingguidelines _ Combo kits make the best of two

simplify the myriad small incremental different kln(_js of materials. They afford a better

innovations throughout the history of warfare. defense rating; however, thegre bulky and
Generally, a char actegypadredugeMEVELY28% i 1 1 s ar e

just as important as their choice of arnaord
weapons.Armor use, like weapons, requires  DefenseRating

training to get the full benefit from its protection. Individual pieces of armor are given a number
Just as there are skills to learn for wielding  oting as are kits and combos. This number is

weapons, using armor toszhihegbest o0Ff. eSSt &Pdd i by

requires more than just a good fit. pieces may be added to kits and combos that lack
The skills Armorless Defense and protection for certain areas.

Armored Defense govern the defensive aspects of

Item or Kit DEF Rate
Helm ~most helms are made of metal; covers from the ear up.

Shield ~materialsvary. wood, wicker, leather, or metal.

Armored Boots -made of thick leather with inset stglates.

Greaves materials vary, covers shins.

Thigh Plates -materials vary, covers thighs.

Gauntlets ~armored gloves.

Arm Plates ~materials vary, covers the forearms & biceps.

FulHelm~-ma de o f met al |, covers most of a we
Large Shield materials vary.

Thin PaddedShort ~ protects upper arms, pelvic area, and torso.

Thin Leather Half Suit ~includes protection for arms, pelvic area, and torso.

Thin Paddedl.ong ~covers from knees to neck to elbows.

ChainShirt ~covers upper arms, torso, and pglvi

Scale Tunic €overs upper arms, torso, and pglvi

Breast Plate most aranade of steelcovers only front, from hips to neck

Thick Leather Half Suit~ includes protection for arms, pelvis, and torso.

Thick PaddedShort~ covers arms, pelvis, and torso.

Thick Paddedl.ong ~covers from knees to neck to elbow.

Chain Hauberk €overs head, neck, arms, torso, thijgh&nees.

Full Torso Plate ~ made of steel, covers front and back, from hips to neck

Half Plate ~ covers arms, pelvis, and torso.

Chain Hauberk & Lon@ hin PaddedCombo ~covers all but face, feet, hands, & shins.
Chain& Half PlateCombo ~covers all but head, feet, hands, & shins.

ON~NUCURADRWWWWWNNDRPRRR,ERREPRE R
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ASSORTED ARMOR
Armor comes in a huge variety of styles.
The look of one helm may differ greatly
from another while their defense rating
remains the same. The following examples
(and others) are detailed in The Armory in
Chapter Five.

Buckler (Small Shield) -
Scythian Scale Mail ¢.400 BCE

RANGED COMBAT Note, that if characters art

THIS INCLUDES ALL thrown and launched gg);iafn%%%hszﬁlr S;Frg-h;nn%e
weaponsRange weapons are listed with details Weapor;s ¢alled point blank)
on distance vs. accuracyistances used are their DEF againsthandto—hand
short, mid, and long.A penalty die is applied attaclsis lowered by 2 points.
when acharacter is at long range, and a boifius

within short range.
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RANGES

EXO\MP?Q with Bow
Painy Shornt Mid Lor\q

tank 5

35 L15 /104
Penahy AU""O
Die /=Parl 4

Benus
V7, Die

Nom’\al

Range Weapons and Cover

The target of a ranged attack may do weltjto
prone orhide behind an obstruction of some sort.
Defenders against range weapoimpose a
penalty die upon their attackértheir cover is
over50%. 100% cover provides proof against all
attacks.Rangeattacksagainsta prone opponent
arealsomade withpenaltyunl ess O poi

SPECIAL DAMAGE

IT IS THE JOINT GOAL of weapon makers and
usersalike to disable a foeBruised kidneys,
broken bones, pierced lungs, split spledmain
hemorrhages, and suele the dangers inherent
to those who live by thkammer andword.Such
damage may prove crippling, ending the fight and
necessitating specialized healing.

Most attacks do only normal damage.
Special damageccurs when an attacker rolls a
ten tohit. And thenonly if the user has trained
with theweapon. Specialamage from weapons
typically comes in the form of Crushing,
Gorging, or Piercing. However, other forms of

special damage exist, and may come from sources

other than weapons.

When special damage is indicated, it
triggers & additionalroll afternormal damagées
rolled. Forexampe, your archer attacks rolliray
natural 10. They first roll their regular damage
and then roll 1d6Compaing the result(a six in
this casgto the piercing table indicates that the
unfortunate target is killed.

Special damage results are cumulative.
Take Crushing for instanceglling a one causes
bruising on the skin. Rolling a2 causebruising
on the skin, plus d8LP, anddeep bruising
Rolling a six causes all of the above plus broken
bones or internal hemorrhaging. Such extensive
damage takes weeks, not days to heal.

Special Damage Types

A: Acidic G: Gorging
B: Blight H: Heat

C: Crushing N: Neural
E: Electrical P: Piercing
F: Frost S: Spiritual

ACIDIC : Corrosive to flesh and most materials.
Causes extra (LPdamage. Effects can be
lessened by immediate treatment with an alkaline
solution.

1) Charactefeels intense irritation but suffers no
penalty.

2-5) Dmg 1d8. Temporary blindness if eyes hit.

6) Permanent damagmnd scarringdetermined

by GM. Blindness if eyes are hit.

LIGE'II . _From (disease, venom, or poison.
ithefs afd't r8pts the body. Affects HEA.

1) Character notices disturbing #ffects but
suffers no penalties.

2-5) Dmg1d8 Penalty die added to all die checks
and combat rolld.asts 1100turns.

6) Roll 1d6: If an odd number is rolled, the
character losed HEA permanently If even,
character deatiill occurwithin apredetermined
time according to the cause of the blight

CRUSHING: Blunt force and concussive
wounds. Causes extra damage.

1) Bruisingon skin.

2-5) Dmg 1d8Deep dark bruises.

6) Broken bone(s)internal hemorrhagingor
concussionrequiring longterm healing.

ELECTRIC : Shockingand disruptive. Causes
cell damagendheat damage.

1) Character recoils involuntarily from the shock.
2-5) Dmg 1d8. Character is momentarily dazed
(cannot attack for one turn).

6) Roll 1dé On 1-5 the charactelosesl AGI
point permanently6 indicatescharacter death.

FROST: Bone chilling cold. Causes frostbite
and extra damage.

1) Intensely uncomfortable chill on skin.

2-5) Dmg 1d8 Causes uncontrollable shivering
A penalty dieis added to all die checks and
combat rollsor 2d10turns.

6) Permanent damage, determined by GM.
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GORGING: Deep, slashing cuts. Causes
substantial blood loss amatra damage.

1) Wound comes dangerously closeattery or
internal organs. Infection likely if not treated
soon.

2-5) Dmg 1d8 Long deep gash

6) Roll 1d6: On a 12, thecharactepermanently
loses 1LP; On a 3-5 dismembermenbccurs
requiring immediate intensive car&olling 6
resultsin character death.

HEAT: Flaming, radiant, or scalding. Causes
burns andextra damage.

1) First degree burns, causing great pain.

2-5) Dmg1d8 Second degree burrSusceptible

to infection.

6) Charactersuffers permanent damage, as
determined by GM. A slow but sure death ensues
if woundsarenot given expert care.

NEURAL: From spells, venom, or poison.
Affects agility and brain function

1) Character notices dizzying effdotit suffers
no penalties.

2-5) Dmg 1d8.Penalty die added to &Gl and
INT die checks and combat rolls. Lastd100
turns. Nausea

6) Roll 1d6 If an odd number is rolled, the
characteentersacoma, lasting d4 days an even
numberindicatescharacter death.

PIERCING:
extra damage.
1) Wound comes alarmingly close to vital
internal organs. Infectiopossiblef not treated.
2-5) Dmg 1d8.

6) Roll 1d& On a 15, the character suffers a
permanent loss ofLP; a six indicatecharacter
death.

Impaling, deep wounds. Causes

SPIRITUAL : Drains energy. Affects SPI.

1) Doubt temporarily clouds and disturbs the
characterodés thoughts.
2-5) Dmg 1d8. Irrational thoughts plague the

No

6) Mental breakdownCharacter incapable of
rational action. Condition lasfisl20X10turns

UNTOUCHABLE FOES
OCCASIONALLY YOU WILL come up against
something or someone whose defenses protect
them completely against your best shot. They
may be immune to all but enchanted weapons, or
certain kinds of damage. Or maybe the difference
between their defense score andnattackscore

is too great to overcom@/ithout access to magic
weapons, or the particular kind of special damage
needed, or some way to increase your ATT, these
foes are best left for another day.

Subdue and Surrender

Not every fight must be fought to the
death. In some games, especially at th
novice level, there will be few lethal
encounters, though there will still be a
victor if one side surrenders.

)y £ UT 60 AEAOAAOQ
kil someone, have them say so. |
someonesurrenders, you can interrogate
them. Likewise, if a character wishes to
surrender, the player should state this at
the beginning of a new turn, and roleplay
how the MC goes about it.

RETREAT! A successful retreat is best planned
in advance. If you do get into a deadly situation,
the sooner you turn back the betteFhe
gamemaster may allow the opponent(s) a final
attack (probably with a penaltifell the GM you
plan to retreat at the beginning of your turhey
may decide you acted in time, depending on the
situation.

penal ty.

charact er 6 SA penaltedieys adaexlt i on .

to all die checks and combat rolls. Lasti?Q
turns.
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SIX: CASTING MAGIC

MAGIC IS ALL AROUND US. If we could see energlike the seers of old, we would
perceive a vast web of glowing, vibrating lines, extending oal isirections These lines

form energetic pathways between poifigae such point might be a rock, or a fi@eeven

a person. By theselines, connecting all things, the element of spirit creates a universal
interdependencéience the energy at the core of things is connected to and flows through

all other things.

THREE PATHS TO MAGIC

CERTAIN INDIVIDUALS KNOW how to see
the web behind the worldl'hey learrto focus its
power,and to bend its pulsing lines to their will
This is called thaumaturgyt is practiced by
Witches,Wizards andMages.

Others have cultivated the ability teel
the spirit, and to draw its pow#arth to manifest
great miraclesThink of it as prayes for divine
intervention. This is known asTheurgy It is
practiced by Priests or Clerics.

Still others are born witlan innategift.
They canmanifesta single supernatural power
that acts much like a spgdtiut withoutthe prayers
and incantationslhis is known as Channeling

All three modes of wielding magic are
accomplishedia skills. And though the results of
each will be similar, the processes are quite
different. Thaumaturgy uses INT, Theurgy
comes from SRlandChannehg works through
SUR.

