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Free For All

We are offering a free copy of the full final version of Mythmaker to all playtesters (one cof
per group). This will include the three core books, two complete adventures, and ¢
accessories pack. Also, your name will appear in a special acknowledgemesatstion.

What is required of our playtesters?

1. Readz we ask that you read the material, making notes as you go. Please note 3
inconsistencies or contradictions, unclear or difficult instructions, and any other
possible mistakes. These should appear in your assessment.

2. Play z run a playthrough of the adventureln the Blood noting any of theabove

mentioned issues.

3. Reportz a two-page assessment of Mythmaker will complete your part of the bargair
Please sign up today to receive your playtest package by email. Visit our website for more in
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TEST VERSION INTRODUCTION

Welcome to the bettesting copy of Mythmakeilhank you in advancir beingamong the
first to play this new RPGWe hope you findhe gamevorth your whilelf you dondot | i ke
wedd stildl |l i ke to hear from yreceied Any construc
We expect to learnlat through a wider group of playtestevée 6 r e not agai nst n
the game a bit more this and a bit less tBa&e the box below for more information on
playtesting You could earra free copy of the full release scheduled for Dec. 2024.
If you have come into possession of this book by means other than through the
Mythmaker website (atvww.magemythmaker.corjn We ask that you consider joining our
playtester8list. There is no cost, no obligation, and your information is strictly confidential.
The Mythmaker test version containsuf parts: e three core boak andan
adventureIn the Blood a Viking tale based on thehseldmaden Hervor It also contains the
inevitable: grammar errors, inconsistencies, unclear passaggsnintentional omissias
This edition is what wareusing to play with our home group
We certainly dond6t know everything. We cani
the hands of the public. We are confidgati will find it playable and that together we can fix
anything that needs fixing
Specifically, there aréive things that are ndinished None of thesavill impactthe attached

adventure

Sixth level spellandseveral lowetevel late entries.

TheHeritageandLanguage listin Chapter Three.

Additionsi These may be found in the texhere there is some small issue tcalderessed
They are in bracketsy number

lllustratiorsi wedre half way there.

Final layout

Di scl ai mer

These books contain references to violence, S L
may be i ncomgrueant hwintkh ng. The classic |iterat
by Mythmaker contains elements that are offens

And whi |l eemd rhtei carbeodv er ef erences do not repre
aut hor s, subcontractor s, pl aytesters, et c. we
or |literary sources. To that amd, wei thyohljfteoni
to remember the past for what it was, to appre
good things yet to be done.

Pl ayer s ar e encouraged t o be cl ear about
uncomfortable if brought into pl ay. Gamemast er
adventure toward content that is enjoyable and


http://www.mage-mythmaker.com/

[II'. # Al-1, date?Artist? Hervor at
Grave sitdé top 1/4" of Pg]

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.
There are many reasons and
many ways to
- social engagement and connecting
5. with others at
I about fantasy, exploring the world
your imagination creates, and
escapi sm. It 6s
heroi sm! But mostly, it
Roleplaying Games RPGg are
traditionally played in small groups for several
hours at a time. There are rulebooks, dice, maps,
mystery, and (most importantly) adventure. A
warning though d o n 6t be surpri
find yourselfgetting lost in new worlds, unable to
close the door this key hapened And finally,
by reading past this point, yomust swear to
believe in magic.

fhe party decides.

Living Legends
Our history on Earth is replete with heroic tales.
Indeed, our collective consciousness is a map of
the legendary. Beyond the iron gates of time, over
the horizon of dreams, lies a mighl realm that
is our heritage and perhaps our greatest treasure.
The wings of imagination provide the ticket to
this otherworld.

Mythmaker endeavors to feedattsense
of mystery within us through the art of
storytelling. The mythologies of past civilizations

r ol e pre g springbqaglhe game @igng to taked

stories and make them anew through roleplaying.

t h eAng ROmiUsh {yYths ang legends, |baisp the

many great modern works of fiction that we all
enjoy.

about Whether yoglikdvedipvalfantgsy, fairy

i@les, aftesnate hisgpigesr gothig hogor, hejeis
the vehicle Mythmaker is designed to be flexible
for those who like to spreatieir wingswhen it
comes to genréviore than thatye offer you the
tools to create brand new stories aesvworlds

gfyoyr oWph e n y o u

Gamemaster, Player, and Character

The Gameaster, or GM, sets thgcene. They
control the winds andhe rain. They know the
vi |l |l ai n ecretshrdrtheye rarrate the
actions of all the pportingcharactersin doing
this, they must be an impartial arbiter, for theirs
is the final word.

But the GM is nothing without their
players. The player is a sort of puppeteer,
controlling what is essentially an imaginariyel
actionfigure. You see the world through the eyes
of your characterYou may choose to embody a
previously existing character from established
myths or published fictiorOr make up your own,
and experience these works through a new lens.

Most game sessions gather several
players who work to direct a cast of main
charactersor MCs With a focus on adventure
and engagingmechanicsMythmaker take you
on a journey of creating stories and memories that
will last a lifetime.

The MC does whateveyou say, and you
give the game directionYou will make the
decisions thabecomethe plot. 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.



Theater of the Mind vs. Grid
) O AT AOT 80 EAOA Oi
Mythmaker presents the game through
two separate means: One, callatieater of
the mind draws from two ancient
sources the play, and the fireside story
It is the trick of shared imaginings. It
works great for social encounters,
spontaneity, amusement, problem
solving, and creating suspense.

The second means draws from

What You Need to Play

The necessities include: a standard set 0
RPG dice, this book, an adventure, a GM
player, 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 moreg
players. Beyond that, some groups mak
use of certain electronic tools, apps, ang
online platforms. But the most important
thing you need is something you already

another ancient source mapmakingand have? imagination.

map reading. Almost every adventure
includes at least one map. Large scal
maps are good to show the whole area
Small scale maps give a closer view (@
areas of interest.

Maps and grids can be especially
helpful during combat encounters
especially if miniatures are used.But
there is a fine line between too much and
too little. Maps can add visual
confirmation, but possiblyat the expense
of immersion. Mearwhile treasure maps
are another matter altogether.

Example of Play
You and your friends have gathered around a
table for an evening. The gamemaster sees that all
are ready to begin and so calls the group to order.
A transformation begins as the opening scene is
laid out and you picture yourselves there.
Suddenly two worlds mergmda separate reality
leaps into life An adventure is at hand.
But what ifi t ndydirst time? All those
di ce! That big ol 6
playing? Or is itrole-playing?!? And when do |
get to make fireballs?
Ok, imagineyourself in the place where
Anest RPGHappe i taple,acrpsg from a fijend
who has agreed to be the gamemaBtefore you
liesanadventureThe Candl emaker 6s D
You just spent the lasialf-hourfilling in
your character sheet and learning the difference
between stathecksand skill checks You are
playing Jack,a young soldier, home from war
in the North. You havecome to live with your
older brothelLucianin the Village of Blakburgn
The people are mostly descended frRmman
and Celticancestorsand all speak the common
form of Latin. It is the year 40CE in the South
of Europe.
This isa oneshot,soall the action takes
place during an afternoon and into the evening.
The GM shows you the area overview (found on
the next page)
The gamewill begin with your character,

book!

As the adventure unfoldg,ou will pit
yourcharacteh s strengths agai
their way. Their chosen skills may ensure their
success Their fatal flaws may lead to their
downfall. But it is you, the player, wharives 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. Bamyrkinds
of characters exist, and many different party
combinations are common.

Everything you need
contained in the three core boottee Adventurer

to know is

Manual, GM Primer, and Book of Legend&e youngJdackar ri vi ng atWihthei anos
first of the threebooksis primarily for the player, war over, perhapgackis looking forward to

containing a myriad of options for character settling down and starting a famibf his own

building. This book hold the basic instructions, Lucianhas promised work alongside him in his

core conceptsand tips for playThe other two candle shop. . .
booksaref or t he GMés eyes onlylt0s a promlaskiesas i dea.

from “his short stay here before the war, the
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villagers are friendly, and the weather is fair year
around.

The coppermine is the lifeblood of the
place. It cuts deep into the shank of the solitary
mountain known locally as Treetophe mine is
alsoLucialbs bi ggest buyer
power the mine&@amps.

Lucian andhis wife, Aylin, are nearing
their 10" wedding anniversary.Their daughter
Lucy, or Lucig is nine They have lived in
Blakburgneightyears. All is good.

The abovanformation would have been
conveyedto you as an introductionPublished
adventures often featutext that is meant to be
read aloud, sandwiched logherinformationfor
the GMto read to themselThis allows the game
to take the form of a dialogghere you speak for
your character.

The following is based on actual
gameplay from different sessions ofhe
Candl emak er. 6'se maima chgrhctere r
Jack is referenced in our chapter on character
creation. If you are interested in his stats, you will
find his entire character sheet reprinted there.

The adventure that follows is conveyed
as a play. The actors are You and the GM. You
play Jack. The gamemaster narrates the settings
you see and portrays the people you meet. When
dice are rolled, they will appear in curly brackets,
for example {Roll 1d6,result 5+HEA=8: a
failure}, along with any relevant details. Also,
several encounters involve combat, at which time
y ou wi || see sidebars
combat scores. You may even wish to have your
own dice handy to play along.

THE CANDLEMAKERO®GS DAUGH

GM: Your knock goes unanswered. As you wait
you look aroundat the empty avenuducia n 6 s
shop sits at the turnaround where the street ends.
His modest house is attached to tdamdle shop

and surrounded by several walled gardens.
Chickens mill about. A dolays facedownon a

bench by the dookVhat would you like to do?

You: | knock again, this time a little louder.
GM: There is still no answer.

0 You: Dod kndwifé © gvenat the right @age?

GM: Yes, itdés right wher e
hasndédt changed much in th
Youl 6m going to | oaonkrear oun

I would like to walk all the way around the house.

Do | see anyone around the neighborhood?
GM: You

dseenidybne, butyou do hear

distant sounds of people from the direction of the

copper mines.
You: | headupthat way.

GM: You get started up the street but before you
can go far you see an approaching cartouple

minersare pullingit. Your br otAylm

r 6s

follows. She is crying. You see a migimg in the

cart.| tyduw brotherLucian.

And

t h a t adhwentuneamight atart.

We will revisit the tale of The Candlemaker

Daughter as you go through the rest eflibok.

* Optionally

The last thing to say by way d
introduction is thisi rules are rules. Thd
GMi6is g 0'bl, iSO _app
interpret them. But some rules are offered
alternates, and may be used by agreem
these are in starred boxes such as this
Anyway, enough said. Engage, enjoy, a

always begame for more!

TER

(9]
(@)
(7]

y
r
d
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ONE: CHARACTER CREATION

Life is either a daring adventure or nothing at all

Frankenst]ei nds

Laboratory

Helen Keller

MAIN CHARACTERS ARE EITHER made by the playerer premade to fispecific stories. The MC
sheet provides set ofskills and a record of strengths and weakned2layers shape thetharacteiby
choosingan occupation, an archetymmdsome backstory

However , characters
character 6 as

to givetheother players a sense of who they are.

Premade Characters

Tailored to fit a certain story or setting,
premade MCs are often an excellent wa
to jump into an adventure right away.
Their character sheets are filled in and
ready to play. In theStarter Extras Pack,
you will find examples for use with the
accompanying adventures.

Experienced players can quickly:
put premade MCs into action. Even first
time players will find many of the stats to
be selfexplanatory. However, for
increased clarity, it is recommended that
new players read the following sections
on how to build characers.

FRANKENSTEI N6S
WHILE SOME ADVENTURES are written for
specific premade characters, others are more
inclusive. These require the birth of a whole new
character or party.

You may start with a clear idea of who
you want yourcharacter to be, such as a specific
legendary figureor a character frona piece of
work that already existsfou can also create a
character that is entirely new, or you can rely on
the randomization tables to birth a new MC into
the world.Inanycasey ou s houl d
help and blessindgo ensure your character will be
a good fitfor the adventure they plan to run
Players will find that customizing allows them to
create almost any MC they cemagine So,grab
an empty character sheet, a pencil, and some dice
and dive in!

The amount of detaiyou will want to
include maydepend on the length of the proposed

L AB ORoATT OIRfYf er ent

get

ar e more than t he

adventureYour GM can provide guidan@athe
most important parts to complete before play.

Some blanksnaybeleft blank; some are
best determined by the roll of a die, while others
are best filled in using your imaginatio@ne
dominant, physical impression of your character
can make them immediately memorable, but
personality traitare importantoo.

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 addbackground info.Let yourmind wander.
Perhaps yodevelop a floor plan dheirdwelling
orwrite up a last will and testameiixplore who
your character is and enjoy the process.

Characters may come fromyour
imagination, but often, real people provide the
stimulus. Many players blend characteristics
peopl e
fictional facsimile. Your MC might be a
reflection of yourself.

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 charactiractions Or you may
try to embody your character bynitating their
body language, and engagiotiers in dialogue

Actions and decisions will come
naturally to players with awell-developed
charagtgry Gogdyigharacterization can establish
reasos for the relationships between party
membes, and it prevents inconsistent or
improbable portrayalsYou mayevencome to
understand your character beyond the context of
the story.