The wizard sees magic and understands
whatthey see.They pluck and prod the lines of
energy to manipulate the supernatural forces. To
him it is a matter of formulaic words and
movements. The priestesen the other hand,
feels energy directlyshe learns how téunnel its
power through her body.

Many spells are designed to be cast
surreptitiously, so the user can cast them
undetected. However, close observation may
reveal a telltale gesture. An open ear may catch
the murmur of unfamiliar words, and thus a mage
may be discovered’he prieston the other hand
may make granflourishes and loud prayers.

Theurgy is related to purity, devotion,
and order. It involves the practice of evoking the
help of beneficent forces and spirits. It stems from
a philosophy that asserts a spiritual universe as
emanations of a divine mind. Its adherents uphold
its superioity over thaumaturgy based on their
belief that transcendence cannot be fully grasped
by mental contemplation, since the transcendent
is supeirational.
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for a second skill check to keep the spell from
breaking.Spells with a focus of Auto require no
further thought on the cas
focus of Low will last for the duration as long as

the caster remains awake and alive. Higtuso

spells endfithe caster is injured or required to

make any kind of die roll.

HOLDING : Spell focus comes into play again if
the caster opts to fAhol do
preparinga spell without releasing it until the
right time.There is no time limit to holding a spell
other than that it will expire at midnighit. can
only be done with one spell at a time, and it
requires the cast deadns f ocu
spell has a listed Focus).

Holding has its advantages, chiefly in
that a spell can be released immediatghen
needed Also, characters have the advantage of
preparing the spell free of distractions
anticipation of dangefFinally, a held spell may
be abandoned without losing it, in other words it
doesnot Cc 0 s t Howefer, notother s n 0 t
spells may be cast while holding a spell.

HOW TO USE MAGIC
MAGIC WORKS ONthe principle of a hidden Non-Spell Magic Skill s
energetic world overlaying the physical world we
all know. It is the essence of the great spirit that
moves through all thingsTrained minds and
hearts can read and influence these géesitgdo

![?lgiglr?tlai:?:ln%zgiaesr;[;;gs?(iﬁpcihsgf '(;Efzﬁmiggs second level ireither Spiritual Ministry or Will.
9 Channeling djffers  from Thaumaturgy or

a spellds initial succe T [ .

Rolling a natural 8 when casting spells :thul?rrg%elgt that nd thef” skills are "a pre
that do damage of a certain type indicates special '
damage. For example, Lightning Strikecast, .
and the mage rolls an 8. Electrical damage is Spell Level & Skill Level

Speci al Da mfarglen theyngieated E 6 This section applies to Thaumaturggnd

Before casting their first spellonice mages are
required to attain two levels in one of the
following: Will or ResearchSimilarly, before the
priestess can work her miracles, shastreach

table can cause extra damage or even death. Theurgy not Channeling

Spell casters gain access to more spells,
MENTAL FOCUS and CASTING and spells become morpowerful as the user
WIELDING MAGIC REQUIRESconcentration, moves up through priestly ranks or magical
for a Spe" interrupted is ruined, or weakened. circles The first table below indicates the number
This is trueregardless ofhe castingmethod. of spellsa castermay learn as thegain skill

Amagic userds trai nilevgs Noeethabar spell may kenjeatned in
deal with distractions of a minor sort. The best of advance of attaining the power to cast it. Spells

them are able to focus evenhecticsituations. may be learned from books, scrolls, or another

Which is not to saghey can cast a spell while spell user

being hit by weapons or by other spells. The GM It takes a day of study to leamnew

may i mpose a penaKitroy di elliAderthagtae orlypgiq fergetdew to cast

in suchcircumstances. a spell is by mverusing it, orby choosng to
Likewise, somespels requirea ¢ a s t e foigel a spell and replang it with another they

concentration even after the spell is caSor wish to learn.

thosethere may be occasions when the GM calls
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Skill Level vs. Number of Spelba Caster May Learn CONJURATION : Includes four sultypes

Spell Level Productio® causing the materialization of
1 2 3 4 something from nothing
I 31 0O Disappearande causing someone or something
Il 4 2 1 0 to vanish
Il 5 3 2 1 Transformatiod changing  something into

something else
Spell wsers can cast only a set number of  Transpositiod trading the places of one thing
spells per day depending on their skill levidie for another
table below indicates how many spells the caster
may cast in 4-hour period beginning at roughly MENTALISM : Disallowed to TheurgistsThis
midnight each dayindividual spells are useable magic type requires a highly developed mind

more than once a day the total number allotted (7INT or above)and a forceful personality. It

per level is not exceeded. For instance, a caster features extrasensory powers, imagination, and
whoknows tvo different first level spells may opt psychology. Its greatest achievement is the

to cast one of themwicein a day. contr ol of a NMertafisenrsge t houg

require no casting ingredients

SpellsUseable Daily by Skill Level
SpellLevel DISCORDANT : This magic type pairs well with

1 2 3 4 necromancy, but not at all with Celestidhe
I 2 0 00O Trickster and the Outlaw archetypes favor
Il 31 00 discordant magicThe casting ingredients for
I 4 2 10 discordant spell$end to be strange anthique

andare often made up on the spot by the caster.

The Ten TVD?S of Magic NECROMANCY : Concerns magic connected to
Celestial magic cannot be used by pegative energies and deatdecromancy can
thaumaturgists. Mentalism and lllusionary magic ¢4l the dead, speak with them, repel them,
cannot be used by theurgists. Those who channel gnimate them and more. The elemental
may choose any of the ten types but can only use jgredients for many necromantic spells come
one type for their lifetime. from the dead: a tooth, a borsmme hair, oan

_ _ entire corpse
CELESTIAL : Disallowed to thaumaturgists.

Tends to have a more spiritual than practical ASTRAL: This magic €atures contact with
purpo_se.T he casting ingredients for all Qelestial dreamland entities and eaf-body experiences.
spellsincludesome sort of holglement oitem, It is favored by sorcerersvitches, channelers,
and supplicant posturing. and the explorer archetypAstral magic rarely

_ _ uses elemental typagredients
PRIMORDIAL : Embodies the defiance of

natural laws regardintpe elementdt is used for: ILLUSION ARY: Disallowed to theurgists.
levitating, changing temperaturedpwsing,and Another favorite of thetrickster An illusion
working with fire, air, water, orearth The creates the false perception of something heard or
ingredients forcasting primordial spells always seen. No matter how real they may seem,
includean elemental component. materially they do not exist. They tend to

_ _ disappear if touched.
SYMPATHETIC: Associ at ed wi t h t he 6f ol

classed It is one of the oldesmagictypes,It ~  pjvINATION : Its purpose is not so much to
draws a link between things that have been in jxfiuence events, but to understand or predict

contact with each other and that have thus ihem. it tends toward practical es.Astrology is

estgblished an ener_getic bo@t.it may ir_1vo|ve _ but one of many types of divination. Methods
the influence established over something by itS  range from predicting the futurénrough oil
naturalresemblance to something else. droplets in dbowl of water, to using various parts

of animals.
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MAGIC TYPES

Spells

Level One
Break(Con)

Breath of Life(Pri)
Call of the DeadNec)
Clouds Within (lll)
CrissCross(Sym)
Cup of StargDiv)
Darken(Dis)

Detect Inten(Ast)
Distract(lll)
Embolden(Men)
Empathy(Sym)
Evadethe DeadNec)
Fix (Con)

Flame Walke(Pri)
Heighted Awareness (Pri)
Hypnotize(Men)
llluminate (Cel)
Invisible Touch(Ast)
Jar of Heart¢Sym)
Night Vision (Ill)
Penny for the Ferr{Cel)
Second Sigh¢Div)
Sigrs (Div)

Sigil (Sym)

Silent Knight(Ast)
Soothe(Cel)
Summon ObjectCon)

Terrorize(Dis)
Ventriloquism(Con)
Winter Winds(Pri)

Level Two

Augment DamagéNec)
Banish (Cel)

Befriend CreaturéMen)
Bless(Cel)

Contact the DeafNec)
CornucopigCon)
Cure(Cel)

Darts(Con)
Disable(Men)

Evil Eye (Dis)

Fetch Familia(Ast)
Find (Div)

Fireball (Pri)

Follow (Ast)

Healing TouchCel)
Hide (Ill)

Lie Detector(Div)
Lightning Strike(Pri)
Lock (Con)

Protecion (Sym)
PuwpetStrings(Sym)
Purify (Cel)
Putrefy(Dis)

Remove ProtectiofSym)
Sicken(Dis)

Unlock (Pri)

Wounding ToucHDis)

Level Three
AnimateCorpse(Nec)
Animation (Sym)
Blast(Con)
Chrystalaria (Pri)
Com w/HigherPower(Div)
Counterspell (Dis)
De-animaton (Dis)
Empty Vessel (Dis)
Exorcise(Cel)

Fire Wall (Pri)
Friend(Men)

Give Strength{Ast)
lNlusion (Il

Pin (Sym)
Recover(Sym)
Rewrite Memory(Men)
Sap StrengtifAst)
Summon GuardiafAst)
Telepathy(Men)
Waste(Sym)
Watemworks (Pri)
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SpellKey

The following covers the most common aspects
of each spell,such as how long it takes to
perform,how long the effects laghow far it can

be cast, the shape and size of its effect
ingredients and more. The chattelow shows
what the abbreviations represent.

Terminology  Abbreviation Example
Turnsto Cast TIME 2

Focus Focus Auto
Duration dur 2min
Range Range Mid
Area of Effect AE Self
Casting Ingredients Cl ML, VL, EL.
Doubles each level 2XL 10T, 2XL

Name: Names may evolve over time, and change
from place to place, and from one language to
anotherAn ancient tome may contain a spell that
needdranslating angnay havea different name
than its modern version. And characters that use
channeling may nevewvenknow there is a name.

Spell Type: The type of magic is listed in
parenthesis following the spell name. Types
range from Celestial to Necromancy. Each
contains spells of a similar nature.

Turnsto Cast (TIME): This is the length afime

it takesa spellto be castCertain spells include
some sort of preliminary work that takes time not
included inTIME. Especially if some elemental
ingredient needs to be procured or prepared.
Holding a spell will also affect its time to cast.

Focus: The amount of concentration needed to
cast andkeep a spell active after it has been cast.

Auto: These spells require rmmount of
concentration after they are cast.

Low: These spells require limited focus.
The effects last for the duration unless the caster
is killed or loses consciousness.

High: These spells are broken if the
caster attempts anythirgher than the simplest
of actions(including casting another spety is
distracted by an outside force

Duration: Thelength of time a spell is in effect
after castingis expressed in turns (T), minutes
(min), hours fr), days,or permanentgerm).

Range: Certain spells require the caster to
physically touch their target. Others can be cast

over a distance.The four main categories for
spells that targegomeonegr somethingare:

Touch: The caster must physically touch the

entity or object in question for the spell to be

complete.

Short: Caster must be within5RHf target.

Mid : Caster must be withiBONjf target.

Long: Caster must be withibOON)f target.
Spells that have no specific target may be listed
as N/A. Spells with longer ranges are listed by
yards, miles, or unlimited.

Area of Effect (AE): A spell will affect an area
of a certain shape and size, or it will affect a target
of a given sizelf an area, the shape may be
described as a cone, sphere, bearapecial.

An areabs siiesyaids |
inches (nj), or feet (Nj andmayrefer to length
width, height,or diameterThe spell description
may elaborate othea r elmdicsshape, as well
as any other needed information.

If the AE refers to aspecificliving (or
undead}arget, its size is listeaks a single number
from 1to 10, with 1 being the size of arat, 5 being
the size of a human, and 10 being the size of a
whale. If multiple targets argossible,it will be
noted in the description.

Many spells can be
per son, whet her 06S86&dlff 6
is listed the spell may not be cast on another.

Casting Ingredients (CI): Every spell type
except Mentalismhas at least onengredent
They are classed as Motional, Vacand
Elemental, or NL, VL, & EL. Also, for those
born with supernatural powerqSee SkKills,
Channe), typically no ingredients are needed
ot her than t he Thesdsraldos
often a difference between the theuristic and
thaumaturgic approach to ingredients, as detailed
below. Information regarding casting ingredients
is given underCasting Ingredient Details at the
end of the spell description.

ML 1 Motional: Requires unusudiand
gestures or body positionSor thethaumaturge
these are used to manipulate invisible energy
strands. In a moment of heightenealvareness,
the castercan see behind the materiakil the
strings they must pull

Motional ingredients forthe priest,will
be similar to those of the mage excepat the

priestés holy item may
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VL 1 Vocal: Requiresodd sounds o
foreign words, from single syllables to lengthy
incantations.Words are the building bricks of
manyincantations. Words can maim, blind, and
destroy, and cause kings to lose their crowns

EL 7 Elemental: This may comprise one
or more physical ingredients, or a mulge item
that works for more than one spell: Examples are,
asplash of holy water, a handful of herbgjrch
of dust

Effects by Caster level: Most spells become
more potent as casters gain skill levels. This can
mean any of the following: redudeasting time,
lower focus, increased duration, longer range,
larger area of effect, and/or increased intensity.
Some enchantments have aspects that
double for each skill level that the user is above
the spelis level. Look for the designation 2XL.
Some effects listed by level are
cumulative, some are not. Let common sense be

Uses

Take a deep breath of air and hold it. That is the
essence of this spell. It ends when the air is
exhaled, or when its duration is odewhichever
comes first. It will also end if the caster speaks or
casts a spell with a vocal CI.

Casting Ingredient Details

ML: Theleft hand is held over the mouth in the
shape of a funnel while inhaling.

EL: Theinitial breath of air.

Call of the Dead(Necromancy)

TIME Focus Duration
1 Auto 30min

Range AE Cl

Long * 1 Mile Sphere VL

* The caster creates a focal point within range. It
may be centered on a point in space, an object, or

your guideFor instanceWi nt e r dafNiaged 6 sa living recipient.

dice pool grows by onger level Third level
casters get thre#gamagedice, not three plus two
plus one

Level One
Break (Conjuratior)
TIME Focus Duration
3 N/A N/A
Range AE Cl
Mid * VL
* Object up t@2 dljbe, 2XL
Uses

This simple incantation is used to fracture an
item. All manner of materials are affectdtia
caster attempts to breaknaagically enchanted
item, they must be at least one level higher than
the rank of the item. If such items dmoken by
this spelltheylose their enchantment.

Casting Ingredient Details

VL: Ashort r hyme i snanheusd i
recited.
Breath of Life (Primordial)
TIME Focus Duration
2 Auto 1 hr, 2XL
Range AE Cl
Touch Size 6 ML, EL

Uses
This spell is used to lure the undead. It washs
any plane The recipient of this spell becomes a
veritable energetic beacorhe spell has no effect
if there are no undead in the area (within a mile
or so0).It must be night if cast outside.

Any undead callewvill see thaarge of
the spell as a source of sustenance. Thus, it may
be used to lure a host
enemy, or to draw them away from something
with a moving decoy.

of

Effects by Caster Level

1. Attract one ranR undead, such as tiaimal
Spirit, 2XL.

2. Attract one raniB undead, such as tl@&host
2XL.

3. Attract one rank4 undead, such as the
GuardianSpirit, 2XL.

Casting Ingredient Details
VI: A short chahis uttered.

ng the 1 temo
Clouds Within (lllusionary)
TIME Focus Duration
2 Auto 20T, 2XL
Range AE Cl
Short Size 7 ML
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Uses

Thisspelbl urs a targetoés

a penalty die to all rolls and die checks that rely
on vision.Target must also roll to avoid the Blind
disorder (SUR).

Casting Ingredient Details
ML: Thecaster passes a hand before their eyes

Criss-Cross (Sympathetic)

TIME Focus Duration
1 Auto 1T, 2XL
Range AE Cl
* Size 5 VL

* The range of this spellaries. The target must

be within sight if the caster does not know their

name. Otherwise, range is unlimited.

Uses

CrissCross isa form ofoneway communication

It canact as aiseful reminderThis unusual spell

allows the caster to briefly puhamage into the

mind of anotherThere is theoretically no limit to

t he i mage, ot her than t

they can picture it, they can transmit it.
Transmission can be instantaneous, or

set in the future at a certain time, or upon a certain

triggering event. The content of the message is

limited to a single thought or image

Effects by Caster Level

1. Image may include background.
2. Image may include smell.

3. Image mawppear ir3D.

Casting Ingredient Details
VL: The casterwhisperst h e
known.If not known, a descriptor will suffice.

Cup of Stars(Divination)

TIME Focus Duration
4 High 1 min

Range AE Cl

Touch * ML, VL, EL

* The amount of water, oil, and the size of the
container are fairly specificrespectively: 12
cups of water, one large drop of holy oil, and a
container several inches deep but less than a
handspan in width.

Uses

e yEgyptiarg rhagiciansgieteithe first tppedict thes

future using cups, a rite involving a drop of oil in
a cup of water. A foretelling is done by observing
the way light falls on thepreading oiland the
shapesit forms. The amount of detail seen
increases slightly by caster level, from sufficient
to excellent.

The spell reveals the future as it may
happen. It is a probable telling, not set in stone. It
relies on t he gamemaster o
relation to the casteros q
Casting Ingredient Details
ML: Doneby the caster sweeping a hand from left
to right above the water. It may take several tries.

VL: Thespoken question, beginr
above, reveal tome,. 0
EL: A drop ofholy oil (worth 1C ea.)

Darken (Discordan}

TIME Focus Duration
3 Low 1 min, 2XL
he—casterpHbs—t+magimati on. I
Range AE’ Cl
Short 1O0Npphere2Xl ML, VL
Uses

This spell works to suppress photon activityrn a
area. The effect is to make it harder to dee.
works on sunlight or artificial light.

The potency of this magic grows as the
casterods skill i nceffeetases. |
is small(Causng availablelight to become 50%
darker) As their power grows, users can blot out
the sun over amallvillage.

The spell can be cast at a fixed spot in the

reci pi e n taid or upoa @ enovabfe object. The size of the

object can be as small as pea or as large as an
ostrich egg. The spell will automatically center on
the object, and travel with it if moved.

Effects by Caster Level

1. Cause light level to becon®®% darker.
2. Cause light level to becom@0% darker.
3. Set Range tMid and focus to Auto

Casting Ingredient Details

ML: A gesture mimicking throwing a handful of
dust at the sun (or other light source)

VL: Saying fiDar keno.
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Detect Intent (Astral)

TIME Focus Duration

2 Low 2T, 2XL

Range AE Cl

Short Size 5 VL
Uses
This spell i's great
actions and statements match their internal
di al og. |t can be

thoughts show up on their aura as a play of colors
and shapeshat hint at what they are thinking
(only the caster sees thigxact thoughts cannot
be read, only impressions. ®eeoncern actions
that the target is actively planning.

The caster can either focus on a single
target to O6seeb what t
focus on detecting a particular intent to learn if
anyone within range is thinking about it.

Effects by Caster Level

1. Affects a single target up to2pvay.
2. AE = 2 targets.

3. Increase target size to 6.

Casting Ingredient Details

VL: The caster may either ask the target what
they are thinkingabout orask if anyone within
range ishinking ofa particular thingMore than
one question can be asked if time allows.

Distract (lllusionary)

TIME Focus Duration
1 Auto 2T
Range AE Cl
Long Two/Size 5 * ML

* Target numbésize increases by one per level.
Uses
Here is a trick for breaking n e nfaus b s
can be used taterruptattacksor spells. Icreates
an illusion of whatever will distract the attacker.
The effect is brief, but possiblifesaving

An attacker 0s number
reduced toone for the duration The spell also
penalizes any skill or stat check by giving the
target a penalty didt also breaksmenemyspell
c a s tcencebtsationon previouly castspells
with afocus of High

Casting Ingredient Details
ML: A shortwave of the hand.

f o r eqlaktatinem castigg leveh et her a

Embolden (Mentalism)

TIME Focus Duration
3 Auto 20T
Range AE Cl
Mid Size5* N/A
* Caster may embolden a number of recipients

target
Uses

us e d Einboldenh vhas thea sgffect of Aincrpasimgsthen 6 s

reci pientbés ATT score by +:
level. It alsogrants immunity to all fear (magical
or natural).
Empathy (Sympathetiy
TIME Focus Duration
hey 2ar el Upgwt o 2¢bx they can
Range AE Cl
Short Size 5 ML
Uses

Empathy has two pes#le modes: one that

projects an emotional state upon the target, and

one that detects the targe
the casterln the first case, the target is made to

feel joy, dread, revulsion, sorrow, anger, bravado,

peace, loneliness, or any other emotion as
dictated by the caster. In the second case, a

target s feelings are felt
Effects by Caster Level
1. Empathize with a humasized target.
2. Increase target size to 6.
3. Increase range to Mid.
Casting Ingredient Details
ML: Holding the right hand over the heart while
holding the left over the eyes.
Evadethe Dead(Necromancy)
TIME Focus Duration
1 Auto 30min
oRangel e f enAFes | i s ClI
Long, 2XL Size 6 VL
Uses
This spell workdoy masking the reci

force, making theminvisible to undead.lt is
useful for bypassing graveyards, haunted ruins, or
gates to the netherworltl.works against undead
onerankhigherthart h e cskilevel.r 6 s
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Effects by Caster Level

1. EvadeAnimal Spirit

2. EvadeGhost and Walker
3. EvadeGuardian Spirit

Casting Ingredient Details
VL: A short monotonechant completes the
spell.