MC sheets can be filled in on a computer
and printecdff orfilled in by hand. They fit nicely
into a binder or folder. Now, let the everyday
cares of the world fall away. Enter the age of
heroes and fantasy. Go forth andke legends

sum
trehligy pf thegarmeenvorld cnot newdsdarily intevesy scene, but enough

of

they



Getting Attached andLetting Go Some basic math is used, such as finding
How attached should you get to your character? an average andounding fractionsAlways use

Thatdéds a tough one. E“Pifgand{argo r?d' gr,‘ﬁﬁt'%o‘?'(féa%“?ﬁg'esé tBalnt
of connection between you it greatly improves alf are rounded down ractions o af_or more
gameplay. Remembering your archetype, your are rounded ypunless directed otherwise.
occupation, and your skills all brings you closer

to understanding the character. Their background Name

adds another layer of déptit is common to form Consider your <charactero6s
a bond with them asopa s k , iwhat waaud as yauypicture thein your mind. Add
character do?bo0 anything related to their name, such as an alias, a

Part of the appeal of roleplaying comes  nickname, a maiden name, or a title.
from that connection. | t  Writeeyeunddvn nanmaaderphe charavtér t h

every player or every marmeungesstheyare intended tobelt@orors f i ne
too. Perhaps the biggest issue with getting standbyas areplacement t 6 s n ot foru nc o mma
attached is when you must be absent for a session. certain characters to get passed around. It is also

Some pl ayers canot fingéfora glayer & have mare than gne character
another person play their favorite MC. The if needed to round out the party.
problem is not that the player candt make it to t
gameLi fe happens. Then the question is, fdAwhat
becomes of the char act ellllastatiob & Alk2, sgetcbod g smvling Iplayerh a v e
their own approach to taagingt 608 bfanmihByt®® AR atl ko ladlot
it before the issue comes up. Some of the bubbl e above t he pl ayer 6s
considerations are: dressed as Sir RA|f.

91 Is the group/party large enough that the

absence of one playeharacterwo n 6 t  Archetype

makemuchdifference? The mental images of archetypes are engraved
 How do you explain their absence to the  oyr genes. Stored in the collective unconscious

other characters? _ theyare integral in shaping our personalithey
1 Will the game suffer in any way from are notpreformed molds for us to fit into, but
their absence? rather, predisposd responss to reatworld
Most groups need every player they can  eyents.
get, and that goes double for characters. Think of an archetype a

Especially if the absentee is just sort of tagging  theme Here we acknowledge Carl Juagd his
along behind the party waiting for the next  defining of these archetype$here are a dozen
session. Chances are the story will slow down  pasic personality types to choose from. yhe

without their help. Meanwhile thenemy keeps correspond roughly to the various god archetypes
on keepind on. of antiquity.
In most cases it is best to put the group Archetypes can be understood as the
and theadventure before any attachment to your  ynderlying structures of the human psyche. The
character. | f you donot comieldnfentd of dahiafe desGidedR dexte el se

play them neither will they. It might mean one  page along with historicand deific examples.
player has to play two characters, whichiseasy The characterds decisions

enoughEach group can deci gsuldkfed thOgidethEsdfithat fdéal A well

them. played archetype makes a character memorable
for everyone at the table.
CREATING YOUR CHARACTER Choose or roll for an archetype from the
Starting at the top of your sheet, fill in the blanks  list on the next page and fill in that section on the
and follow along as eachtepis described in MC sheet.
detail below. For those already familiar withthe =~ A An archetype is a behavio
process there ihe Character QuiciBuild Guide reflection of that behavi o

later in the chapter Jordan Peterson Ph.D.
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[Use Border # B
The Twelve CoreArchetypes: Hero, Magician, Outlaw, Explorer, Sage, Innocent, Artist, Ruler, Caregiver,
Everyman,Trickster, Lover You may oll 1d12to determinggourc har act er 6 s ar chetype r.
1. The Her® Ares, Beowul f, Her c ul d&awain Gohak These grava souls a2 éoundip i a ,
all religions and myths. It is often the hero who initiates the journey, leads the party, and sets its goals. They
are typically humble, generous, and loving, though they deal in bloodshed.

2. The Magicia® Dionysus Roger Bacon, Aleister Crowley, Merlin, Medea, GandgHriously alled
wizard, sorceressyr mage Historically represented aswéise old man, the magician deals in knowledge,
both ancient and newhey arethoughtful, transformative, creativand often unpredictable.

3. The Outlavd Poseidon Calamity Jane, Black Bart, all Forty Thieves, Robin Hood, Hervor: Labeled
revolutionary, misfit, criminal, or vagabondhe outlaw may strive to better the world, but through
guestionable means. Known to be crattgstructive vengeful, selsufficient, and patient They are also
hard to holdand generousépeciallywi t h ot her peopl eds money) .

4. The Explored Artemis, Daniel Boone, Marco Polo, Ponce de Leon, Isabella, Biteikander the Great
These pioneers are often independent, and always in search ohanmm They seek fulfillment through
discovery. They are restless between sojouanslmany come off asnreliable. Explorersalso seek
enlightenment and sekinowledgeas they search out new frontiers.

5. The Sagé Athena, Dumbledore, Yoda, King Solomon, Helena Blavatsky, Raspltlted seer, visionary,
orevend ol d man on the mountainé, t hey sagecansbé avital | v s ee
link between past and future. Their quest is often geared to benefit others.

6. The Innocerd Demeter, Dorothy of OZ, Forrest Gump, Mary Poppins, Mowglirginal and virtuous,
their strength lies in trust. They are generally positive and happy. The innocent searches for solutions. They
are pure, wholesome, often empathetic, open, and honest.

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

8. The Ruled Zeus Sargon of Akkad, King Arthur, Churchill, Genghis Kahn, Queen Boudicca: Known for
their strong but attractive personaliti@ey arepreventers of chaos, role modedmdnatural leadetsThe
best actiohsare guiled kyyconcern for the safety, prosperity, and securithage they rule

9. The Careqgivedy Hera, thegood Samaritan, ry MagdalengAsclepius, Florence Nightingale: They think
first of ot herdéds needs, even to the detri ment of t
reproachThe true caregiver cares less for money and more for helping those in need.

10. The Everymad Hephaestus Alice, Bilbo Baggins Jonathan Harkeifhey are quiet, simple, and family
focused.The everyman shuns the limelighthey alsoseek to belong and to be accepted, though they are
often undervalued and rejected. Rather than extravagance, they prefer possessions that serve basic needs.

11. TheTrickste® Hermes the Joker, Jack of the Beanstalk, Jack Sparrow, Tyrion Lanr@dten found in
the role of JestelSometimes mixing cruelty with comedy, threckstercan be hard to accept. They often
seek to eliminate hypocrisy, and to level the playing field between the powerful and the underdog.

12. TheLoverd Aphrodite, Don Juan, Romeduliet, Lancelot, Guineverdature yet youthful, this archetype
is not all about romanéethey also encapsulate parental love, friendship, family ties, and spiritual
communion. Théover sees the journey as more important than the goal.
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Occupation
Many myths and folktales feature some
occupation in their tel

of work is one otheir defining featuresand often
relates to their standing in societyist their
current occupation, or most recent if between
jobs.

See Chapter Two, Occupations for
individual descriptions. Each description is but a
brief historical summary. You may want to
expand on this with your own research and ideas.

Wages

For most adventures it sholi AtTmatter
xEAO A AEAOAAC
adventures AT 1 8 Oa weklOOr the
AEAOA AvrBeS 6 e irregular  or

unknown, or they are currently
unemployed.
Anyway, the average working

DAOOFI=60-—DAU- Ai-0—-A
is about oneor two silver coin per day?

not muche soitis no surprise when an MC
takes up the adventuring life to seek out
their fortune. One of the best things about
RPGs isall the treasure your MCs find

Occupations are important to a character
for several reason€Each provides adjustments
ranging frombonusstat points, additional skill
levels, or wealthOccupations often confer guild
eligibility, which tends to be recognized across
friendly borders. And if their line of work
includes lots of danger and mystery, so much the
better; it probably paysell.

While you have the book open to your
occupation it may be a good time to fill in your
wealth and address any awards. Wealth carried is
listed further down the sheet. Awards may be in
the form of possessions, or as pluses to skill levels
or stats.

Remember that most occupations have
one or two corresponding skills. Your choice of
occupation and skills determines the utility of the
character. Also remember that many a good story
beginswhet he mai n cardeeends.ct er

When you choose anccupation, you
should assign the primatgadeskill listed as one
of your Innate skill choices. (Innate skills
comprise the first four skills you must choose)
Skills go on the back of the sheet.

Also listedin your occupatiorare related
skills that you shouldconsider but are not
PR ou Ry et unilftgr e pracess ¢
t o ick your o
may have little, or nothing, to do witheirtrade,
so know you are not limited to the skills listed
with your chosen occupation

[llustration# A1-4, of hand with coins.]

Life Points (L P)

Also known asLiving Is n Bar Ever points
Think of LP as the
essencg a number to gauge how far they are
from death The higher thestartingnumber the
more damageyour character can take before
dying. Characterstart with21+1d10LP.

Players may wish to keep track of their
current life points on a separate sheet of paper, or
on an index card, as this number varies from day
to day with any good adventurdhe number will
drop as someone takes points of physical damage
from various means. Normal healing and magical
cures will cause this number to rise agdiiso,
several skills increase life points.

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 theyt@o
-3LP, death follove. See Resting and Healing in
Chapter Four for more info.

LP Score by Age, Weight

and Health
I DPOET T AT 1T Uh pointDdud el
determined using their age, weight, and
HEA, once these are determined. Sebe
table below and theformula following:

11-13yrs = 8LP

14-17yrs = 10LP

18-44yrs = 12LP

45-55yrs = 10LP

56-65yrs = 8LP

67-76yrs = 6LP

| AA OEA AEAOAAO/
the above number, then add the equivalent
oftheir weight in Ibs., divided by 20(round
up all fractions). Thus an 18year-old, with
an 8HEA, and weighing 200lbs (divided by
20, =10), will have 30LP.

oS Sk o S 1 's!

n

measur e
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MOVE (Maximum Movement Rate) Thetablealsoaccounts for a relationship between

Theaverage karactehas a base MOVEcoreof body type height,andweight.

40. Thisis equalto running4 OpRjturn T h at 6 s ) o )

about ten feet per secorflome characters may Choose a helqht within the given range.

be much faster omuch slower. Higher scores To calculatean MC 6 s w eniltiphin their

become important for a variety of reasons. height by the number given under Weight. Thus, _ )
Certain skilscai ncrease one®s9d&yptegcharacter who is 5¢

Also, acharacteros rat e 6§ P90 nfovleddebnst) is

influenced by their body type and their agility The MOVE modifier signifies the

stat. CalculateMOVE only after you choose a number of feet per turn to add or subtract from a

body type androll for AGI. See the section on ¢ har act e Al Note that 8 you wsé the
Height, Weight, and Body Type. optional rule for calculating life points, weight

The following example demonstrate and agearebothmodifiers
how to findyour MOVE. The playerdecides that
their charactehas an endomorphidody typ&

this addgwo points to their base o40. Theyroll Height, Weight, & Body Type

an eight for agility By the accompanying chart Type Height Weight MOVE
this adds another four poinfBhus,thecharacter ~ 01 Gaunt any* 15lbsperft. -2
has avIOVE46. 2-5 Short &Thin  4NpNj 20lbs per ft. +2

6-10 Tall & Thin ~ 6NJNj 25Ibs per ft. +5

. ‘g 11-33  Ectomorph  5N§Nj 25Ibs per ft. +4

Bodily Characteristics 3465 Endomorph  5N§Nj 30lbs per ft. +2
You may useany or all the random tables 6688 Mesomorph 5N§Nj 35lbs per ft.

providedbelow to give your character a unique 8993  Short & Heavy4NNj 40lbs per ft. -3

look. Roll with the percentile dice in all cases. 9599 Tall & Heavy 6NJNj 40lbs per ft. -2

_ 100 Obese any* 50lbs perft. -5
GENDER & AGE: Playersshould determine * 4 - 7 feet tall.

these as they wish.

[lustration # A1-5, showing body builds]
WEIGHT , HEIGHT, & BODY TYPE: The

table below uses the d100 toestablish a
charact er 6 and MGVE ladjustnenti | d
Or payersmaydeterminebodytypeas they wish.

Hair (roll for each separately)

d100 Color Type Cut Bodily & Facial
1-2 None Balding Shaved None
39 Grey Wispy Uncut Little
10-22 Black Kinky Longish Moderate
2350 Brown Wavy to Shouldes Low average
51-79 Blonde Curly to Collar High average
80-96 Red Straight Short Thick
97-100 Two-toned Full boded Cropped Total coveage
Stats Stas for new characters stémom 1to 10

points.Each will be the average tifree tersided
dice (3d10 divided by thrgeStarting withINT,

roll for each stat in the order listed. Enter the
resulting quotient on the character shéedep in
mind certain skills, occupations, and enchanted
items may adjust this score, but not outside the 1
T 10 range (except temporarily).

These are the physical andnonphysical
characteristics common to all mankind:
Intelligence Spiritudity, Survival, Strength,
Health and Agility. Many stories feature one or
more of these characteristics as central to the plot.
Stats are vital to the success of questionable
actions. They are givenrangefrom 1-10, with

ten being the best.
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* Adjusting Stats Pre-game 2;ic:itthe more in touch they are with the force of
P _There are SEETREr of OpUonAS for Spirituality is a mysterious facility,
gPRIZIng YOurSa e lommic L harasie) allowing us a window onto otherworldly insights.
is put into play. Only one method may be It defies analogy as much as it does a
used. e o+ oo .. ). . straightforward explanation. It exists between

1. 2A00 T 1 : AT U OAIl OAOC I {Fea Qrld IndtificPas a feeling of knowing without
2. Movetwo pointsfrom any one sat knowledge. When a character is at the end of their
to any other. rope, the GM may allow spirituality check for
3. Roall all six numbers first andassign divine inspiration.
them wherever you want If logical reasoning and scientific analysis have
4. Add one free point to any single brought knowledge to the crown of human
stat. intelligence, then intuitiod and its inseparable

twin, creativityy form the jewel in the crown.