Fix (Conjuratior)

TIME Focus Duration
3 Auto N/A
Range AE Cl
Short 2 Sphere, 2X i
Uses

This incantation is used to repair(rzon-living)
brokenitem. Worn items can be restored to like
new conditionNote that enchanted itertfsat are
fixed must also be renchanted.

Casting Ingredient Details
VL: Usingthe name of the item in a short rhyme
completes the magic.

Flame Walker (Primordial)

TIME Focus Duration
5 Auto 30 min, 2XL
Range AE Cl
Touch Size 6 VL, EL
Uses

This spell reduces damage from fire and heat
(special damage type H).

Effects by Caster Level

1. Resistance (Dmg 50%).

2. Range increased to Mid. Size increased to 7.
TIME reduced to 2 turns.

3. Immunity to Heat damage.

Casting Ingredient Details

VL: An ancient song from a forgotten tongue is
sung while casting.

EL: A drink of spring water{(may be gathered
and kept for up to 12 days if not u3ed

Heighten Awareness(Primordia)

TIME Focus Duration
5 Auto 3min, 2XL

Range AE Cl

Touch Size 5 ML

Uses

The purpose of this spell is to give the recipient
superhuman sensory faculties. This allows one to
see hidden details, at a distance, or at a
microscopic level. It allows the recipient to hear
undetectable sounds, even into the subsonic or
hypersonic rangs. Touch, smell, and taste are
also heightened considerablyhis adds a bonus

die to SUR checks for the duration. Also +1 to
ATT and DEF.

Casting Ingredient Details
ML: Thespell is cast by tracing a ruaéthe base

of the recipientodés skul
Hypnotize (Mentalism)
TIME Focus Duration
3 High 1d4 min, 2XL
Range AE Cl
Short Size 5 N/A
Uses

This spell is very much like the wethown
parlor trick used for amusement in front of
audiences around the worlBoth areused for
several practical purposes, such as retrieving lost
memories, modifying bad habitser mitigating
psychological trauma.

A minor telepathic linkforms between
caster and recipient. This allows the caster to see
a shadow image of what the recipient séesso
allows them to give simple commandwthing
requiring the use of a Hard skill, or combat.

I f the targetds i
greater than the
check to avoid the effects of this spell. The person
hypnotized appears subdued, or dreamy, but can
easily be brought back to reality if accosted. The
caster mg terminate the spell at any time.

llluminate (Celestia)

TIME Focus Duration
3 Low 4 min, 2XL
Range AE Cl
Short 10Npphere2 XL ML, VL
Uses

This spell works to magnify photon activity in a
small area. The effect is to make it easier to see.
The potency of this
skill increases.

nt el
caster 6s,

magi c
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In the beginning theffectis small As Jar of Hearts (Sympathetic)
their power grows, users can turn up the intensity TIME Focus Duration
to a blinding light of immense proportioriscan 3 Auto *

be cast at a fixed spot in the air, or upon a
movable object. The size of the object can be as Range AE Cl

small asa pea or as large @ ostrich egg. The Touch Size 5 ML, VL, EL
spell will automatically center on the object, and  * There are several means by which this spell may

travel with it if moved. be broken. Its duration is indefinite unless:
1. Superseding magic is used on the target
Effects by Caster Level 2. The caster dies.
1. Cause thdight level to becom&0% brighter 3. The jar (See Casting Ingredient Details
2. Cause light level to becomi@0% brighter. below) is lost, opened, or broken.
3. Set Range tMid and focus to Auto 4. The caster releases the target from the spell.
Uses
Casting Ingredient Details The effect is similar to a love potipmstilling
ML: An upward gaze feelings for a designated individu@his includes
VL: A prayer is spoken. a protective aspect by which the target can be

talked into combat to prove their love.
Invisible Touch (Astral)

TIME Focus Duration Effects by Caster Level
3 High 5T, 2XL 1. Jar may contain only on
2. Jar capacity increased to two.
Range AE Cl Lo
- 3. Jar capacity increased to three.
Mid N/A ML, VL pactty
Uses Casting Ingredient Details
This spell lets yougach out and touch someone  ML: A smile and a wink.
from a distancelt projects a small invisible hand, VL: A short statement incorporating the names of
able to reach out across short distances to do the the target and the object of their affection.
bidding ofthe casterPull a lever, push a button, EL: A small clay jar of sal{cost ). Its lid is
or lift a gem from across the room. sealed with wax containing powdered

It is initially only about 1/10 as strong as passionflower. The caster may only target one
t he cast er 6s casteraVancésann d . recpient pedpeal; howeverthey may add hearts
level, the hand gains strength until it is as strong to their jar as they gain levels.

as its owner.
A dim outline of the appendagike the Night Vision (lllusionary)
shimmering of heat in the aimay be visible to TIME Focus Duration
the observanbnlooker Note that the hand is not 3 Auto 10T, 2XL
at all invisible to the caster, or anyone else that
can see magic. In fact, the caster must be able to Range AE Cl
see the hand, or the spell will bredke spell will Touch Size 6 ML
also break if the hand is attacked. Uses
This spell allows one to see fairly well in the dark
Effects by Caster Level (it has no effect on one:¢
1. Strength of hand at 10%. daylight). It works by forming a image of the
2. Increase strength of hand to 25%crease surroundings i n t he recip
rangeto Long. usingthe eyesThe images are built from magical
3. Increase strength of hand to 50%. emanations and are only slightly less clear than

those seen with good eyesight.
Casting Ingredient Details
ML: Thecaster must mime the desired action. Casting Ingredient Details
VL: A whispered chant is intoned. ML: Athreef i nger touch to the r
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Penny for the Ferry (Celestial)

TIME Focus Duration
3 Auto N/A
Range AE Cl
Touch Corpse VL, EL
Uses

A special coin is used to bring someone back
from the dead. It must be done soon enough, and
the damage cannot be too extensive. This spell in

the hands of @eginnerprovides just enough
healing magic to bring
negative zone. I't grows
skill grows.

Effects by Caster Level

1. Effective on target adLP. Raised toALP if
cast withind minutesof death

2. Effective ontarget at-10, if dead less thad0
minutes. Raised thOLP.

3. Effective ifon target at20, dead less thag0
minutes. Raised t20LP.

Casting Ingredient Details

VL: A prayer is said while casting.

EL: A gold coin is placed over the wound that
caused the fatality. The coin must be new
(uncirculated). These cabe procured from a
money changer. They may only be used to power
a spell one time.

Second SightDivination)
TIME Focus Duration
3 Low 2T, 2XL
Range AE Cl
100 Miles, 2XL Self VL, EL
Uses

Bestows the ability to seea mental image of
distant evers. Images subject to the following:
9 Must focus on a single person or location
from a single vantage point.
1 May not include past or future; only
present events.
1 Includes only visual aspects; not sounds,
smells, etc.
Second sight has two possible methods for
zeroing in on its subject.

1. By place: in which case the caster must be
familiar with the place.

2. By person: the caster must know the

per sonos

Casting Ingredient Details

name.

VL: A description of the desired scene, giving as
much information as possible about the location,
or by naming the person.
EL: The spell is completed with a snort of

powdered herb (ryevorth 1C).

Signs(Divination)

t hBEMEY 1 ¢t iFAedsS |L Duraient
ingstrengfh |as & he
Range AE Cl
N/A Self VL

of t he
caster

*A sign is rarely given immediately, but rather
when least expected.

Uses

For those who seek guidance from on high, signs
are taken as direct communications from the
otherworld. This spell elicits such communiqués

and gives the caster some insight withi@f

course, such signs are seldom straightforward and
are thus open to some interpretation.
Howscever it comes the sign will be

noticeably out-of-place andprobably fleeting.

Signs take on many forms, but the common
denominator is that they surprise the caster,
despite being sought. They are usually something
the caster sees but can also come as a sound or

even a smell.

There are no added effects by caster
level. Rather, there is a general tendency for this
spell to become more effective over time if the
caster both uses the advice given and refrains
from asking about every little thing.

Casting Ingredient Details

VL: A short statement or question abainat the

caster wants to knaw

Sigil (Sympathetic)

TIME Focus Duration
4* Auto Six yeas, 2XL

Range AE Cl

Touch *k VL, EL

* The time to cast this spell is in addition to the
time it takes to cast whichever spell it is intended

to trigger.
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** The size of a sigil is as large or as small as the
caster wishes.

This spell can create a magical trap that is not
detectable by the skil

energy can be detected by those who can see or

feel magic.

By this spdithe caster stosghe energy
of another spell and cawusét to be released
instantaneously by any of a number of triggérs.
sigil is a magic rune or word placed somewhere
to trigger a stored spell. As it is traced the caster
instructs the sigil as to what will trigger it.

The next step is to store a spell within the
sigil. For instance, a door handle could have Blast
stored upon it, set to go off upon contact with a
named individualThis can be done with a wand
or by casting a spell at the sigil. Note, the caster

Soothe(Celestia)
TIME Focus Duration

I Tg+=a p c|r a Ao 0 W\GAY € T,
Range AE Cl
Touch Size 6 ** ML, VL, EL

* TIME is increased by T per recipient.

** A s a caster levelup, they canaffectmultiple
targets2XL.

Uses

This little charm heal minor wounds, ease
physical pain and discomfort, and calrthe
troubled mind. The spell may accomplish any one
of these effects, or lal depending upon the
reci pi entSahe headdL® pet casten .
level. At the sameime, it erass all pain and

of the stored spell does not need to be the same suffering, such as the symptoms of sickness or

person that casts the sigil.