_ _ Daniel Cappon. M.D.
Certain unusual circumstances may

cause temporary changesstatsuntil the effect
wears off.Such as when fatigue sets in, or when
affected by a spell.There are also certain
processes by which a stat can be increased on a
long-term basisFor instance, the skill Athletics
adds to Health and Strength, and a number of
potions achieve the same end.

The first three stats are the intangibles.
These qualities are not physical. They are either
of the head, of the heart, or of the instinctual, The sirvival instinct helpscharacters

primal part of man. Thedo not generally change make the most of sensory inpyt. It can also

much over the course ofyadh lidth d chadib & EiiZatiof ris § € T -

Thelastthree stats are physical qualities. function ofthe primal side that, in the darkest of

Many of | i feds difinbg Ua[l tali)\ﬁl\/ﬁs aCsécBnd MAdnce. For
overcome with astat check. These are always example: ifa ¢ h a radackiscere i ®0 low

made with a sisided dieEither he player or the to strike a foetheymay be allowed a SUR check
GM may prompthe roll. The amount of their roll for a temporary bonus in the fight.

is added to the relevant stat. The number to equal |t seems that nature has concealed at the bottom
or beat is always 10. (See Die Check&irapter of our minds, talents and abilities of which we are

Fourfor more info.) not aware.  La Rochefouchauld

Survival, SUR: Measuresur instinctual nature

toward outside stimuliUsed for stat checks that

test a charact,eoranghingani mal i
related to the five senses. Important for skills like
Trapcraft, Intimidate, andChannel The higher

their SUR, the more likelyour character iso

survive a potentially deadly situation to notice

something others mis# also figures intoyour

combat scores.

Intelligence, INT: Mental capacity is possibly
our most important featureNeededfor skills
such adisguise, Leadership, and Thaumaturgy
Used for st at checks
intellect.

Your c h mtellgentemdicates a
potential foreasonknowledg, and educationf
the playerfaces a mysterthe GM may allow a
INT check to solve.
Thought constitutes the greatness of man. Man is
a reed, the feeblest thing in nature, but he is a
thinking reed Blaise Pascal

Strength, STR: Used for stat checks against a
characterds brawn. |l mport a
Weaifonless Combat, and Climb. .
thatgredgfhis hard B qua‘ﬁt%y.aén@ Getsén” O S
may have a strong backnother may have strong

legs, while another has a powerful grip.is
tempting to simply equate strength with a given
task, such as lifting given number of pounds
over 0 n bud isis bktteraadthink of it in

more general terms, as if there were a way to
measure overall strength. This would involve a
contest including several tasks such as the leg

. . L press, bench press, Olympic,léind so on.

Spirituality, SPI: A way of gauging intuition. Practically speaking, high strength
Used for stat checks 1QaGjonk §ghft;\racté'} to E:jhﬁ ofe Gtuff ft O S
connection Fo the divine. Important for. skills Ilke_ also figures intaheir combatscores.

Charm, Insight, and Theurgy. The higher their

SPI|, the more operan MC isto enlightenment
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Health, HEA:Used f or stat <che
fortitude. Important for skills like Medicine,
Poison, and Aquatics.

HEA is a state of bodily welbeing. It is
a measure of how well someone bounces back
from a wound, infection, poisoning, sickness, or
disease. Healthy characters heal LP faster than
the unhealthy.

Stamina is also a part of healt\/ith
higher HEA, characterscan sustain strenuous
activities for longer. See Chapter Four, Disorders,
Fatigue,for the length of time one can perform
such activities without stopping to rest.

He who has health has hope, and he who has hope
has everything. Arabian Proverb

Agility, AGl: Used for stat <che
quickness. AGI is part speed, and part reflexes.
Important for skills like AcrobaticEvasion and
Sneak AttackAgility impacts combat scores as
well as adjusts MOVE.

One of the most important things about
agility is that it dete
number of attacks per turiio find this number
divide your AGI by 2Thus, an agility score of
results in the potential for makirigur attacks in
a single turn.Whether or not they live up to that
potential depends upon their weapspeedand
their combat skill leved
Agility MOVE Modifier
AGI 1 2 3 4 5 6 7 8 9 10
Adj. -10 -7 -4 -2 +1 +2 +4 +7 +10

Wealth
fiFor they say, if money go beforel, whys do lie
openod Shakespeare

Most characters will have a certain amount of
capital listed coing ingots, jewelry, and
gemstones (and t he

Beginning characters start wisbmewealth as
noted in their chosen occupation.

g e mfgrgnoreyi®.r ¢+ n

A — - o S
Coins of the Realm

C= Copper Coin
S= Silver Coin
G= Gold Coin

UsllsCaCsS

Standard Exchange Rate
10C=1S

10S=1G

One gold ingot =100G

One silver ingot = 1066

One copper ingot = 10C
Ten-thousand C= 1 gold ingot.

Remember to add the weight of your
wealth to your total load count. Coins
¢ Weigh Atbat | 1/8 Sounce® 8aBh®rs less
yT AEOGEAGAI 1 U OEAEO
T"TACI ECEAT A8 pcgu ATE
Also, ingots weigh about 1lb each, o3
500 coins togetherequalone (1) load unit.

—_—) —

rmines a character 6s

Possessions

Do not list armor or weapontsereas those are
listed in the combat sectio®o not list magical
items heraas those are listed theright.

New characters may start the game with
nothing but the clothes on their backh@ GM
may allow them their choice of several useful
items. Or a trip to the market square may be in
order. During the game, MCs will acquirenga
number of possessions from various sources.

List possessions hbneitem. Includeits
load rating Keep track of total dad points
carried. You will often pick up items that have no
listed Load® in such cases, you and the Gish
make your best guesSee loadin Game Basics

i f Known) .

TOTAL LOAD: This shouldbe calculated only
after the load ratings from WealtRossessions
Enchanted ItemsArmor, and Weapons have
been added.

Often, the only downside to all the
treasure your MCswin adventuring is the
inability to haul it all out. Acquiring a pack
animal or hiring a porter are options for hauling
treasure and supplies.

Stronger characters can carry more. Note
that carrying too much negates any positive
movement rate adjustmeniom AGI or Body
Type. It alsocaussthe character ttre faster.

o —

o B>
pral

Y Y

poten:
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Portrait
You areencouraged to ug@urimaginationhere
and your artistic abilityMake your character as

handsome or as homely as you wish. Instead of a

sketch, you may clip artwork froraome other
source Hint: use the skill Beauty to improve a
characterds | ooks.

[Nustration #A1-6, of Generic random weapdns

Combat Stats

Attack & Defense Scores (ATT and DES&tart
out as the samaumber, but different modifiers
apply to eachAdd your STR, AGJ| and SUR
together to f ibaselscoyebhis r
number may change via different armor and
skills; be sure to recalculate your sc®es your
character gaingew equipment ocombat skill
levels The spaces belowheseare to add any
modifications to this scoreSee Chapter5 for
more info on combat adjustments.

#att (Number of Attacks): Most MCs start out
by only being able to make one attack per térn.

¢ h ar a poteetial disnber of attacks often
varies from their actual number. Several things
affect this First check your agility scorélalf of
this isyourmaximumnumber of attacks per turn
Combat skilllevel andweapon speedetermine
the actual number

#def (Number of Defenses A char acter

defensive skill level is thenain determiner of
how many attacks they can defend against in a
turn. This number can temporarily fall for several
reasons that will be detailed latbtost characters
start out by only being able to make one or two
defenses per turnEven those who have no
defense skills havedefl.

Special Defenses: Indicate any defenseto
special damage typeBhesearegained by skills,
magic, orotherimmunities.

Weapors: Beginning MCanay beallowed their
choice of one or two weapondg-or quick
reference, | i st y O Hor
hand (H2H) weapon and their primaRange
weapon, along witlattack modifie(ATT Mod),
Damage, Damage Typ&peed and Load See
the Weapon Rack i€hapterFive.

c hi

Armor Kit : List the armor your character uses,
and thepoints ofprotection it providesAlso list
its Load.Seethe Armory in ChapterFive.

Enchanted items

List any magical possessions heaépng with
details such aRank, Spanl.oad, andProperties
Here payerswill need guidance fromthe GM.
Beginning MCs rarely start with any magical
items, while veterans may need a separate paper
to keep track of them all.
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Disenchanted

Some adventures include no
enchanted items or only one, or only
cursed items, or only those with very
minor properties. Such stories fit well in
low to nomagic settings where spell use is
also rare.Whether by GM preference or by,
being published that way, there is still
magicto be foundin these games. It comes
in the form of player engagement.

Skills
These are listed on the back of your character
sheet.Skills are all the things that are learned by
doing things where practice makes perfect. Your
skill level at something is a clear indication of
what you can and cannot do.
An extensive list of skills is found i€hapter
Three There are various skill categories:
LanguageSocial, Trade,UnderhandedCombat,
Survival, and Misc. Many skills can be turned
into employment between adventur@tso keep
in mind it may cost time and monetp progress
in a skill

List the detailsoff o u r
on the top lineType, related sta{RS), training
intensity(TI), andlevel. Add a short description
of how the skill may affect the character or the
gameThe O6addd box astfora he
quick reference when making skill checkgstL
thesum of your level plus your related stat.

Innate Skills: Starting characters begin by
choosing theiinnateskills. There are foutypes
Choose at least one from each catggor
1. Native LanguageiEach charact
innate skillmust be their native tongue.

2. Heritage: The second innate skill choice
must be théHeritageto which they were
raised.

3. Social SKkill: The thirdinnate skill may
be anyhing from thelist of social skills.

4. Trade Skill: Thefourthinnate skill is the

primary trade skill listed in the
charactero6s occupati
Next, choose additional skills from any
of the skill groupsFor a weltrounded character,
try to choose at least one skill from eaelegory
before choosing more frorthe sameone To
make a character that specializes in something,
choose skills that complement each other.

Characters are limited in the number of
total skills that relate to a giveRS: for example,
if you have aHealth score of 4, you can hawely
four skills with Health as theirelated statsuch
asathletics, endurance, or several of the healing
related skills.

Beginning daracters are alloweldt total
skill levels to startincluding innate skillsThey
may choose to pick4different skills at level one,
or to pickseverskills at level 2 each, or one level
2 skill and12level one skills, and so on.

Beginning characterarelimited to two
levels n anyoneskill. Characters that live long
enough may gain additionalevels Some
adventures are made for more experienced MCs,
in which case you wilhaturallybe allowed more

and higher initial skill levels.
No Skill Required

i Z Some adventures do not use skills

These would typically ‘be short or
introductory games that focus on roleplay
AFA., GOA o T4 WFA #E A

checks.

c hskilsa c t «

® { eVels of Skifl S
Skills are rated on a scale of-6. Do not list
a skill on your sheet until the MC has
gained their first level in that skill.
1 = Novice
2 = Competent
3 = Proficient

4 = Advanced

5 = Expert
b=hn=

6 = Master

SKILL LEVELS : Skill levels are stages of
progress that measure how proficient someone is
at something. Beginning charactestart with
anywhere from 7 to 14 skill¥ou can add skills
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and levels throughout the game as time, training, improvements come with each increase in skill
and resources allow. level.
The maximum allowable number of skill Lanquage

levels is your total stat scorg, plus ten For Your ¢ h mative danguagé & an innate
example, if the total of all six of your stetores skill. Speaking, eading and writing of a

equas 35, you carearnatotal of45 skill levels language comes as one gains skill levels.

A GM may let beginning MCs start with Beginning MCs may start with up to four levels,

E)hne ?r tWrOhSk'”S ?;thlrdnlevel. P;pt;]ablybotnlyl i i and theymay choose more than one language.
€ player has some game experience but also | Language levels figure into t h e character

the adventure warrants it. Be sure to give a reason maXImﬁ‘t mskill level count.

why Nltn th tt h ert 'nc T(I(Ijl r ?ﬁtt ebrno S a@héuggﬁ NsRilt levels are used to
ote that certain Skills grant a bonus represent eloquence as well as proficiengy.

level to other skills, in which case beginning ¢ har agereraliitéracy relates till level as
characters may start with more than 14 total follows:

levels. For example a characterassigns two 1=Illiterate but able to communicate
levels to bothbeauty and charmAt skill level 2=Limited vocabulary
two, beauty says to give Hévelto charm.Thus,

: 3=Fluent
the character would start with three levels of 4=Well read and well spoken
charmand 15 levels total. Note thiabnus levels 5=Eloquent

may not be used to attain lewset in any skill 6=Master Communicator

As with Heritage you should pick a
language that makes sense within the scope of the
campaign. Certain shorter adventures will feature
only one languagén that case, you may simply
ist it as 6Common. 6 Examp
in Mythmaker settings: Middle English, Anglo
Norman (or French), and Latin.

SKILL TYPES: Skills fall undereight broad
categories Heritage Language,Social Trade
Combat,Survival, UnderhandedandMisc.

When combining related skills, they
reinforce and complement each other in
surprising ways. Thekills below provide a short
description of what each is for. More information
is given inChapter3, including details on what

SKILLS |
Name of Skill Type RS It Level ‘._'

el BTNz Language - INT_ - Mard -3 [Q

Desc. nguage populu\ud by Rowme '

vvvvvvv O PALN - Heritage - SUR - Hard - 2 | g

Dese. Rw ul Much of Neor Eq.sf. N. Africa ., ¢ Europe
Ins ant - Social Skill - SPI - Moderate.

Dese. Leasn Truth or deTermine covrse of octlon | «

Single -Haled Weag-  Trade - STR - Mod . 2 [_

Desc, USC— k NOP* +l Tr +J D”\q
Arwored Dd—‘ensc CombaT - STR - Mod =
Dese. Use promasr & Walhiclwind, Shelld 3osh

Theown Weapon - Combar: STR - Easy - 2 [
Dese. VSe Pluwiboata etc.. =+ | ATT |
Weapealess ComosT - Combar - AGL. - Mod - Z | _

Desc. F‘(Skf W/DU’T WC(&‘DO'\ .