Effects by Caster Level

1. Store first level spell. Instruct single trigger.
2. Store second level spelhstruct multiple
triggers (up to 4).

3. Storethird level spell.

Casting Ingredient Details

VL: Thecaster s statement
stored and what is to be the trigger.

EL: Chalk or charcoalsed to inscribe the sigil
2C will purchase enough of either to last years.

Silent Knight (Astral)

TIME Focus Duration
2 Auto 5 min, 2XL

Range AE Cl

Short Size 6 * ML

* Affect a number of targets equaldastedevel.
Uses

This spell is used to quiet someone. It even works
on those who are trying to be heard. So, it may be
used against an enemy spell caster, limiting them
to spells without a vocal ingredient. Or it can be
used on the party member with the clanky armor.
It muffles all but the loudest sounds. A hammer
blow might sound like a fly landidga shout
might sound like a whisper.

Casting IngredienDetails
ML: The caster must be facing the target and
place two fingers over their (own) lips.

shock. Lastly, it remowaanyfear or insanity, and
fortifiesthe mind againgboth for 1d6hr.

Casting Ingredient Details

ML: The caster holds thei
forehead.
VL: A short prayer.
EL: Dusting of powdered poppy hea@est ).
summoh Olsjdrt(Gonjgratibn) i s t o be

TIME Focus Duration

2 Auto N/A

Range AE Cl

50 Miles, 2XL * ML, VL

* Largerobjecs maybe summoneds the caster
levels up:One cubic fooin size petlevel.

Uses

The quintessential conjuratiérthis spell can
summon all manner of items, seemingly from thin
air. It works on only a single item per casting. If
the caster wishes to reverse the summoning, a
second casting is required.

Effects by Caster Level

1. Includes item worth up t4C
2. Includes item worth up t4S
3. Includes item worth up t4G

Casting Ingredient Details

ML: A beckoning sweep of the hand over the spot
where the item is to appear.

VL: Theitem is called upon to appear.

it os

r
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Terrorize (Discordant)

TIME Focus Duration
3 Auto 20T
Range AE Cl
Mid Size 6 * ML, VL

* Caster may Terrorize a number dcipients
equal to their casting level.

Uses

Causesdrgetto succumb toheir inner fears (INT
check applicabl@ see Disorders, Panicked)

Casting Ingredient Details

ML: The right foot is tapped upon the ground
behind the left.

VL: A demonic prayer is recited.

Ventriloquism (Conjuration
TIME Focus
1 Low

Range AE
Long *

Duration
1d4+1T

Cl
ML

* The AE is a pinpoint anywhere withirange
itmustbe within the caster
Uses
The magical equivalent of throwing your voice,
this spell improves upon the old parlor trick in
several ways.

9 The caster produces the sound, not with
their vocal cords, but with their mind.
It allows them to throw their voice
behind someone that they are in front of.
The volume of sound can be twice as
| oud as the casteros
The sound is not limited to wordsany
sound imaginable can be made.

)l
)l
)l

Casting Ingredient Details
ML: The caster touchsthe thumb and middle
finger of one hand to both temples.

Winter Winds (Primordal)

TIME Focus Duration
2 Low 1T
Range AE Cl
Short 25Njone ML, EL
Uses

Winter Winds may be cast only once per day.
With this spell the caster summons a frozen blast
of air to issue frontheir lips. The temperature is

low enough to freeze wat&pponents in the area
of effect may not perform complicated actions,
attack, or cast spells for the duration.

The wind is strong enough to topple
peoplewithin its rangeThe chance to keep from
being blown over is determined by &Gl or
STR check The caster can direct the spell by
moving their head.

Effects by Caster Level

1. Dmg 1d6(F). Affects up to wo targets.
2.Dmg2d6(F) per turn.Increase duration to 2T.
3. Dmg 3d6 (F) per turn. Increase range to Mid,
and AE to 50one. Affecs up to4 targets.

Casting Ingredient Details
ML: A wawe of the arms.
EL: A drink of water taken prior to casting and a

short spray of air from
Level Two
Augment Damage(Necromantig
s TIME o g Fgeps | Dprgign
5 Auto 20T

Range AE Cl

Touch Onre weapon VL, EL
Uses

This incantation makes ordinary weapons do
extra damage. Quite simply, @&dds two life
points to damage rolls, and as the spell caster
becomes more skilled tmeimbergrows.At level
three, the bonus is +3, and so on.

Vol Ce.
Effects by Caster Level
2. +2 dmg.
3. +3 dmg.

Casting Ingredient Details

VL: Severalshort power words are spoken over
the weapon

EL: Thecaster applies a special &itown as Oil

of Makeda(costingl1S per application)

Banish (Celestial)

TIME Focus Duration
2 High N/A
Range AE Cl
Mid * VL, EL
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* Use Effects by Caster Level to determine which
targets can be
skill level.

Uses

Use this spell againsdtherworldly or undead
opponents. Such entities can beatémated or

sent back to where
necessarily mean they
find a way.

Effects by Caster Level

2. Effective against one RanKour (or less)
opponent such as @uardian Spirit,Ghost or
Imp.

3. Effective againstone Rank Five (or less)
opponentsuch as @&houl or Mummy.

Casting Ingredient Details

VL: A forceful prayer commanding the undead
to, Abe gone from this
EL: A splash oholy water(worth 1) is flung in

the direction of the target.

Befriend Creature (Mentalism)

TIME Focus Duration
3 Low 10 min, 2XL
Range AE Cl
Short * N/A
* See Effects by Caster Level.
Uses

This spell is effective omany animals from
amphibians to mammals. It is not effective on
humans or their kin, or on other such intelligent
races.The main effect is to prevent an escalation
of tensions for the duration of the spédilldoes
not imbue creatures with qualities or talents they
would not otherwise have.

It cannot permanentigreventviolence if
it is inevitable But perhapst can allow the caster
to pass by without a fight.

Effects by Caster Level
2. Effective ontwo creatures up to size
3. Effective onthreecreatures up to siz&

Bless (Celestial)

theyr, é?r'ec%l{?eg bonu
GRiMdad ¢ o

TIME Focus Duration
3 Auto 10 min, 2XL

Range AE Cl

Touch Size 6 ML, VL

Use
banishedrf H:uoénpsaﬂeeldl t@ad Nien £3d £4 O¢n

in almostany endeavoOr it can counter the spell
Evil Eye.

Effects by Caster Level

Tih i not
dﬂa't htcifeOk&utd

S b a 8% clﬁ:eﬁ;k t hey
3. Target receives bonus die to all combat rolls.

Casting Ingredient Details
ML: Consistsof holding one hand over the

recipientds heart whil
with the other hand.
VL: Aprayer for favor
Contact the Dead(Necromancy)
TIME Focus Duration
il AL High 2 min, 2XL
P 1T o C T
Range AE Cl
Short N/A VL, EL
Uses

Ordinarily, death draws a curtain behind the
deceasedyarringpassage back to the land of the
living. However, it is a barrier that can be
breached. Use this spell to speak with corpses, or
to call on specific spirits from the afterlife. The
dead are compelled to answer truthfully to the
best of their knowledge, though their answers
sometimes come in rifles.

Casting Ingredient Details

VL: A chanted invocation including the name of
the deceased if known, begins the conversation.
A question completes the vocal ingredient.

EL: A human tooth.

Cornucopia (Conjuration)

TIME Focus Duration
5 Auto N/A
Range AE Cl
Short N/A ML, VL, EL
Uses

This spell can be used to feed a small group.
There will be meats, cheeses, fruits, vegetables,
breads, and candies, enough to fill the bellies of
four people 2XL.

from
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Casting Ingredient Details

ML: A pass of the hands over the cloths.

VL: A short prayer or chant is uttered as the
casterWhen the top square is lifted, a pile of food
appears.

EL: Two squares of clotiworth 35), both of
which are laid out on a hard surface while the
spell is castThe cloths are reusable if kept clean.

Cure (Celestia)

TIME Focus Duration
7 Low N/A
Range AE Cl
Touch Size 6 ML, VL
Uses

Use this spell to removand reversany poison,
sicknessor diseaselOLP damage is also healed
(Add 5P per caster levalbove 2nj

Casting Ingredient Details

ML:Caster holds the reci
VL: A prayer for relief.
Darts (Conjuration)
TIME Focus Duration
3 Auto *
Range AE Cl
Mid N/A ML, EL

* Lasts until usedor midnight, whichever comes
first.
Uses
The caster causes a fleeting barb of energy to fly
forth and strike any opponent within sight and
range. No attack roll is necessaryThese
dangerous projectiles are summoned to the
casterds h aWpdto three canebe d e
thrown in a single turnThe dartsdissipate away
to nothing an instant after striking apponent

Each dart causedd4+2LP damage.
Caster gains 3 darts per skill level. Will not pass
through hard solid objects.

Casting Ingredient Details

ML: A dartthrowing motion.

EL: An applicationof rare herbs powdered and
mixed withrust(costing £ per casting)This is
rubbed betweethe fingertipsThe herbs include
spikenard and cassava root.

Disable (Mentalism)

TIME Focus Duration
2 Auto 5 min, 2XL
Range AE Cl
Short Size5 N/A
Uses

Disable causes a paralytic state in its target. It
does not hinder thought processes or paralyze
involuntary muscle functions such as breathing.

Effects by Caster Level

2. Disable onéhumansizedtarget

3. Increase target number to ty@nge to Mid,
and size to 6

Evil Eye (Discordant)

TIME Focus Duration
3 Auto 10 min, 2XL
Range AE Cl
i eMid 55l h3iZ8a | nMl ¥l il s .
Uses

Another common name for this spell is Curse.
The Evil Eyedecreasesa f oddda any
endeavorA bless spell will remove a curse of the
same level or below and vice versa. If used to do
so, the spell has no other effect. In other words,
Evil Eye can either remove Bless, or penalize the
target, not both.

Effects by Caster Level

2. Target receives penalty die to athtchecks
andall skill rolls.

3. Target receives penalty die to all combat rolls.

Casting Ingredient Details

WL: Combines a malicious glare directed toward
the target, with one hand held over the heart
forming the shape of an eye.

VL: A short prayer is uttered in reverse.

Fetch Familiar (Astral)

TIME Focus Duration
13 * Auto **

Range AE Cl

1 Mile e ML, VL, EL

* The first time this spell is cast there may be
some prep time involved if a specific familiar is

sought. Once a familiar is gained they will answer
to this spell as quick as they can.
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* * Last until the familiar dies or is mistreated
by its master.