[lNlustration# A19, of SkiIIs.Captioﬁ: Skilssection from the backside of Ja

Heritage Characters are required to choose at least
L one Heritageto belong to as one of thefour
innate sklllsE rltaqes are treated as srlls in the

Sens8 of gaihi gqevels whethér ko Igrogp

hasawell-defined internal hierarchgr not.

Guild, Ethnic, Political, Religious, etc.
Think of oneobs heritag
Groups are helpful as a character backgreund
building tool, and as a roleplaying guide
throughout the game.
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Heritages come in many kinds. A
character can be part of more than one social
group.And, while a lone wolf character may feel
no needto belong to any sort of guild or group
(beyond the pary they must choose some
connection with the worldt large even if only to
reject it.

Just as knowing where you come from
canpoint to where you are going, knowing your
community opens an eye inward on yourself.
Heritages are important to roleplaying for
providing characters with motivation, as well as
context and connections to the world around
them. You can bet that the GM will firadway to
work it into the story, even if you do not.

Skill levels are usedwvith Heritage to
represent overall social standiy. c har act
sockital class relates tskill level asfollows:

1=Low 4=High-middle
2=Low-middle 5=HighClass
3=Middle 6=Exalted

I n ot her wo rlds$countsei n

as fiveskill levels inHeritage This humberdoes
count towarda ¢ h a rnaagirhuenrpdssible
number of skilllevels.Beginning MCs typically
start with two levels.

To belong to a social groumeans that
the character
raised a French peasant, a Cretan merchatfite or
son of someEgyptian pharaoh. That character
will always know how to function and esxist
with other members of thateritage

It is when the character tries toept
outside their circléhatthings can get interesting.
Encounteringdifferent cultures andtrying to fit
in is part of the fun of roleplaying

Some stories are peopled with only
members of a singléeritagewhile others are
known for their diversity. Many are fueled by a
clash between groups. Your GM can tell you the
main ones likely to make up the storyour
choice ofheritageshould make sense within the
scope of the campaignFor example, gu
probably wouldnot pl ay
Viking adventure.

You maychoose to assign two or even
three diferent heritages to aharacter Your
character carlearn the ins and outsf a new
heritage other than their own, just as theyuld
learn any other skill.

Characters will find it easier to
accomplish certain goals in the game if they are
interacting withinfamiliar circles. kamples of
those who would benefit from assigning multiple

6 f hawve been n 0 .

skill slots to different heritags are; spies,
diplomats, ambassadors, traveling merchants,
interpreters, explorers, and advisors.

Heritages That Count as Kills:
Consult with your GM on which
groups are available in a particular
adventure.
-National affiliations or country of
origin (for the patriotic MC): French,
Danish, or Libyan etc.
-Large political parties (for the
partisan)? think Tories and Whigs
-Large cultslike the Pythagoreans,or
major religions like Hinduism, or
e I cértain secret societiedike Opus Dei
-National guilds like the Hanseatic
League.
-ethnic groups *
*A conceptseparate from nationality. A
JA BAOANAOAOGE O AOET EAEOU
common cultural tradition they were
raised in. For instanceBedouins,Gauls,
Huns, Nubians. . .
Groups That Do Not Count:
-Kin groups or small clans
Bmdil B&iuds t € T
-Musical ensembles
-Adventuring parties
-Cliques

may

Social goups may come and gor
change over time. They also tend to be exclysive
depending on the groGpprejudices, while at the
same time beingnclusive where overlapping
interests are evident

High-classd individuals rarely mingle
with the lower classedNote that most GMs will
not allow an MC to start out as high class,
considering the societal advantages thelpy.

?—P%—rSOCia' Kills, « i ¢ | sl ander .in
TRese Seani to come naturally to’sqeepie but

thats just how they workEducation in social
skills tends to be less formal than others.

Blend RS: SUR

The social chameleon seems to fit in everywhere.
Charm (Etiquette) RS:INT or SPI

Win friends, and influence those in power.
Cunning RS:INT

Lie, manipulate, take advantag®,cheat.

Debate RS:INT

Strike a bargairor win argumentshroughlogic.

OA
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Hindsight RS:SUR

Learn from past mistakes.

Insight RS:INT or SPI

Learn theruth or determine a course of action.
Intimidate RS:INT or SUR

Force compliancéhroughbluff and bluster.
Leadership RS:INT

Gain followers, or direct groups.

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

option.

Acrobatics RS:AGI or STR
Perform great gymnastic feats.
Alchemy RS:INT or SPI

Concoct potions and contemplate existence.
Anatomy RS:INT
Study of the workings of the body.

Beauty RS:HEA

Enhancehe appearance of self or others
Carpentry RS:AGI or INT

Build various things.

Commerce RS:INT

Understand and direct economies.

Create RS:SPI

Produce great works from mere imagination.
Dance RS:AGI

Perform choreographed routines to music.
Entertain RS:SUR
Gather and keep an audience.

Forestry RS:SUR or INT
Pol i ce and manage the
Govern RS:INT
Exercise control over the masses.
Horticulture RS:INT

Direct the growth of plants.
Husbandry RS:SPI

Care forand trainanimals.

Identify RS:INT
Ascertain arobjects origin, uses etc.
Law RS:INT
Interpret and @ply laws and legal arguments.
Mapping RS:INT

Read and make maps.

Medicine RS:INT or HEA
Make and administer medical cures.
Metallurgy RS:INT

Work with metals.

Nautical RS:INT or STR
Control larger watercratft.

Ride/Drive RS:SUR

Ride horse orperatehorsedrawnvehicles.
Spiritual Ministry RS:SPI

Spread théeachings of a deitgr religion
Thaumaturgy RS:INT

Control magic forces through mental exercises.
Theurgy RS:SPI

Invoke magic through divine channels.
Wildcraft RS:INT

Make emergency shelter, tools, and weapons.

Combat Skills
These arg@resentecither by style or by weapon
type. They are vitally important to Ethrough
much of the danger involved in adventuring.
Bonuses added to attaekd defenseolls allow
great advantages over the untrained foe.
Your characterds
determine their fighting style and effectiveness.
As theyincrease skill levelgheir LP, ATT, &
DEF alsogo up.Combat maneuvemre added at
third level.
Armored Defense
Make the most of
Armorless Defense RS:AGI or STR
Avoid harmwith little to noarmor.

RS:AGI or STR
oneods

Bow RS:STR or AGI
Usea bow and arrow.

Crossbow RS:AGIl or STR
Useacrossbow.

Minor Range WeaponRS:AGI
Useweapons such as the sling or blowgun.
SingleHanded WeaponRS:STR or AGI
Useweapons such as the club or scimitar.
Thrown Weapon RS:STR or AGI

K iUusethfowing Wrivesdalxes, modkste.

Two-Handed WeaponRS:STR or AGI
Uselarger weapondike the pike or greatsword.
Weaponless Combat RS:AGI or STR
Useyour bodyas aweapon.

[Mustration # A1-10, of Medieval book on
combat open to pg. 48.]

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 upholdYou may conceivably learn all
the tricks of a thiefods
innocent channels, and never use them for aught
but righteous endsalthoughyou would be the
exception.

Disguise RS:INT

Masquerade as someone else.

comba

ar me
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Forgery RS:INT

Makefake money and other valuables.
Pick Locks RS:AGI or INT
Defeat locking mechanisms.

Poison RS:HEA or SUR
Gather manufacture, and administer toxins.
Secret Writing RS:INT

Make and decipharodes andecret messages
Sneak Attack RS:AGI or INT
Strike without warning.

Steal RS:AGI or SUR
Takesomething without alarming its owner.
Trapcraft RS:SUR or INT
Construct, st, cetect andor disable traps.

Survival Skills

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

Climb RS:STR or AGI
Scale cliffs, walls, trees, ropes etc.
Evasion RS:SUR
Disappear in a crowd or into tishadows.
Fish RS:SUR
Catch, clean, and cook seafood.
Forage RS:SUR
Gather foodor other usefuhaturalitems
Hunt RS:SUR or INT
Catchor Kkill large orsmall game
Pursuit RS:AGI

Overcome onwiharacguarry o

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

Analysis RS:INT or SPI
Get clues t@uzzles orsolve crimes.
Aquatics (CanodSwim) RS: SUR
Feel at homeén or on thewater.

Athletics RS:HEA
Participate insports orstay in good shape.
Caving RS:SUR or STR
Explore underground.

Channel RS:SUR

Manifest a single spell or magic type.
Discovery RS:INT or SPI
Find hiddenenemies or items.

Dreaming RS:SPI

Travel the Dreamlands @stralform.
Duality RS:SPI or INT
Al'l ows wuse sbf Osister
Give Aid RS:SPI

Help othes perform skiltbased action
Instruct RS:INT or SPI

Teach othera skKill.

Local Knowledge RS:INT

Know aregiord defining characteristics.
Lore RS:INT

Know history ofpeople placesandthings
Prediction RS:SPI

Estimate the outcome af proposeaction.
Research RS:INT
Uncoverclues andadvanceotherskills.

Sleight of Hand RS:AGI

Perform stage trickand illusionsetc.
Will RS:SUR
Increase chance of succedth other skills.

Spells
SPELLS N\
\AN
Name J Cpe" TIME (oﬂ-: ~ Dur. Rarqe AE Cl L/
Criss-Cross - 1T -Avto - 2T - % % -Size5- Yl
tet(s) Sead Meatal 1made _
Evodethe Dead - | T - Avrel.30Min . Long -Sizeé - V)
Eeet(s) Tnvis) ble te Undead (up 4o rank 2
B anish - 2T -High -N/A -Md - »* V], B,

Effect(s) De -animate or banlsh Undeadd

”“"0 ,c i

spel |

[lustration # AL-11, Caption: the middle section on page two of the MC sheet is to keep track of spells, as

shown above.]

Three skills enable the use of magic: Channeling,
Thaumaturgy, and Theurgy. Whethgou say

your character makes miracles, uses supernatural

powers, or casts spells, list them here along with;
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TIME (casting timg Focus, Dur (Duration),
Range, AE (area of effect) ClI (casting
ingredients),and Effects Effects can usually be
summarized in a sentence or two by reading the
spel |l 6s
on magic.

Certain adventures do not include
magic of any type. This may be a GN

DPOAEAOCAT AAh T O A& O
introduce new players to the game.

Level Up
At the bottom of the back of the MC sheet you
wi || find a chart to

level progressLeveling up is done at the end of
a game sessioimformation on using this chart is
given in Skill Advancement irChapterThree

Backstory

ilt doesnd6t interestl

want to know what you ache &and if you dare

todream of meeting
Oriah Mountain Dreamer

me

oyour

her eds chance t o r
from the crowd.
Backstory ideas know few boundsake

inspiration from historic sources or from

your

f uSedChapt&S3xdor mopet i o mythology. Tailora backgroundo mirror one of

your favorite fictional characters or spihup
from your own imagination. You can also look to
other places on the MC sheet for something that
begs further explanation, such asemarkably
low stat scoregor where and when they learned a
particular skill.

A few small descriptions about a
charactecanadda lotto gameplayJ ust donot
it on a whim, or because you think you need
backstoryto play. It would be better to focus on
their future than a slapdash past.

A character journal is a good place to
keep track of their backstory, as well as their
future. You will find a blank journal in the
accessories pack or on the Mythmaker website. It
contains many prompts for adding interesting
details.

Thesedetailsneednotbe tied to any rules
in the book. They are more useful as roleplaying
guides.A list is provided below as inspiration
These descriptions should be shemtd singular
however,a longer explanation may be givext
thegametable

Weakness or FeaP a r t of a heroos
often their internal fight to master their own fears

or weaknessesNhen played well, this is what

makes the flawed hero relatable. Give your
character some minor personal foible and watch

as they become real.

Habit or Hobby Either small and quirky like
collecting feathers, or big and obnoxious like
coll ecting hat Fhisedtehoryp e op |

m provides yhe aharacter with sane tiversionfroms K i |

their ordinary life. It can also make them more
memorable to the other players.

Education Use this category to cover anything
not specifically provided for in the skills section.
PRSIy a thorgugh knoyleqge, gf some opscyge; | g |
subject learned while living @monastery.

hea

. heartds Ionginn%;._
Obligation or Delat All characters come with a

A char act e nddnot beaextknsiveo r ypast. With some, this includes debt. Part of their

It s e a s Yo gieeallchedgetailyou needn
their charactersheet. However, if you wish to
write up exta information on a separate shee

story, within the larger plotline, will be how they
handle that burden.

ea



23

Partnership or AllegianceNote any important
ties. Is the character part owner of some powerful
relic? Have they sworn fealty to a lord? Have they
promised someone protection?

Love or Desire Ah, romance! Some of the
greatest stories and most memorable characters
are driven by love. And why not? Just remember
while great loves can bring great jajey can
also cause much sorrow.

Regret List something the character privately
regrets havinglone maybe a bridge they burned,
or an opportunity lost.

Quote Something strikinghatyour character is
known for having said perhaps a boast or an
oath.

Accomplishment Something theMC has done
that they are proud oflave they saved a life?
Have they protected the underdog or defended
someoneds honor ?

Friend or Follower Someoneclose, butoutside
the party.They might do the MC a favor.

Political View. Whatever the political system of
the time and place, your character is likely to have
some opinion on the subjetitcould be as simple
as whether or not they

Enemy or HatredThrough these, characters may
provide the GM with prenade antagonists. How
generous! No one can be blamed if they leave this
spaceblankj ust dondét expect

Major PossessionUse this category for any

| arger assets not carri
such as landTheseare typically gained over
time. List details and worth. Beginning
character® consult with your GM before
determining major possessions

Family and Home Life List an important
connectionor twa. Is the character marrieor
widowed? Do they have a sibling rival? Are they
heir to a title?Descended from some infamous
villain? Can they go home if they need a place to
stay?

Religion and GodEarth has known 10,000 gods.
Ask your GM for insight into the deities of the
day. Avoid letting your own beliefs dictate your

characterodos belief system.
they are, and how worship affects their daily life.

If you are playing a priest, yomay want to
researchheir religionfor enhanced roleplay

Place Frequented.ist whae, why, and when

your character goesanywhere special For

i nstance, il have this
visiting graveyards at midnight, just to see if any
ghosts want to talk. o

mo

SECRETS: A secret can make a great addition to

your char actYyeurmashave som& st or vy
hidden agenda or a dark past. Whatever it is it

should be something thateleM agresto. The

use of secrets in the game has endless
possibilities. A few examplesllow.

- | have an unspoken attraction to one of the

support characteret borders on obsession.

- | am insanely jealous of someone close to me.

- Sometimes | hear voices that tell noe(fill in

the blank).

- | havean indescribable affinity for thfall moon

from an old family curse of lycanthropy.

- | am compelled by a geas to kill anyone who

[fill in the blank].

- As fate would have it, | was born int@r

adopted into, or married injo,a family of

assassins and thieves.

-ltwas methatstolemyami | yés j ewel s.
sl gapnptioerlost saalhrieg okthe ringagos, bishap] e .
ambassadoetc.) which | found in a brothel bed.

- | think 1 may have killed someone when |

blacked out the other night.

-l left a gathering |
cloak, byaccidentt latiie pockea t foumda y. .
- My significant other must never find out | gave

them a love potion.

eAdmontmag® &fter losirty a coasidarable fuse per s ¢
at the gambling tabée | was given a sizable loan

by a mysterious stranger who hinted at some
future favor as repayment.

- My whole family has disowned me fdfill in

theblanK). | never liked them anyway.

- | care for a strange sort of pet; | have vowed to

keep it safe and well fed.

- | can never be with the one | love because . . .

- | am a carrier of some deadtpntagia. It is
spreadonly by (fill in the blank. | know the truth

about it, but | am asymptomatic myself.

- | continually refrain from saying aloud the
things I 6m thinking. 1t s
- One of my parents is not who they seem to be.

- The gods have abandoned me for | have sinned.

ast ni
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Man is not what he thinks he is, he is what he
hides. Andre Malraux

CHARACTER QUICK -BUILD GUIDE
SOMETIMES YOU NEEDan MC quick. This
method can gt you ready to play italf an hour
It cannot teach you the whys and wherefores of
each entrylt also does not include sketching a
portrait, making up background info, or research
for historical flavor.

1. Name your character.

2. Roll for an archetype.

3. Fill in their Occupationand add associated
trade skill(on back) set at levetwo. Also at this
time see your accupation for related skills,
starting wealth (roll for and add amouninder
Wealth Carried), and awards.

4. Give thecharacte6LP.

5. Fill in their bodily characteristics as you wish
or roll for them.

6. Apply the followingstatvalues wherever you
wish; 4, 5, 5, 6, /& 8.

7. Calculate MOVE usinghe Agility modifier
and the Height, Weight, arigbdy Typetable.

8. CalculateaseATT, (SUR+STR+AGI)and fill

in DEF equal to ATT.

9. Pick anativelanguageadd toskills, andset at
level twa

10. Pick aheritageandset at level two

11.Pick a social skill and set at level two.
12.Pick 3 additional skills starting at level two.
13. List spells orsupernatural powers if used.
14. Fill in Possessions on Person (consult with
your GM when you are ready to equip your
character).

15. Assignweapoitis) andfill in combat stats

16. Equip armor anadjust DEF accordingly
17.Calculatef#fattand #lef.

18. Total up Lload from wealth, possessions,
weapons, and armor.

Your character is now ready to play.

THE CANDLEMAKERO®GS @#®UGH

You: | drop everythingand run up the street to
meet them.

GM: You meet them halfway to the house. You
see that your brother Lucian is in the muaat,
lying limp on a tarp. There is dried blood on his
neck and face.

Your brother és
calling, ifJack!
as she throws her arms around you.
You: I try to comfort her.

wi f e
Biee starts sobling r e

GM: At this time, you notice thenextdoor
neighbor Celia rushing from her house toward the
cart. You remember her for the candy she makes
and for telling you the meanirigehinda dream
you oncehadaboutjoining the army.
Celiaimmediately goes to the ctytiook
at Lucian. She seems to come to a quick
understanding of things and takes charge.
Looking at you and the
to the house you | ugs!
You: | help as best as | can.
GM: You hear Celia trying t@omfort Aylin as
you make your way to the house. You barely have
time to wonder where little Lucy is as you clear
the way and help put your brother on his pallet.
You: | ask the miners what happened.

mi n
Get

[Mustration # A13, of scene in yard]

GM: The work gang leader introduces himself
keeping hisvoicelowj | é m Br odki n. I
He f el in an old minesha
You: i Wh at was he doing i
doesndét know anything abou:
GM: The mine supervisor introduces himself
next. il 6 m F aJaekAylin canteu
to the mine sayingucian had been up to look for
the little one wondering if any of us had seen
either ofthem. Lucy brings candy and candles to
the men everyday around lunch.
You: AAnd my brother?59
GM: ANobody saw him til!]l !
this, off the main shaft down an abandoned side
hol e. o
You: AHow did
hi m?o
GM: fATherebs a side
comes and g theesThat isit Yo
stick to the maircorridoro
At this time Celia and Aylin entethe

house Cel i a says, il et her t
outUnl ess anyone can fix a

E'J‘Fkk in the dooryard. o

ou: Before | follow herout, | t el | Ayl i n,
find Lucy. IswearDonét worry. o
GM: Outside Celia questions the miners and gets
the same storyou heard They add that the rest
of the miners are presently making a -top
bottom sweep of the complex.

.Y ou p.i k. ed good day

BI%(BuSrgH Sa%:k(‘) ts \é\Fa rsda yysao. ! Al tos a

f c
f

mu s t

he get i n wi
entran

safer

somethingBut now wedél |l have to
You: Al el | do whatever | c
GM: i U she mioecs say.
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AfGood. 0 Celia goes tdheth®ol benamhdbihet heyes rol
garden wall to sit. When she picks up the doll  faint.
there you see her falter. As you watch, she drops
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[llustration # A21, Interior of a Smithy, Cornelis Beelt, 1700

TWO: OCCUPATIONS

AN OCCUPATION IS AN activity in which one spends most of their time, often for economic gain. A

personos career i s centr al

of occupationsSome of he earliest occupations are medicine man, sitggrter,mason, vintner, farmer,

to many aspects

potter, weaver, woodcarver, witch, prostitute, prophet, smith,

and carpenter.

A division of labor occurs early in history, with wome
pursuing more domestic chores and chddring and men
assuming much of the heavier, more dangerous work.
historical information included in this section is seen throu
the lens of this division of labor; however, Mythmak

welcomesamain charactesf anygender to play any occupatio

Unlike our characteristically moder
preoccupation with the psyche, t
working person of antiquity rarely
hasthe time or inclination to reflec
on an emotional response to their i
of work.

they wish.Age, caste, geography, and family are among the

other factors that determine career choices.

Certain occupations are highly regarded in all societies, while others are dévtieemhore

difficult and complex the work, the greater the status and prestige. Occupations requiring leadership

gualities, or those of religion and the occult, often enjbigher standingn society

HAIL The GUILD HALL survive are now styled as fraternal or ceremonial
organizations. Originally the idea was strength in
number s. The gui |l dos
protect its members.

Guilds are known imancienttimes in
many separate places. Their importance in
Greece was less than in Rome. After the fall of
Rome and for 500 years guilds all but disappeared
as international organizations. The return of
widespread merchant and trade guilds surged

A sequel tahe specialization of labor was that
eventually families employed in the same craft
formed clans that later grew into guilds.

Walter Duckatfrom Beggar to King
Adventures may or may not include guilds.
Guilds are generally less important to stories that
take place far from civilization, or that have little
to do with the occupations of the MCs. In some

games the influence of guilds may fall to the after the Dark AgesBut by the late Middle Ages

background. Inothers it may be the driving
reason behind the overarching conflict.

Guilds of old may be compared to
todayos | abor uni ons,

guilds

suffered internal degradation

membershippassed from fathers to sons, making
it hia\rdehfor new membehs to joi?.
gh e ew

t hat
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By the 1600s Medieval guilds were no
longer as politically or economically important.
But in their heyday, they wielded enough
influence over town and city governments to
write their own rules.

In its ideal form the guild secured higher
wages, operated democratically, and protected its
membersin its worst form a guild would neglect
the wishes of its members, suppress
journeymends wages,
funds to its leaders.

Guilds might also provide temporary
lodging, funeralsor other charity to its members.
Guilds could control markets and prices as well
as negotiate deals for members. Some guilds
dabbled in public projects, helping to build
schools, churches, or marketplaces.

The main internal divisions of a guild
were between the apprentice, journeyman, and
master. An apprenticeship might last two to seven
years. The journeyman made actual wages but did
not own his own shop. To become a master, they
had to demonstrate gredilsas judged by other
masters in their guild.

Adding or Changing Occupations

Due to the nature of Trade Skills the best time to
give a character more than one occupation is
when you are making them. However, an existing
character maylecide tochange or even add an
occupation] t 6s fine to have
skill. The Jack of All Trades and the Barbarian
are two examples of combining occupations.
Although, both of these are done during character
creation.

Perhaps your characterants to take up
a secret occupation, or they just want to increase
their capabilities. There are considerations
though.Mostly in that @prenticeship takes time.

Even an accelerated training program can
only do so much, and there would probably be a
cost. Such a situation would call for advancing
the whole game forward several months until the
character has mastered a new set of skills, or
perhaps having the chatacsit outof active play
for several sessions while the player uses
someone different.

OCCUPATIONS KEY

OCCUPATIONS ALL HAVE several common
aspects, such as an associated trade skill, related
skills, a starting amount of wealth, and some sort
of award.

Trade Skill

This is the primary skill for each occupation.
Most occupations use skills that are specifically
categorized as trade skills, but not dlhe trade
skill listed for certainoccupationgnay not be on
the main list of trade skills. For instance, the
occupatiorof Hunter has Hunt astrade skill, but

it is listed under Survival Skills. Likewise, the
Outlaw has Any Underhanded as a trade skill and

a n dhe Wauriortas IAny Combat. oper at i ng

Related Skills

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

The Big Five
Assassin, Knight, Mage, Priest/Cleric
Witch: these occupations are not

recommended for first time players. They
make great characters, and are wellvorth
Mhe \Rait, bt 8aéh hagitd own lsibse€o
rules that add additional difficulty.

For example, the Assassin is
advised to take two Hard skills, Poison
and Trapcraft, both of which direct the
player to consultthe Book of Legends.

The Knight has social and
monetary advantages that few people carn
imagine, and they require a combination
of skills above level two before earning
their title.

The Mage is required to learn
magic as is the Witch, the Cleric, and th
Priest, which means the player must
digest a whole subset of rules pertaining
to their skills before they can play.

All the above occupations are
measurably more detailed than the
others. Even though certain others may
also use magic, they have their limitations
The Exorcist, the Saint, and the Prophet
all dabble in the supernatural, but only of
a single type or spell.
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Occupation Trade Skill Related Skills  Wealth Award
Acrobat Acrobatics Athletics, Entertain 10-60S +1 skill level Evasion
Actor Disguise or Blend Charm, Beauty 10-60S +1 level Heritageor any Social Skill
Entertain
Alchemist Alchemy Thaumaturgy, 11-20G Any two rank?2 potions
Metallurgy, +1005 +1 level Heritage
Lore, Will
Ambassador Debate Charm, Analysis 51-1505 +1 level Heritage +1level any skill
+4G +1 level Language
Archer Bow or Crossbow  ArmoredDefense 40-160S +1 to AGlor STR
Avrtist Create Will, Forgery 10-40S +2G +1 level Heritage
Assassin® Sneak Attack Poison,Trapcraft, 30-120G +1 AGI, +1SUR 3 doses lethal poison
any Combat
Athlete Athletics Weaponless Comkt 10-120S +1 HEA, +1Heritagelevel,
+2G +1 MOVE
Barbarian Any Combatexcept Any Survival, 10-40G +1 STR, +1 AGI
ArmoredDefense Armorless Defens
Bard/Troubadour Entertain Charm,Lore, 20-80S +1 Heritagelevel
Create +2G
Beggar Any Charm, Cunning 12C +2S +1 any skill level
Bodyguard SingleHanded Weapo Armored Combat 10-60S +1 Combat skill level
RideDrive,
Weaponless Comb
Bounty Hunter Any Combat Hunt, Pursuit 10-80G +1 levelany Combatskill,
Crosshow +1 level any Survivaskill
Caravan Chief Commerce Leadershipany 101-2008 +1 anyskill level
Combat +8G
Counselor Local Knowledge Insight, Analysis 10-1005 +1 levelany Social skill
Law, Debate +5G +1 level Language
Dancer Dance Athletics, 10-100S +1 levelArmorlessDefense
Entertain Beauty
Dream Interpreter Insight Analysis,Channel 10-1005 +1 levelany skill
Dreaming
Eunuch Any Combat Will, Intimidate 10-1008 +1STR +1levelany Combat skill
Exorcist Theurgy Spiritual Ministry 20-1108 +1 SPI
Explorer Mapping Caving,Nautical 10-80G +1 level any two skils
any Combat + 100S
Discovery
Farmer Husbandryor Ride/Drive,Will, 20-1108 +1 any Stat
Horticulture Local Knowledge +2G
Forester Forestry Law, Horticulture 10-1005+ 4G +1 level any two skills
Gambler Insight Charm, Analysis 10-100G +1INT
Prediction
Herbalist Medicine Horticulture, 10-1008 +1 level Heritage any four tonics from
Forage +3G the Enchante@mporium
Hunter Hunt Evasion, Bow, 10-60S +1 level any Combat skill
HusbandrySneak +4G
Attack, Discovery
Wildcraft
Jack of All Trades Any two occupations Hindsight See desc. See desc.
Give Aid, Blend
Knight * Any Combat Ride/Drive, Will, 100-1000G +1STR, +1AGI or SUR, +1 level any
Leadership Combat skil] +1level Heritage
Librarian Research Analysis 10-100s8 +1 INT, +1level Language
Mage * Thaumaturgy Researchwill, 71-1705 +1 INT
Analysis Dreaming +5G
Monk/Friar Spiritual Ministry Will, Research, 1-10S+15C +1SP| +1level Language
Medicine,Hindsight
Official Govern Leadership, Local 10-60S +4G +1 level Heritage
Knowledge Law +1 level Language
Outlaw Any Underhanded Law, Blend, 10-60G +1 anylevelskill, Truth Be Told o
Intimidate Climb +100S Invisible Ink(Enchanted items)
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Philosopher Research Instruct 10-100G +1 level anyskill
Physician Medicine Anatomy, Analysis 40-70G +1 HEA, +1levelany il
Police/Sheriff Law Analysis, Insight 10-1005 +5G +1 level anytwo skills
any Combat,
Discovery
Priest/Cleric * Theurgy Spiritual Ministry, 10-40S +2G +1 SP] +1level Language
Will
Prophet Channel Analysis, Spiritual 1-1008 +1 level any Social skill
Ministry, Predictior +2G
Sailor Nautical Aquatics 30-1405 +1STR, AGlI, or HEA
any Combat
Saint Channel Spiritual Ministry 1-100G +1SPI, +1levelany skill
Shepherd Husbandry Any Combat, Will 10-80S +2G +1HEA
Spy Disguise Secret Writing, 10-100G +1 INT, +1 level any two skills,
Evasion, Steal +1 level Language
Blend, Cunning
Teacher Instruct Research, Analysis  10-1005 +4G +1INT, +1levelany Trade skill
Warrior Any Combat Athletics, any 10-80G +1 STR or AGI
Survival, Will
Witch * Theurgy or Forage Dreaming, 10-1008 +1 INT or SPI
Thaumaturgy Local Knowledge +2G
Woodsman Wildcraft or Hunt, Forage 10-1005 +1HEA, +1 SUR
Forestry Trapcraft Fish +2G