** A famil i
its abilities.

Uses

This spell has some odd quirks. It is used initially
to gain a familiar, and subsequently to call that
familiar to oneds side.
the familiar, nor does it teleport them to the
cast er Busit dwas doem a psychic link
between it and the caster.

Many possible candidates exist. Most are
animal species we all know, although more exotic
examples range from imps to baboot.a
familiar dies or is killed the caster may seek to

arods size 1is

Uses

The caster summons axplodingball of plasma.
Naee thae tha tabtgr must lmdtel te sea the  t
targeted aredlhis spell can benade to explode
directly abovean enemy, showering them with
flames The plasma tends to cling where it lands.
This means that the spelihay also cause

collateral dasnpgé thd fire dpreadmo flammablee n s | a v

materials, unlessomething is done to put out the
flames. An opponent hit with Fireball may not
perform complicated actions, attack, or cast spells
for the duration.

Effects by Caster Levél
2.Dmg 2d6 (H)

engage another. The process can involve travel 3.Dmg3d6 (H) Increase AEt8N] s pher e.
and effort if the caster has their heart setona * A casterdés | evel al so egq
certain kind. enemies that may be affected, provided they are
Once per day the familiar can add their  closely grouped.
power to a casterds spel]l This imparts a bonus
die. Also, once per day, thecan communicate Casting Ingredient Details
empathetically with their patron/partner/master. ML: Sulphur is thrown with a great flourish in the
direction of the intended victim.
Casting Ingredient Details VL: A loudly spoken chant.
ML & EL: Combinedto comprise an imitation of EL: A pinch of Sulphufworth 1S).
the familiardés call and manner i sms.
EL:Abit of the familiar o0d¢ollbva(istralli t e food
TIME Focus Duration
Find (Divination) 5 Low 10min, 2XL
TIME Focus Dur_ation Range AE Cl
5 Low 10min, 2XL Short Size 5 ML
Range AE Cl Uses

1 Mile, 2XL Range ML, EL The various traces we leave behind of our
Uses presence in a place may be many, though minute.
Usedto locate people, places, or things. Find It is by these clues that the criminal is caught, or
creates a magical beacon that is sensed only by the lost are found. However, not every clue is a
the caster. 1t center s mhysical agne A sqerepurbuésshis sjuamyjbg he , be
mobile if the subject movegind will not work energies they le@ behind, without relying on the
on subjects that are immune to magic. physical traces used by the tracker, or the scent

trail used by the bloodhound

Casting Ingredient Details An energetic 6wakebd s
ML: A series of hand gestures resembling a being passes through a place. It gets fainter over
plucking motes of dust from the air. time, disappearing altogether after a day.

EL: A bit of fresh liver(worth 1C).

Fireball (Primordal)

TIME Focus Duration
3 Auto 1T
Range AE Cl
Mid 5Npphere ML, VL, EL

Different individuals leave unique energies,
much like the unique scent trails they leave. The
targe of the spellgains the ability to see these
energy trails. This spell can also be usetirtk

an item to the last person to touch or see it.

Casting Ingredient Details
ML: Crossing the eyetsvice.
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Healing Touch (Celestia)

TIME Focus Duration
5 Auto N/A
Range AE Cl
Touch Size 6 ML, VL
Uses

This spell is often kept in reserve and is gladly
left unused. The caster must bring to focus their
own healing energy as they hold their palm over
the wound to be healed. Tieeis acost to the
caster of one Fatigue pointThe spell heals
1d6+3LP per caster skill leveRlternatively, this
spell may be used to restore one stat point, even
if lost permanently.

Casting Ingredient Details

ML: Holding one hand over the wound while the
other is held open to the heavens.

VL: A prayer is spoken.

Hide (lllusionary)

TIME Focus Duration
5 Low 30 min, 2XL
Range AE Cl
Short ANpphere2XL ML, EL
Uses

This illusion bends light arounah@bject so well
that a person attempting to pass their hand
through the spot isftenfooled into thinking the
spot is emptyThe spell works on living creatures
if they stay still.

Casting Ingredient Details

ML: Blow the [EL] dust upon the item from a
handheld perfectly flat.

EL: A pinch of dust from a crossroads.

Lie Detector (Divination)

TIME Focus Duration
5 High 1 min, 2XL

Range AE Cl

Touch * 2XL ML, VL, EL

* Stationary 10Ngphere surrounding the caster.
Uses

This spell will end early if the caster moves from
the spot it was cast. Also, they must be able to see
and hear someone to tell if they are lyifidey

see a lie as a blackish sludge falling from the
speakerdéds mouth while

The spell works on anyone and everyone
within its AE. The caster may ask as many
guestions as the assembled will answer.

Casting Ingredient Details

ML: A slight divergence of the eyes for duration.
VL: Almost any question, so long as it is asked in
the right tone.

EL: A pinch of dust from a crossroadshe dust

is sprinkled in a circle arourttie caster.

Lightning Strike (Primordal

TIME Focus Duration
3 Auto 1T
Range AE Cl
Short Size 6 VL, EL
Uses

With this spell the castedirects a bolt of
electricity. It can be focused onto abject or an
enemyltis seen as a flash whitelight wreathed
in sparkscentered upon the targétn opponent
struck by lightning may not perform complicated
actions, attack, or cast spells for the duration.
The damage is determined by skill level.
A caster may split the damage between a number
of targets equal to their skill levellote that if a
caster chooses to split their damage between
targets, they need not make a separate skill check
for eachHowever, all must be within their line of
sight. Damage can be split by dividing total
between targets.

Effects by Caster Level

2.Dmg 3d6 (E).

3. Dmg 4d6 (E).Increase range to Midndsize
to 7.

Casting Ingredient Details

VL: A short chant in an ancient language.
EL: A piece of ambe(worth 5G), which is held
up in the direction of the targdt is reusable

Lock (Conjuration

TIME Focus Duration
5 Auto Special
Range AE Cl
Short 10Npphere ML
Uses

Forms a magical seal between a door and jamb

t br sinviilar ®dpebtAlike.trapdoors, windows, gates,
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drawers, coffins, or chesti can beunlocked by
several methods: by magical trigger word
chosen by the castdoy a spellcaster afqual or
higher level using the spell Unlogk or by
superhuman strengfabove STR10)A character
with a strength of 9 or 10 may bash the door down
if they make a STR check with penalty.

Casting Ingredient Details
ML: Like slowly turning a key.

Protection (Sympathetic)

TIME Focus Duration
3 Auto 30T, 2XL
Range AE Cl
Long Size 5 ML, VL
Uses

With this spell the caster invokea 50%
resistance to theisorder, spell type, ospecial
damage typeof their choosing.For instance,
protection against (P) piercing, reduced
damage from arrows to half.

Casting Ingredient Details

ML: Castermakes a sign with their hand to
represent the thing to be protected against.

VL: A rhyme is recited agig for mercy.

Poppet Strings (Sympathetic

TIME Focus Duration
9 Mid Variable
Range AE Cl
1 Mile, 2XL Size 5 VL, EL
Uses

A common object used for sympathetic magic is
a smalleffigy made of wood, clay, strgwr wax.
It is made in the likeness of an actual person. It
could be mistaken for a doll; a modern name is
voodoo dol | Ot her

The making of a doll takes small
amount oftime not included in casting timé
crude likeness will work.It does require
something taken from the target: typically, hair or
fingernail paringsThe spell forms a connection
between the person and the figurin€his
connectionis used to do both bad and good to a
target. There are two methods: by spell, and by
physical actions made upon the effigy.

Using a spell upon the effigy causes a
like effect on its lookalikeOne spell per day per

name

doll. Harmful spells do damageilternatly,
healing, blessings, and othsuchspells can be
cast on the doll tbenefitthe actual person.

Performing certain physical acts upon the
effigy causes a like effect upon the target. For
example:t can be stuck with pins to produce pain
or illness in variolis
can be dissolved iacidor melted above a fire to
causepain andwasting. Damage is limited to
3d@a_P per doll per day.

Casting Ingredient Details

VL: The recipientos
what the caster hopes to accomplish.
EL: The poppet, made to resemble the target.

name

Purify (Celestia)

TIME Focus Duration
5 Auto N/A
Range AE Cl
Short INpphere 2XL ML, VL
Uses

This spell is great for those times when the wine
turns sour, the milk goes bad, the meat gets
rancid, the fruit rots, or rats breach the larder. Any
food and drinkwithin its Area of Effectare
cleansed opoison,contaminantsand rot If cast
on a living being it can stop the effects of poison.

Effects by Caster Level

2. Removes parasites, spoilage, odors, and
disagreeable flavors.

3. Neutralizes poisons.

Casting Ingredient Details
ML: A clockwise stirring motiorn the air
VL: A short payer.

Putrefy (Discordant)

s alMe ¢6|f eHRodus h 6 Dwnatiord p
5 Auto N/A
Range AE Cl
Short INpphere 2XL ML, VL

Uses

This spell willruin good water, sour milk, spoil
food, and turn wine to vinegar. Food poisoning is
likely if one decides to consume such féfreast

on a living being it acts as would a dose of poison
(Type Blight, see Special Damage)lhe

oppet 6.



60

ingredients for the spell arsimilar to Purify
except in reverse.

Casting Ingredient Details
ML: A counterclockwise stirring motion
VL: Recitingashortincantation in reverse

RemoveProtection (Sympathetic)

TIME Focus Duration
3 Auto 5T, 2XL
Range AE Cl
Long Size 6 ML, VL
Uses

With this spell the caster removes the protection
of his choosingThis applies to special damage
types. If the target has resistance to a special
damage type it is removed. If the target has
immunity it is reduced to resistance.

Casting Ingredient Details

ML: A hand sign representing the type of
protection to be removed.

VI: A short rhyme asking for harm to the target is
recited.

Sicken (Discordant)

TIME Focus Duration
7 Auto 1hr, 2XL
Range AE Cl
Touch Size 6 VL
Uses

Use this spell to causa flu-like sickness. The
ef fect can be dramatic
level. The higher thelevel the worse the
symptoms.

Effect by Caster Level

2. Mild nausea. All stats temporaritgduced by
one point.

3. Nausea. All stats temporarily reduced by two
points. May not be reduced to zero.

Casting Ingredient Details

VL: The name of the spell is spoken as the caster

touches the victim.

Unlock (Primordil)

TIME Focus Duration
5 Auto N/A
Range AE Cl
Short 10Npphere ML, EL
Uses

This spellcan be used to disengage a lock, open
a barred door, or to
spell.