* One of the Big Five occupatio@snot recommended for firdime players.

Secret Societies
Several occupations operate on the fringeg
of society, such as the Alchemist, th¢
Outlaw, or the Witch, to namea few. They
may not be the easiest to get into, but if
can be done. Then there are those unsee
occupations, with specialized missions
and unique rituals. Their strict views on
new recruits, and just plain rarity
precludes them from many adventures.

There are secret societiescults,
clubs, orders, sects, guilds, schoglgtc.
none of which are listed in occupations
The Tea Mistress, the Knight Templar, the
Far Seer, the Freemason, th
Crystalariam all belong to rather
exclusivegroups,and all are fraught with
possibilities. See Secret Societies in th
Gamemaster Primer.

Acrobat

Trade Skill:Acrobatics

Related SkillsAthletics, Entertain
Wealth:10-60S (1d6 x10)

Award: +1 skill levelEvasion
[Al, Research]

Actor
Trade Skill: Disguise or Blend
Related Skills: Charm, Beaytntertainment

Wealth: 1660 S (1d6 x10)
Award: +1level Heritageor any Social Skill

One of the earliest actors is the mime, performing
for small audiences, offering character studies,
humor, and themes from life. In early ancient
Greece, theaters are built to present dramatic
performances. A guild of actors and musicians
form, in honor ofthe god Dionysus, calling
themselves the Dionysian Artists.

The Greeks use stately gestures, beautiful
diction, and often wear masks. The average actor
earns only a modest incomehile the top stars
make fortunes. Greek actors are esteemed
members of society, but those in Roare held
in low regard.

The Medieval world has its share of
actors. Traveling companies, or troupes, take
their shows on the roadheyspread culture and
disseminat legends as they go. &y popular
performers come to crave the limelight more than
real life. MC actors tend to benefit from a
uniquely elevated position, having friends in high
places.
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Alchemist
Trade Skill: Alchemy
Related Skills: Lore, Will, Metallurgy,

Thaumaturgy *

Wealth:11-20G (1d10+10)

Award: Any two rank 2 potions +1 level
Heritage

* Restricted to magic typBrimordial.

The origin of alchemy traces back to first century
Alexandria. From there, alchemy spreads and
flourishes in Europe well into the Middle Ages.
Its illustrious practitioners include popes and
kings, as well as Thomas Aquinas and Roger
Bacon.

Bacon accidentally makes gun powder
while attempting to make gold, although the
Chinese had already been using it for centuries.
Even Albertus Magnus, whose powers of intellect
are beyond dispute, is a fervent believer in magic
and astrology.

One of the major goals of this fledgling
science is to produce
which legend first places in the hand of Deucalion
(the Greek Noah). The stone has the power to
transmute base metals into gold. It can also
prolong life indefinitely.

A form of mystical or esoteric alchemy
gradually develops into a devotional system,

Not surprisingly, this occupation has its
share of charlatans. This fact motivates Fredrick
of Wurtzburg to keep a special dungeon for the
incarceration of those alchemists who overstate
their abilitie® ironically, it is painted in gold.
*See the Enchanted Emporium.

If the alchemist is admittedly using the chemical
process only symbolically, then why does he
work in a laboratory with crucibles and
alembics? And if, as he constantly asserts, he is
describing chemical processes, why distort them
past recognition with Isi mythological
symbolisms?

Abtala Jurain, 1732.

Ambassador
Trade Skill: Debate
Related Skills: Charm, Analysis
Wealth: 51150S (1d100 +50)%+4G
Award: +1level Heritage +1 level any skill, +1
level Language
tA Imessepgkritolothes ratpis esenbt@ congratudate e
or to make alliances, or tprotest perceived
wrongdoing. They are worldly personages,
having won the confidence of their liege through
sagacity and loyalty. They often possess superior
abilities and education.

Even the gods need ambassadors. The

focusing on manbés tr an s ®Greek dedyt Heronas id theoambassadornfar the t o
saint. The creed of t heotherlOtyimpans; kter, thet Romansgods fusdn e i ¢
al |, and all i s one. 0 TNeewyy fdrthis inportaat pdsitioa.t ever yt hin

in existence possesss@me sort of life energy.

[Hlustration # A2-3, of AmbassadorsCaption:
MCs may be called to represent their King and
country, or they may encounter an ambassador if
a Royal personage needs help with some special
matter.]

Qwvacter Asthayss 1|
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Archer

Trade Skill: Bow or Crossbow

Related Skill: Armoredefense

Wealth: 40160S (4d4 x10)

Award: +1 to AGlor STR

MCs with a military background as an archer are
a great asset to combat oriented parties.

The bow is ten thousand years old.
Prehistoric men do much of their hunting with it.
And from the beginningarrows are used in
warfare. Archers are included in nearly every
ancient army. The archer ds
iron, bronze, bone, or flint, depending on the time
and place. Arrows are often barbed or poisoned
to render them more deadly.
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Horse Archery

A notable group of archers are the
Mongols of Genghis Khan and hi
immediate successors. The Mongo
armies are almost entirely composed of
horse-archers. Besides the bow, they use
short lance, and a scimitar, or a halberg
with a hook for dragging enemies from
their saddles. Their armor is made of
leather.

They use complex bows, made
from layers of plied horn and wood. The
-iTTci166 1 AET OAAQ
encounters, while sniping away with their
bows. They simply stay out of range o
their mail-clad enemies, bombard them
with arrows, and then advance, still firing.

Characters who aspire to this sort
of combat must first attain three skill
levels in each of the following; Ride, Bow
and either Armored Defense or
Unarmored Defense A trained horse is
also required.

The benefits and drawbacks of
this combination of skills are as follows:

I Mobility z a horse can get you to
within range of your target much
faster as well as carry you out of
EAOI 60 xAUS8

9 Surprise z enemies often do not
expect a mounted archer.

9 Pursuit z only the fastest of
enemies can get away.

9 Grief z the main drawback to
horse archery comes when your
favorite mount gets killed.

1 Costz a War Horse costs more
than a regular riding horse.

In the classical world, Eros and then
Cupid, the Greek and Roman gods of love, are the
bestknown archers. And then there is Panho
killed Achilles with an arrow through the heel.
And let us not forget the Amazons, archers all.
For character studies of archers in younger
legends, we havRobin Hood of Sherwoodnd
the Swiss peasant William Tell (who shot an
apple off the head of his son)

The military strength of ninth century
BCE Assyriais in the hands of its archers and
mounted lancers. The Romans at Carrhae suffer
defeat in 58 CEto the Parthians, due largely to
archers. Another decisive win for archers takes
placein the waningdays of theWestern Roman
Empire when the Byzantine armies of general
Belisarius rout the Gothic cavalry of the
barbaran kings. The Mongol hors@archeris also
of note, as ar¢he 14" century English archers
who slaughter the French army at Agincourt.

Artist

Trade Skill Create

Related Skik: Will, Forgery

Wealth:10-40S (1d4x10)+2G

Award: +1 level Heritage

There are many kinds of art and many kinds of
artist. The Actor, the Dancer, and tHgard are
technically considered artist though they are
listed asseparateccupations. But there are also
painters, sculptors, and mofeetheGM Primer,
AncientOccupations, Artdor more information.

Assassin

Trade Skill:Sneak Attack

Related Skilé: Poison,Trapcraft,any Combat
Wealth:30-120G (3d4X10)

Award: +1AGI, +1SUR, 3 doses lethal poison
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(Occupation notecommended for new players)
Almost without exception in all times and places,
murder has been prohibited, by religion if not by
law. And without exception, everywhere and
everywhen, -dosvellnmeedsnte die. e
Enter the Assassin.

The target of the
someone of power, someone who exgltiteir
position to suppress others, someone who uses
the law as their shield. Likewise, the assassin uses
the law as a reason to charge a small fortune.

The word assassin stems from the
Hashshashin, a group of Persian Muslims famous
for smoking hashish while doing murder and
robbery. The word assassination has mostly come
to mean the murder of a person of importance: a
public office holder, a king, a rglious leader, or
a reformist.

The reasons for assassinations range
from revenge to reward. Whether a political
enemy or an undercover lover is the target, the
aftermath can be devastating, or it can be
celebrated. After killing Julius Ceasar, Brutus
was widely seen as a hero. Aftee thissassination
of Archduke Ferdinand of Austria, the world
descended into war.

Athlete

Trade Skill:Athletics

Related Skill: Weaponless Combat

Wealth: 10120S (1d12 x10)1+2G

Award: +1 HEA, +1level Heritage +1 MOVE
Successful professional Greek and Roman
athletes earn an appreciable living/inning
earrs the victor a crown of leaves and a palm
branch, and whethey return to their city, they
are showered with privileges and immunities, and
often celebrated in statue and ver¥hey also
earn prestige and certain other benefits. It is
thought that their athletic prowess iga@d-given
gift.

[Mustration #A2-5,0f Greek Athleteg

Early Jews are offended at the building of
a gymnasium in Jerusalem, fearing it will lead the
young astray with its nude wrestling. They also
warn against public games as they are held in
honor of foreign deities.

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 GamedMC athletes
often enjoy ecertain prestigand can be sought
to train others in certain skills.

Some early superstar athletes are:
Milo of Crotond a wrestler and notorious
glutton Chionis of Spartd a long jumper and

a srenaes leonitid &f Rhodesh&konly tavelvetimé e n

Olympic winner
Gaius AppuleiusDioclesd the highest earning
Roman athlete at 36 million sesterces.

Barbarian
Trade Skill: Any Combatexcept Armored
Defense
Related Skills: Any Survival, Armorless Defense
Wealth: 1640G (1d4x10)
Award: +1 STR, +1 AGI
Being a barbarian is moran anthropological
thing than it is occupational. It is also more
broadly applicable than early uses of the word
would suggest. Our use of the term therefore
assumes a less derogatdessregional meaning
than that used by the Greeks and Romans to
identify their enemies. For our purposes a
barbarian belongs to any group of people that
have no significant cities, cultural achievements,
works of art, or literature, and who live off the fat
of the land.
Like the Jackof All Trades, barbarians
are not limited to one occupationou might have
a Barbarian/Archer,BarbariariBodyguard, é
/Bounty Hunter,é /Gambler,é /Herbalist, or
any others that make sense. Since one does not
actually apprentice to become a barbarian, the
barbarian apprentices in these other occupations.
When making your barbarian character
and assigning their secondary occupation be sure
to list both trade skills (as if they have five innate
skills instead of four). Any related skills from
either occupation should be considered. Do not
combine the wealtfrom both occupations but do
pick the higher amount. Pick up to four awards
from between the two occupations.

[ustration #A2-6,0f Barbarian]

Bard/Troubadour

Trade Skill:Entertain

Related SkillsCharm, Lore, Create
Wealth:20-80S (2d4x10) +%

Award: +1 level Heritage

There is nothing that can stop the poet. Add
melody, and poetry is lifted into the sublime. Can
an audience be blamed for surrendering to such
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beauty? Traveling musicians take their talents to
new audiences and gain a unique renown. They
spread culture, often praising but just as often
satirizing national heroes in their songs.

Acapella performancese not unknown,
but the typical bard W also play one or more
instruments during a performance. When two
bards met it is common for them to trade
compositions.

A small number of 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 of the bestnown bards are
Amergin  Gluingel from Ireland, the
MacMhuirich family from Scotland, and Taliesin
from Wales. Shakespeare was called the Bard of
Avon. A bard by any other name sert ofstill a
bard.

Jongleurs, MinstreJ]sand Troubadours
travel from court to court, to sing of the prowess
of knights and the heartbreak of loWidwe authors
of their own texts are called troubadours and
those who play the productions of others are
jongleurs. Troubadours might sing their
compositionsa capella Early minstrels are often
paid for their services with food, drink and/or
lodging, rather than monegertain families have
their own hired minstrels.

Later, trained instrumentalists and
singers become higtanking functionaries, so
revered that they are treated to differdeqgal
standards, exempt from hard work and from
taxes.Displays of acrobatic or exotic animals are
occasionallyadded to a musical performance.
Notation of rhythm begins shortly before

120CCE

Beggar

TradeSkill: Any

Related SkillsCharm, Cunning

Wealth:12C +2S

Award: +1 level any skill

The professional beggars of larger communities
detract from the truly needy. Sitting on dung
heas by the dusty road, awaiting the charitable,
they are shiftless and not the victim of actual
adversity. They feign handicaps and diseases to
attract sympathy. To drive them away without
alms, however, is forbidden in most communities
because, éegwu never kn

It is common for the MCs to encounter
beggars where they congregate, especially if they
carry gold, since the beggar has a keen nose for
concealed richedzor MCs who start as beggars
t h e nowvldeseto go but up. It can be fun to see
how far they climb.

IIIustration # A27, The Kingand e Beggar
Maid by Edmund Leightdn

Bodyguard

Trade Skill: SingleHanded Weapon
Related Skills: Armored Combat,
RideDrive

Wealth: 1060S (1d6 x10)

Award: +1level anyCombat skill

It is better to be always upon your guard, than to
suffer once. Latin Proverb

Discoyer
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Soldiers guard members of royalty and their Bounty hunters start their day looking
families, while civilian guards protect the through wanted posters and gathering info, but
wealthy and their property. Strength, height, the pursuit of fugitives can turn dangerous

agility, loyalty, bravery, and prior military quickly. It may mean traveling across borders or

service are important jotpnsiderations. into wilderness areas. It may mean breaking into
- . an outl awds waoameAllmitehout a

e B ( hope that resistance will be minimal. And then it

P s bt B ! means transporting the prisoner, or their corpse.

‘ [llustration #A2-9 of Bounty Hunter]

Caravan Chief

Trade Skill: Commerce

Related SkillsLeadershipany Combat

Wealth: 103200S (1d100 +100}#+8G
| Award: +1level anyskill
| Caravans carry quantities of goods between
| populations. A caravan leader is given an
! allowance for contingencies when the journey
| begins. At the end of the trip, they give an account

of their expenses.

Alexandria is the trendsetter to the
knownworld in the later Biblical times, proudly
creatingthe style of the day, and then exporting it
by caravan in the form of luxury goods.

Hauptmarand bodygudrdétvith Ahlspiéss

Bounty Hunter

Trade Skill:Any Combat

Related Skills: HuntPursuit

Wealth: 1080G (1d8 x10)

Award: +1 level any Combakill, and +1 level
any Survivalskill

One of the first mentions of lmounty was when
the Amphictyonic League offered a price for the
Greek Ephialtex.480BCE, having to do with
helping the Persians circumvent the Greek army
at Thermopylae. One of the first mentions of a
bounty hunter by name was Charietto ¢.363CE.
He worked for the Romans.

For most of history bounty hunteese
rare, until later in Medieval times. Iceland took
the idea to the extreme when it decreed that every
citizen had the right to kill certain criminals, take
their money and possessions, and burn their
house. Papers from ®2entury 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.




35

Travelers and merchants do well to travel
together for protection. The caravan chief has the
experience for dealing with predators, both
animal and human. The bulkier the load the more
drivers they will hire. The more expensive the
cargo and the more damgas the road the more
guards they will hire.

Counselor

Trade Skill: LocaKnowledge

Related Skills: Insight, Analysisaw, Debate
Wealth: 10100G (1d10 x104+5G

Award: +1 level any Social Skill +1 level
Language

These courtly officials serve as advisers to
royalty. A king might even choose one of their
advisors to rule in their absence while off to war.
Many are oldersome are wiser. Often, they are
worldly aristocrats possessingtellect, grace,
and a winning personality. The great Greek
counselor, Nestorserves as a model for this
valuable position.

Counselors sometimes find themselves in
the strangest of positions dealing with the whims
of their liege. Royals seeking communication
with MCs would typically do so through a
counselor. MCs will typically meet a royal
advisor prior to, or in lieu of, meeting actual
members of the royal family.

Let no man presume to give advice to others that
has not first given good counsel to himself.

Seneca

Dancer

Trade Skill:Dance

Related SkillsAthletics Entertain Beauty

Wealth: 10100S (1d10 x10)

Award: +1 levelArmorlessDefense

Dance probably originated as a rhythmic
procession around a shrine or altar. Among all
peoples from primitive to modern, music,
dancing, singing, and the beat of a drum awakens
some inner sparigeverabld gods and goddesses
hold domain over dancing.

Rulers commonly employ dancers.
Women dance to welcome the victorious soldier
home from battle. Seers sometimes dance to stoke
the spiritual fl ame.
just one form of public dance.

Maidens of old perform a thanksgiving
dance for a successful sea crossing. féalikcing
and singing are popular during festivals.
Wedding guests are dubound to dance in honor
of the bride.

Danceramaybe foundhanging out in the
oddestsacial situations. Suclevents are often
interesting, i dompanythenf o r
for the company they keep, and for the rumors
they gather

Dream Interpreter

Trade Skill:Insight

Related Skills: AnalysisChannel Dreaming
Wealth: 10100S (1d10 x10)

Award: +1level anyskill

Genuine practitioners of this occupation often
wield some supernatural ability like certain
divination spells.tb sasy to understand why the
ancients view dreams as supernatural
communicationd man is still baffled bythe
origin of his dreams. & alsoeasy to understand
the rise of specialists who claim et their
meaning. This skill is usuallyell rewarded with
fees or presents.

The Egyptians and Babylonians are
preoccupied with dreams and use many such
interpreters. Hebr ewbs
communications with the supernatural.

The relationship between prophecy and
dreams creates a link between man and spirit,

communication with the Divine is thought to be
superior. Also superior are dreams meant for the
benefit of all, rather than fahe individual.
Ancient sages
who goes to bed in a cheerful mood will have a
good dream. 0 Al t hough,

t h

reg

T h &thoggh @ r waking i reyglation pihroyigh edgegti o n 6

generally

a n
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generally thought of as better than a good one, for emperors Claudius, Nero, and Titus kept many
it leads one taepentance. Always however, a political eunuchs.
minority regards dreams as mere vanity, saying, Castration is practiced in Assyria in the
Aidreams neither hel p n eecondhnallermiund BE anpdeparatiom forlsgle a
sixtieth portion of ev eintysladeryara as punshment forerimes. By the
The average person is not encouraged to third centuryCE, a sect of eunuchs, the Valesi,
interpret their own dreams. Early Jerusalem castrated themselves believing that it served the
supports two dozen interpreters, each thought to Lord. On the other hand, Jews in Biblical times
offer a different explanation than those of their  forbid the practice. It is considered a sin by the
colleagues, not that this lessens their popularity.  Talmud to emasculate a human being since the
victim is deprived the oppartn i ty t o Obe f |

and multiplyo.
The Dream Job
The dream interpreter operates as follows. Exorcist
Clients bring their dreams, attempting to Trade Skill:Theurgy
reconstruct the dream as fully as possible Related Skill:Spiritual Ministry
The interpreter may ask for, and the Weallth: 260110G (1d10 +1 x10)
dreamers must supply, information about Award: +1 SPI
themselves. The interpreter may or mayj *Restricedto singlemagic type Celestial
not employ magical incantations or When the Devil, or a demon, or evil spirit takes
£1 1 OOEOEAO Ol OAIT 1 control of someone, the persorpsssessedrhe
behind the dream. The explanation of 3 individual may exhibit extraordinary strength,
dream will supposedly be fulfilled, and so, speak dead languages, reveal horrific secrets,
to many it seems prudent to offer the experience convulsions, commit crimes or lewd
interpreter gifts, hoping for a favorable acts, hurl curses, or lie. Isome cases the
answer. possessed dies or kills someone.

In a number of cases the possession

extends into taking control of nearby inanimate
objects. Things levitate and fly around in the air.
A room or an entire building may become
affected.

The exorcistds task is
force, and free the victim from further torment.
To do this they must first determine the actual
presence of evil and rule out any other causes,
such as madness or some physical disorder. Some
so-called possessns are actually cases of
enchantment by sorcerers using spells to control
the victim.

Many religions, but most notably
A Eunuchos Dr eam Christianity, have had to develop ceremonies to
exorcise various entities. The Roman Catholics

Eunuch established the office oéxorcist in 200CE.
Trade Skill: Any Combat Priests can perform the rituals if the bishop gives
Related SkillsWill, Intimidate permission.

Wealth: 10100S (1d10 x10) The ceremony involves blessings,
Award: +1 STR,+1 levelany Combat skill prayers, baptism, and holy water or oil. See

Eunuchs generally are associated with harems Spells, Banish, and Exorcize. Also see Demon in

and polygamy. In ancient times however, the Ark of Mythic Creatures.
eunuchs serve as bodyguards, generals, and

admirals. They are employed in the Middle East  Explorer

and East as harem officials, confidential aides, Trade Skill:Mapping

and political advisers to rulersThe Roman Related SkillsNautical any CombatDiscovery
Caving
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Wealth:10-80G (1d8x10) +100S

Award: +1 level any two skilb

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 tradeoutes. Some seek
adventure, some a new life. 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
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 great explorers of the Dark
Ages, culminating in the great discoveries of Eric
the Red and Leif Ericsson. Ibn Battuta and Marco
Polo are good examples from the High Medieval
period. The 1400s and 1500s see a substantial
increase in explotan with such names as Cabot,
Columbus, de Gama, Diaz, Drak®lagellan
Pizarro, Raleigh, and Vespucci.

Farmer

Trade Skill:Husbandry or Horticulture

Related Skills: Will, Local Knowledge
Ride/Drive

Wealth: 20110S (1d10 +1 x10}#2G

Award: +1 anyStat

Farming is one of the oldestccupations. The
farmer typically lives in a village near their field.
Such villages are quite empty during the day
since most ablbodied persons are out working
the fields. Even by night, many are befound
protecting the crops.

Palestine is one of the first agricultural
centers of the world, as early as 7500Bt a
long slow revolution, farmers have nearly
conquered the world, displacing huntgtherers,
or converting them, wherever farming is feasible.

Important farm flocks are goats and
sheep for their meat, milk, and fleeces. Other
domesticated animals include the camel, donkey,
dog, goat, sheep, swine, ox, horse, dove, mule,
goose, pigeon, and other poultry. Beekeeping is
not practiced until the mi€ifth century BCE.

Owners and slaves, women and men, and
children to@ all but the ricld work hard from
dawn to dusk. The farmer must toil unremittingly,
and is often the victim of marauders, or nature.

He nevertheless loves his plot of land and clings
to it.

Early farmers useflowing springs,
cisterns, and creeks for artificial irrigation,
especially for vegetable gardens and vineyards.
Where necessary, farmers resort to terracing to
extend the arable land.

Popular crops besides grains (depending
on the time and place)include alliums and
various other root crops, flax, cotton, gourds,
legumes, lettuce, cucumbers, celery, cabbage,
melons, and various herbs and spices.

The Farm Day

The sharecropper of antiquity rises early
to plow or sow. He fertilizes the soil with
manure from his animals. He reaps his
crop (probably wheat, or barley) with a
short-handled sickle. The farmer binds
his sheaves into bundles, which he ther
carts, to the threshing floor. There he
beats the ripe grains with a staff or a flail.
(The same tool also makes a fine

weapon.) The farmer winnows the grain
by tossing it into the wind. It is then sifted,
stored, and later transported by caravan
to market.

Wealthy families employ farmhands,
some of whom receive wages and maintenance,
and others who receive room and board only.
They work six long days a week, and rest on the
Sabbath. Other than during periods of crop failure
or war, the farmhand probably saand lives
better than most city dwellers. Many are young
and outgoing. It is a wonder how many old stories
tell of these youths going straight from the farm
to a life of adventure.
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Forester

Trade Skill: Forestry

Related Skills: LawHorticulture

Wealth: 10100S (1d10 x10) + &

Award: +1 level any two skills

The vast wild tracts of woodland that cover most
of the ancient world are carved up and cut down
little by little over the centuries. Eventually as the
Middle Ages tick away, royalty claims more
authority over woodland tracts. Thus, the position
of foreste is created, with the power to enforce
the kingods | aws.

[HNustration #A2-14, of Medieval Forest from
the Book of Hunting by Gaston Phoelus

A forester engages in custodial duties,
logging, law enforcement, and fire prevention.
The best of thendevelopa knack for catching
poachers and other such law breakers. The forest
is also patrolled and protected by a number of
guards from the kingbs

MCs are likely to meet a forester in the
wild if they spend much time there. They have a
knack for showing up gtistthe right moment if
a party igpoachingor otherwisebreaking the law.

Gambler

Trade Skill:Insight

Related SkillsCharm, AnalysisPrediction

Wealth: 16100G (1d10 x10)

Award: +1 INT

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 habitual gambler is often considered
unfit as any kind of witness.