Casting Ingredient Details

ML: is done by waving the left hand over the
locking mechanism and snapping the fingers
several times.

EL: a chunk of Lodestonéwnorth 1G) which is
held in the right hand. The stone may be reused
up to 50 times.

Wounding Touch (Discordant)

TIME Focus Duration
5 Auto *
Range AE Cl
Touch Size 6 VL
* The power is stored

until usedfor up to one hour per caster level.
Uses

The foe to be harmed must be touchids may

or may not require an attack roll, depending on

thesigrationd hisﬁp§”036‘5r?3d§ WP dagnage + e r

per caster skill level.

Casting Ingredient Details
VL: Th e Latin
caster touches the victim.

wor d

Level Three

Third thru Sixth level spells are available in the
Adventurer Manual.
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SEVEN: GOODS,SERVICES, and MORE

SOME GAMES MAY START at the market square, but not every adventure gives you such
easy access to merchants. Your character might have to go out of their way to get what they
want.Published adventures may proejatemade charactecempletewith possession©n

the othethand,they may start you off with nothing but the clothes on your back.

YE OLDE MARKET SQUARE be available ira laterera.ln other words, larger,

later communities can supply anything that
BEFORE YOUR ADVENTURER goes offthe smaller earlier communities can.

beaten path t niceif they get a chance to think To be precise, avail abi

about the §upp_|ies and gear they migl_ebd_ everything can be found in one big supermarket.
Perhaps yoie given a clue about a specific thing  tpe ayailability of certain things may be limited,

youshould ged more often yodl haveto guess, restricted, or pricey, as determined by the GM.

and Ihope.You ﬁan usu?ll); ﬁgsume that _‘"‘h Most things will be found where you would
complimentary change of clothing comes wit c]pqect cIothln at the clothier, food at the market

your characterBut donot expect @ohpetlﬁg sfiobsYmay offer lower prices.
adventure includes a place to shop.

Another thing to keep in mind is selling. )
You should be able to find someosemewhere SpellIngredients
tobuythest uf f you f i ndfyouDo n &pell dasting sharagters oftere fihd themselves in
get Il ess coin than you®eedaof eomd rarelementalingredienhVehere a me
it em. I f you candt sel | thdytmightcfinch suchgteffr is sanetimesr a
Available goods and services will vary question. Asking around about certain things in
by the historical period, and by the size of the the wrong setting may raise some eyebrows.
community. The larger the population and the Casting ingredientgor low level spells
later the period, the more items will be for sale. areoftenof negligible cosaind easy to procure. If
Note that anything available in the there is a codor the ingredienthe price is listed
village should also be available in the metropolis, along with the spell.
and anything available &n earlyera should also
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Services The GM has a large list of services that
P may be offered if you need a little helpertain
services charge extra for expenses such as when
you hire aGuide and they need toonsult an
Oracle Some charge extra for supplies
(Armorers, Herbalig etc.) othershave adaily

fee. Sometimes finding the right person for the
job is an adventure in itself.

Servicesareavailable through support characters
Pricesmay vary depending on your need®r
instance, you could hire atchemisto figure out
who is poisoningthe water, which may be a
simple as identifying the type of poison
However, if it will takeseveral daysor if danger
is involved you should expect to pay more.

Equipment List

Each | isting inc
of ONO (Negligihb

| udes aandithload tatingNote: étemis with & load rating h e i t
| e)

can add up to a rating of L

ltem Cost Load
Armor ~ ancient villages offer few armor choic&$e city may offer more choices and at the same time
prohibit itds use.

- Arm Plates 1G LL

- Armored Boots 1G LL

- Breast Plate 10G LLL

- Chain Shirt 10G LLL

- Chain & Half Plate Combo 80G 2

- Full Helm 3G LLL

- Full Torso Plate 25G 1

- Gauntlets 20G LLL

- Greaves 1G LL

- Half Plate 50G 2

- Hauberk 80G 2

- Hauberk & Long Thin Padded Combo 90G 3

- Helm ~ simple skull cap design 1G LL

- Sheild ~ unadorned 58 LLL

- Large Sheild 1G 1

- ScaleTunic 10G LLL

- Thigh Plates 1G LL

- Thick Leather, Half Suit 4G 1

- Thick Padded, Long 5G 2

- Thick Padded, Short 3G 1

- Thin PaddedShort ~ economical and easy to make 1G 1

- Thin Leather, Half Suit ~ two layers, tanned & hardened 2G LLL

- Thin Padded, Long ~ warm in cold weather 3G LLL
Backpack~

- small~ cloth or leather, holdsdu. ft. 3S L

- medium-~ cloth or leather, holds @u. ft. 5S LL

- large~ cloth or leather, holdseu. ft. 6S LLL
Bag ofsix leather sacks warious sizes 8S LL
Bark Canoe ~ holds two people and supplies 3G 5
Burglarsdtool kit ~ wire, crowbar,wedges]ock picks 2G LL
Caltrops R0) ~ spiked metal devices to impede horses 1G 1
Candleswax(5) ~ each burns-3hrs 8C LL
Carriage, horse drawn ~ four wheeled 9G 11
Cart~ woodenfour-wheeled ox or horse drawn, holds four people 12G 10
Chain~ 10yards, forged iron

- light ~ capacity 100Ib 2G LLL

- heavy~ capacity 500lb 8G 1+L
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Item
Chalk 10 pcs~ for marking & writing
Charcoal 5Ibs~ in cloth sack, for cooking

Cloth & Clothing ~little progress is made until the turn of fiirst millennium.
shoes,

-Commoner 6s out fit ~
- DoubleCloak ~ winter wear, w/heavhood

- Fine Liren ~Sq.yard for upper class clothing
- HoodedCloak or robe~ wool

- Leathercoat~ with cloth liner and several pockets

- Linen piece Sq. yard ~
- Thin
- Thick
- MartenCloak ~ noblewear
- Satin ~ yard
- Short Cloak ~ superior workmanship
- Silk ~ yard
- Tanned leather, Sq. yard ~ pliable & durable

- Woolen coat- w/ pockets, hood optiondinely made
- Woolen coat, heavy ~ insulated w/hodéidely made
-Work clothes ~ matched

Compass Brass with glass face
Crate ~ made of wood, comes in three sizes
- Small crate ~ cap. du. ft.
- Medium crate ~ cap. éu. ft.
- Large crate ~ cap. 1&. ft.
Glass Bottle & Cork ~ emptygood for most liquids
- 8oz.
- Qt.
- Gal.

Healing Kit~ bandagessmelling salts herbs (heals 1LP per day, 10 days)

Hour Candle~ burns 2hrs, hours marked on side
Horse fodder, day~ dried hay
Ink, 1oz.~ black, in glass bottle
Keg ~ wooden, empty (triple Load when full)
- small ~ Capacity 2gal.
- medium ~ Capacity 5gal.
- large ~ Capacity 10gal.
Lamp Oil~ qt., in glass bottle
Leather belt pouch ~ holds 100 coins
Leather ThonglOyards ~ cured or rawhide
- thin ~ for jewelry or stitching clothing
- medium~ for sandals or snowshoes
- thick ~ use as rope or for harness
Lock and Keys
Mining Tools Set- Pick, drill, hammer, prybar
Mirror, handheld ~ glishedsteel
Mortar and Pestle for grinding cosmetics, herbs, etc.
Oil Lamp ~ clay or metal w/wick
PapyrusScroll ~ yard roll, in bark cylinder
Rope 10yards ~ made from plant fibers
- thin ~ for tying packages or lacing boots
- medium-~ for rigging, climbing, or husbandry
- thick ~ for shipping or heavy construction

s hlGr t

Cost Load
2C N
2C LL
IL and
1G LLL
45 L
6S LL
8S LL
1S L
2S LL
2G LL
6S L
8S L
1G L
2S L
8S L
1G LL
cha8SactLler 6s
1G L
2S LLL
6S 2
1G 5
4S L
7S LL
1G LLL
2G LL
1S L
2C 1
4C L
2S 1
3S 2
55 3
3S LLL
8C N
2C N
4C L
6C LLL
2G LL
1G 15
1G L
45 LL
1G L
2C L
8C L
2S LL
6S LLL

trouser

occupat |
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ltem Cost Load
Rowboat ~ holds 3 or 4 people 5G 10
Saddle ~ primitive, without stirrups 1G 1
Sledge, horse drawn ~ for transport, capacity 800Ib 1G 9
Shovel~ flat or spade 1S LL
Tent ~ Canvas or leather, sleeps three 1G 3
Tinder Kit ~ shredded tinder, flin& steel inbox orpouch 2S L
Torch~ materials used vary, lights 10yd. radius 1hr. 3C L
Trumpet~ a horn for music, religious ceremonies, battle charges, or royal dg&enp LL
Weapon ~
- Arrow ~ 25, with quiver,use withBow 4S LL
- Blow Gun ~ w/25 darts 1G LL
- Bolt ~ 25,in quiver,use withCrossbow 1G LL
- Bow ~ use with Arrows 6S LL
- Brass Knuckles ~ often custom mgdee Weaponless Combat) 1G L
- Club ~ made of wood or bone 1S L
- Crossbow ~ use with Bolts 6G 1
- Dagger ~w/sheath 1S L
- Greatsword ~w/scabbard 4G 1
- Hand Ax ~ wood haft w/metal head 6S LL
- Long Sword ~ w/scabbard 2G 1
- Mace~ a metal club 158 1
- Melee Spear for handto-handcombat 5S LL
- Plumbata ~ dozen weighted darts 4G 1
- Poleaxe ~ an ax on a long handle 4G 1
- Short Sword ~w/scabbard 2G LL
- Sling ~ w/50 bullets 1S LL
- Staff ~ doubles as walking stick 2S LL
- Throwing Ax, pair ~ balanced to throw 1G LL
- Throwing Daggerst ~balanced to throw 6S LL
- Throwing Spear Javelin 5S LL
- War Club ~ made of wood w/stone head 2S LL
- War Hammer- the head is blunt on one end and spiked on the othd® 1
Wheelbarrow~ wooden, capacity 200lb 8S
Whetstone~ jade, jasper, ceramic, etc. 2C N
Wilderness Camp Kit bedroll, towel, cookery 8S 1
WoodenBucket~ holds aboutvto gallons 7C L
Wooden Ladder ~ 10ft. tall, capacity 400Ib 7S 3
Wool Blanket ~ for cold nights 5S LL



65

Lodging
T-ACET ¢ T DOET.1T O EF- OEA —-AAEAOGAT xI1-0Ol-A
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will naturally have more to offer. Many places offer a stable and fodder for your mati
at 4Cper day. Also, the later the era the better the accommodations, relatively speakin

For the traveling adventurer, inns are the mainstay. Other options includg
relying on the hospitality and charity of strangers; imposing on acquaintances o
relatives; seeking the mercy of monasteries or nunneries; sleeping in the rougbr
calling ata hospice or pilgrim s or those in need of healthcare) Often, one of the best
things about stayng at an inn is the Innkeep.IOEAU AAT 60 CAO OIi
can tell you where to get it.

Accommodations Cost per Night
Bed in Common Room ~ dorm style, no furnishings. 4C
Bed in Private Room ~ small, basic furnishings, bolts from inside. 7C
Basic Suite ~ modest furnishings, for & guests. Price is per guest. 1G
Deluxe Suite ~ quality furnishings, fireplace, room service. Price per guest2G
Cottage ~ selfcontained, fully furnished. Sleeps seven. 10G

Lodge ~ spacious grearoom with fireplace. Attached rooms sleep twelve. 20G

Food & Drink
Two questions to keep in mind when buying provisions ar@ow muclk?and will it spoil ?
The second question is important in warmer climates in an age without refrigeration of
canned food. Characters with the skill Hunt or Forage may help with both questions.O
helpful to know if there will be opportunities to restock.

ltem

Ale ~ qt., strong and bitter

Candy ~made with nuts, dried fruit, and honey

Mixed Food Basket~ nuts, fruit, cheese, dried meat, breadl.-day
Salt ~ 1/2Ib., granulated

Wine, Jug ~ 2qt., dry and sharp

Wine Sack,& Wine ~ 1qt, strong and sweet

Bread ~ two fresh loaves

Cheese- waxed, aged,-poundwheel

Eggs~ 3 dozerpacked in basket w/straw

Meat ~ salted pork, beef, or lamb. 10lb
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APPENDIX ONE: ABBREVIATIONS

Adventures Combat Related
A-ITB, In The Blood ATT T Attack score
A-TCD, The Candl emak er 0 sDEBiaDefgnsecere
A-TCD2, TheCursedell (TCD sequel) #attT Number ofattacks
BD i Bonus Die #defi Number ofdefenses
GM 1 Gamenaster dmgi Damage
Loadi Load allowance or load rating AK T Armor Kit
LP 1 Life Point(s) H2H1T Hand to Hand
M.A.G.E. i MassAdventure Game Engine Weapon and Special Damage Type
MC i Main Character AT Acidic
medi Medium B 1 Blight
min i Minimum* C1 Crushing
MOVE i Maximum movementate Ei Electrical
N/A T Not Applicable Fi Frost
PDi Penalty Die G1 Gorging
RAW T Rules as Writte H i1 Heat
SCi Supporting Character N7 Neural
sumi Summary Pi Piercing
TTRPGi Tabletop Roleplaying Game ST Spiritual
TPK' Total Party Kill Skill Related
di Dice, or Die RST Related Stat
o (i.e. 1d4, meaning onedglded die) TIT Training Intensity
Books RO RdatedOccupation
B-PQG1T PlayerQuick Guide Spell Related
B-GMQG 1 GM Quick Guide 2XL 7 Doublesperskill level gained
B-AM T Adventurer Manual AE T Area of Effect
B-GMP1 GM Primer Cli Casting Ingredients
B-BOL i Book of Legends ML 7 Motional
Time Related VL1 Vocal
dur i Duration EL 7 Elemental
TIME i Turnsto cast, if a spell Magic Types
Turnsto manifest, if achantedtem Celi Celestial
Turnsto disarm, if a trap Prii Primordial
Turnsto perform if a skill or action Symi Sympathetic
T1 Turn, or petturn Coni Conjuration
min T Minute* Meni Mentalism
hri hour Disi Discordant
BCET Before Common Era NecT Necromancy
CET1 Common Era Asti Astral
b1 Born 7 llusionary
di Died Div i Divination
ca Circa Money
Stat(s) Ci Copper Coin(s)
INT 1 Intelligence(Mental capacity Si Silver Coin(s)
SPIi Spirituaity (Intuition) G1 Gold Coin(s)
SURT Survival(Instinc
STRT Strength (Physicglowe) *Since the abbreviations for Minute(s) and
HEA T Health (Bodilywell-being Minimum are the same, the full worts

AGI T Agility (Quickness) written out unless the context is clear
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APPENDIX TWO: GLOSSARY

#att: Number of attacks. This indicates how many  Hybrid: A creature of mixed origin like the
times per turn a combatant can attack. Manticore or Minotaur.

#def: Number of defenses.indicateshow many Innate Skills: These skills are some of the first
attacks per turn a combatant can defend against. things a character learns, and the last they forget.

Action: Anything done to achieve a goal. Life Points: An amount of life essence. It can be
Typically, there will be a die roll and a time frame  lowered by physical damage or raised by healing.
associated with performing an action.

Magic Type: Each is abbreviated by its first three

Antagonist: An adversary, villain, enemy, or foe.  letters. There are ten types.
Someone who is hostile in their opposition
toward the protagonist. Main Character(s): Those characters controlled

by players, not by the GM.

Archetype: A recurrent and typical example of a

behavioral predilection. Archetypes help give Met agami ng: A playeros us

some direction to roleplaying characters. knowledge about an adventure, or rule, to plan
their MGCGs actions, when their character actually

Attack: The physical act of trying to cause harm.  has no knowledge of said adventure or rule.

Aggression against an enemy, typically with a

weapon. Also describes a spell meant to harm. Monster: From the Latin words monstrare (to
show) and monere (to warn). A monster is a

Bestiary: A treatis®n various real or legendary disruption of the natural world that often takes the

creatures. A Medieval tome that details a form of a dangerous creature.

taxonomy of the animal world through moral

anecdotes. Movement Rate: The speed at which one can
travel, either by walking, running, or by vehicle.

Bonus Die: An extra die added to a roll when the

odds are favorabl&he highest number counts. MOVE: The maximum movement rate of a
character or monster.

Character: Part of the cast in an RPG story. May

be either a main character or a supporting Natural: An unmodified die roll, as in the actual

character. number rolled on a die. Of:
Die Check: Called for wRighvisk$ Anabilitybicer@is creatliréslahds - 0T
stats, unless there is no chance of failure. beings to see in the dark. There is also a spell by

this name.

Disorder: A prohibitive or disruptive condition

. . . usually involves easier encounters and uses fewer
Encounter: A meeting or experience with  jes.

someone or something. They may be hostile,

mysterious, difficult, ~ entertaining, casual,  Occupation: A profession or line of work.
revealing, etc.

OneShot: A shorter adventure that can be played

Fate Table When there is a chance for an in a single game session.

unexpected circumstance happening randpmly

an encountemay beindicated by rolling on a fate Penalty Die: An extra die added to a roll when the

table. odds are unfavorable. The lower result between
. the two dice counts.

Homebrew: A_dventure content not published or

purchased. Itis created by those who plan to use  pgijnt Blank: An attack made with a range weapon

itin their personal gaming. from a distance short enough to use a Hand

. ) . ) hand weapon.
HumanKin; Races of beings similar to man, like P

the Dwarf, Elf, Pitkin, and so on.
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Potion: Magic in a bottle; A spell that can be
drank Potions combine rare ingredients with
enchantment.

Protagonist: One of the nmecharacters in a story.
Often a heroic figure or the driver of a particular
cause.

Range:Used for spells or propelled weapons.
Expressed as short/mid/long. Measurements are
given in feet (Examplé 20/40/60).

Rank: A difficulty level applied to adventures,
traps, and monsters, or a power level applied to
enchanted items, or a way to quantify an
adventuring party. Traps are ranked Easy,
Moderate, or Hard. Monsters are ranked from one
to ten. Adventures are rarkélovice, Advanced,

or Expert. Enchanted items are ranked frosh 1
Adventuring parties are ranked by a combination
of average skill level and party number.

Sandbox: A style of campaign that gives
characters their choice of numerous plotlines; like
the 6dopen worl dé

Skill: A specialized character talent used in
combat and to perform actions or accrue bonuses.
Skill levels range from-B.

Skill Check: A roll of the die, with added
modifiers, to determine whether a skill action
succeeds. Thenechanics of this roll are: d8 +
skill level + stat score = a number that can range
from threeto twentyfour. The target number for
skill checks is always thirteen.

Special Damage: Extra damage done by type.
From weapons, magic, monsters, traps, or natural
causesTypically, itoccurs from high attack rolls.

St at: A number t hat
rating on a scale of-10 in one of six given
domains: Intelligence, Spirituality, Survival,
Strength, Health, and Agility.

Stat Block: The section of information that
introduces each occupation, skill, spell, trap,
magical item, or creature, etc. Stats are intended
to impart information at a glance. Character
sheets include several stat blockglventures
makeuse ofcombat stat blocks for foes.

Stat Check: A roll of the die, with added modifier,
to determine the success or failure of actions
related t o o nmeéhanicyafthisa |
are: 1d6+ stat score = a number that may range
from two to sixteen. The target number for stat
checks is always ten.

mechanic in vi

represents a

Supporting  Character: Those characters
controlled by the GM, not by the players.

Thaumaturgy: The casting of magic through
oneds Intelligence.

Theater of the Mind: A style of play in which
narration andmaginationare the primary tools to

set the scene and resolve encounters, in contrast
to play that employs battle maps and miniatures.
Theurgy: The
Spiritual intuition.

casting of

Turn: About four secondd.here
are about 14 turns in a minute.

deo games.

character 6s

stat s. The
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APPENDIX THREE: CANDLEMAKER PLAYER EXTRAS

This section contains the world map and the village maganadecharacter sheeta,blank character sheet,
and a letterto Jackremade bbar act er sheets may be pirsiomammealy of f s
copied onto a new blank sheet.

CENTRAL EUROPE

Much of the area above was part of the Roman Empire near the end'6&etdry. This

was about to change, as over the next century the old world threw off the cloak of

i mperialism. Already the signs of Romebds decli
migration in and around Europe. Wars large and small were continealaping the

political landscape. Entire tribes and villages might pull up stakes and relocate.

Next page, SETTING B, VILLAGE OF BLAKBURGN
Blakburgn is a fictional Gallic village based on folklore and the limited historical records
from the period.
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