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 legal,
and based on the old
out ofthy lipsthos hal t observe

The casting of lots is used to discern
divine will, to divide an inheritance, to detect
culprits or to settle arguments. Several gods from
around the world are there for the gambler to call
upon for luck Occasionally their prayers are
answered. However, it is as often the devil who
hears their desperate pleas, and he finds many a
gambl er6s soul an easy

S a
a

Early Games of Chance
It seems that some form of gambling of
another has been practiced since beforg
ancient times. The casino of today is thé
result of thousands of years of evolution.
In the long view the gambler is the victim
(as the law of large numbers bears out)
Only the ganbling house wins in the end.
When talking about the different
games of chance, remember that if the
e oy o D e e P S
I —d—AT-6 & PIAU8—11d
occur outside the casino where there is ng
OETl OOA AOOG S8
Of the numerous gambling games
of olden days several examples follow:
Wei-qgi or Go-from China, as early as the
4t century BCE. A tweplayer game of
strategy played on a checkered board.
Dice-from Rome. Gambling was commor
and donhé m Guch public places as the
Circus Maximus and the Colosseum. On
of the most popular games was dice.
Senet-from Egypt, 5000 Years ago
Games of chance were popular along th
Nile, and some were featured in religious
OES6OGAT O6— AT AA—06KAA—
Senet used dice to move pieces around
board.

¢

Herbalist

Trade Skill:Medicine

Related SkillsHorticulture, Forage
Wealth: 160100S (1d10 x101+3G
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Award: +1 level Heritage any four tonics from a means of providing for
the Enchanted Emporium hunting is a substitute for warfare.

Techniques to bag animals and fowl
The MC with a background in herbalism is often  vary, including the use of pitfalls, net traps, bow
welcome in a party of adventurers. Able to and arrow, sling, snare, spear, and club. The
concoct and administer cures tailored to the battue method from ancient times is when a large

situation, these healers tend to gatidheir own group forms a cordon, shouting, and pounding
supplies. sticks and drums, therebydtitening their quarry

Herbal healing has hundreds of cures, into a box canyon, a set of nets, or a pit.
including lavender for coughs, lemon balm for Main characters with a background in
the stomach, periwinkle for the skiandbetony hunting bring several worthy talents to the party.
for insomnia and to prevent nightmares. With  The economic importance of hunting declines as
each herb goes an agkl charm. city life, agriculture, and trade develops.

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 B
poultices to the wounds of his li@lvs.

The industrious herbalist can create any
two tonics each day This requires a place to
prepare them, several hours without interruption,

, . : P = :

and the ingredients needed. $eesons &Power S s . E——
Plantsin the Enchanted Emporium. Colombe] DianaReturningFrom The Hunt
[llustration # A215, 12" century. Miniature ATo Diana,
from Med & Herbal Collectio. Lovely Goddess of the bow!

Lovely Goddess of the arrows!
Hunter Of all hounds and all hunting
TradeSkill: Hunt Thou who wakest in starry heaven
Related Skills:Sneak Attack Discovery, Bow, When the sun is sunk in slumber.
Wildcraft, Evasion, Husbandry * Thou withmoon upon thy forehead.
Wealth: 1060S (1d6 x10)+4G Who the chase by night preferrest
Award: +1 level any Combat skill Unto hunting in the daylight,
* See Hunting Animals with Animals below. With the nymphs unto the music

While many persons hunt for pleasure in  Of the hor thyself the huntress,
antiquity, just as many engage in hunting as a And most powerful: | pray thee
vocation, or to supplement their food supply. The  Think, although but for an instant,
Egyptian and Assyrian nobles and kings are fond YPon us who pray unto thee
of hunting. The Egyptians make use of dogs. The From Charles Godfrey Lelan
Mesopotamians hunt feport, taking wild beasts of the Witches
such as bear and lions.
Nimrod is called, i a mi ghty hunter
before the Lord Esau i s a,amdunning hunter
Ishmael too. Samson and David are renowned for
slaying dangerous animaldany Medieval lords
see hunting as their exclusive privilege, and the
forest as their private preserve. Much more than
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Hunting Animals with Animals
Two popular forms of the sport are
falconry and hunting with trained dogs.
Both require the skill of Husbandry.

Dogs are symbols of domesticity,
whereas the falcon represents violence
and savagery. Thus, the hunt is a symboli
rite. It showcases the opposition between
inner and outer, carnal and spiritual, good
and evil, man and woman, earth and sky.

Hunts with dogs take place in the
forest on horseback and so require the
skill Ride.4 EA EOT OA0O8 0 EI
different stages of the hunt. Whether deer
or boar, the quarry is run to exhaustion
and killed by spear or sword.

Jack of All Trades

Trade Skill:any two occupations

Related Skils: Hindsight Give Aid, Blend
Wealth:See below

Award: See below

This is for the character that wants twedlittle of
this and a little of that. Historical examples of the
Jack ofAll Tradesare few because the term was
first associated with commoners who dabbled in
several skills.

This is an occupation that defies
explanation. It takes a certain fluidity and
expansiveness of thought to combine two or more
occupations into one. A Jadf All Trades may
seem to have read the encyclopedia. They may
seem to flow through social barriers that keep
others in their place. They are each uniquely
interesting, nevertheless there are certain
characteristics that all share, starting with always
being busy. Another common factor is the
limitation that they can never attain the sixth level
in any ill.

To make a Jackf All Trades character,
pick two occupations to practice (Not including
Witch, Knight, Assassin, Mage, or Priesthis
effectively gives them a total of five innate skills.
List the trade skills from both occupations as well
as any related skills you want. You must pick at
least one skill from each skill type. List
whichever is the lower starting wealth between
the two occupations. List your pick of up to four
awards from bieveen the two occupations.

Knight

Trade Skill: Any Combat

Related SkillsRide/Drive, Will, Leadership
Wealth: 1@-1000G (1d10x1@®)

Award: +1 level any Combat skill +1 level
Heritage,+1 STR +1AGI or SUR

(Occupation not recommended for new players)
The knight n shining armor, with his lance and
sword, rules the battlefield from about TH
until about 1400. Infantry troops are reduced to
hangerson.

Knights emerge in response to the super
destructive horseaids made by the Saxons,
Hungarians, Huns, and Goths, who in their turn,
sweep across the European continent. The first
knights, vassals of the Carolingian kings, are
simply those who can afford aor s e
barding.

The knightly class of the late Middle
Ages is marked by its constant struggle to throw
off religious models and to live by its own system
of values. Knights in their various brotherhoods
structure themselves as a spiritual family.

Knightly Symbology

To expand upon thereligious symbolism
of knighthood, their very armor and
weapons symbolize the seven Christiarn
virtues. The helm represents hope, the
shield faith, the lance charity, the coat of
mail prudence, the gloves justice, the
sword fortitude, and the spurs
temperance.

Before the code of chivalry most
European noblemen are ruthless cutthroats. Their
grandfathers had been knighted in an age when
lords and kings, pressed hard by invaders,
knighted any ruffian with a horse.

and
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The practice of dubbing, by which a
squire becomes a knight, compares with baptism.
The aspiring knight fasts, bathes to symbolize
purification, and undertakes a prayer vigil. The
dubbing ceremony includes the bestowing of
proper weapons, followed by a symbolic

The most famousnights that quest for
the Grail are twelve in number, like the apostles.
Thus, King Arthuros
evocative of the last supper.

With the advent of artillery and its
growing military usefulness, chivalry and rituals

decapitation. The aspirant then demonstrates his falter, and as time goes by the knightly class

strength and skil!l by
A pledge of allegiance to his lord follows and the
ceremony ends, often with a tournament and
banquet.

Tales of the knightly class become quite
popular in their own time. A new genre of heroic
literature arises in response. These stories of
heroism and unrequited love not only resonate
across class groups, they create a living
mythography. Stories are ré&mil publicly by
jongleurs and troubadours. Clerics of course
decry such literature as vulgar compared to
scholarly Latin. Unguestionably, the Church
views the whole thing as an affront to both its
monopoly on public speaking, and its very
teachings.

Kiss Good Knight

As a sign of equality and unity, kisses ar¢
exchanged between overlords and vassals
knights, parishioners, priests, and others.
Many a ceremony ends with a traditional
kiss on the mouth, whether knighting a
squire, ordaining a priest, swearing an
oath of homage, or settling royal disputes
And although these kisses are relatively
prolonged, woe beto he who would open
his lips on such an occasion. These ritug
kisses alas disappear during the
Renaissance, except in some Eastel
European countries.

Consequently perhaps, one of the most
popular heroic themes is also one of the most
subversive, that of the Grail quest. Tracing its
origin to the time of
references Joseph of Arimathea, who removed
Christds bosky from the

Aquestingk ni ght 6s ul ti
to recover the Grail, or cup, which Joseph used to
catch Christébés | ast
the Grail ranges far and wide and fuels an
incredibly prolific cycle of literature during the
twelfth and thirteenth centies.

Ofades. t i ng o
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Librarian
Trade Skill:Research
Related Skill:Analysis
Wealth: 10100S (1d10 x10)
Award: +1 INT, +1 level Language
This profession is almost as old as the written
word. The earliest known library catalogue dates
from about 3500 BE Sumeria. In 2700 BE,
King Dedkere Isesi has an archival library and a
librarian. By 2000 BE there are millions of
written tablets dealing with the subjects of
religion, medicine, and history. Thutmose Il has
a large palace library in the fifteenth century
BCE

Most of the ancient cities of the Near East
have book collections. Abstracts of archives are
engraved on Egyptian walls. By 1300 B&ere
are libraries and librarians in almost every
temple, palace, and record office. Ptolemy
Philadelphus of Alexandria keeps an enormous
library during the fourth century BE; with
thousands of books available to scholars.

Library collections make their way
North andWest as Europe civilizes itselflost
cities and monasteries have passable libraries.
Curious MCs may consult such sources for clues
to current conundrum®epending on the lots
access may depend on social standing or other
cions.

-.HJ_.'L‘_
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Mage

Trade Skill: Thaumaturgy

Related Skills: Research, AnalysisWill,
Dreaming

Wealth: 72170S (1d100 +701+5G

Award: +1 INT

(Occupation not recommended for new players)
Thaumaturgys practiced by the third millennium
BCE in Mesopotamia. The magic of the ancients
is largely thought of as two types: black and
white. Sacalled black magic typically involves
incantations, curses, and bargains with evil spirits
to harm oneds enemies.
aid of hidden powes, blessings, and wards
against black magic.

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 almostesistible desire to consult
with the dead through their services. But, for all
the different ways of using magic it is important
to remember that, at its source, it is simply
energy, and pure.

Early Egyptian sorcerers form a class of
royal magicians, in the service of the royal
family. These prieslike scholars of the temples
are required to be of unblemished appearance.
They study the art of thelouse of Life which
requires long periods of preparation. Before the
completion of their training, they must learn the
traditions and ceremonies of sorcery and to recite
the proper spell for every occasion.

Incantations and movements of the body
are coordinated to powerful effecthe spoken
word is the most common mode of witchcratft,

&id untversaliy thgughtto ¢amyiritless @@vert h e

Elemental ingredients are also importa®mne
method of telling the future involves inspecting
the livers of sacrificial animals. Clay models of
livers are made as teaching tools, with the omens
to be watched for inscribed upon them.

When the power of two or more mages is
combined, it is an awesome spectacle indéed.
caster with the skill Give Aid can help another
caster by adding points to their skill check. Also,
the creation of many of the greatest enchanted
itemsis a team effort.

A powerful mage is invincible during
certain conjunctions of time, place, and
condition. The training, however, is arduous and
sometimes fatal. Many are broken on the path.

The word fAwizardo
wise. Early wizards embody knowledge. Magic
flows through their bodies like bloodhey 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 dewen
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 thatovertime, 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 depasthe 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.

me a n ¢

har nes
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Magic by the Book

Sorcery is a demanding vocation requiring
considerable knowledge and long study
The Babylonian Talmud expounds on the
gamut of magic. The Book of Enoch revea
Ei—0OE A~ AICAI=660A

and the uses of healing plants to the
daughters of men. The Book of Tobi
details the use of hearts, livers, and ga
bladders as effectie vehicles of magicSee
the Library of Lost Booksin the Book of

Legendsfor more info.

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 there for casting spells.
The ringsalso act as a sort of invisible armor,
giving a combat defense bonus.

Monk /Friar

Trade Skill:Spiritual Ministry
Related Skils: Will, Research,
Medicine

Wealth:1-10S (1d10), +1%
Award: +1SPI +1level Language
Monks first appear at the beginning of
Christianization. These quiet men dreshaibits
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.

Hindsight

network of monasteries and cathedrals spreads
over the face of Europe.

The church becomes rich, and the hills
are crowned with monastic watchtowers. While
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
seigniorial class. They also come to play a vital
role in keeping harmonpetween the orders of
society.

Over time, monks organize into orders
that generally complement rather than oppose
each other. There are the Benedictines, or black
monks, which refers to the color they wear. The
Dominicans wear a white robe and a black cape.
The Franciscans wear a browabit tied with a
thrice knotted cord. The Carmelites, or White
Friars, wear a black robe and white cape.

The Benedictines areontemplative and
scholarly. They are involved in education and
missionary work. The Dominicans are traveling
preachers who combat heresies. The Franciscans
emphasize mendacity, respect for life,
compassion, and joyful service. The Carmelites
are known fotheir austerity, abstinence, vows of
silence, and hermetic seclusion.

During the Carolingian period Canons
are introduced to aid bishops. Like monks, they
end up branching into various orders, however
they differ from monks in that they are assigned
missions and are allowed individual possessions.
The canons of Saint Victalevote themselves to
teaching, as do the Norbertines. The Hospitaller
canons give care to pilgrims and the sick, working
alongside the Templar Knights in the Holy Land.
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Official

Trade Skill: Govern

Related Skik: Leadership, LocaKnowledge
Law

Wealth: 1060S (1d6) + 45

Award: +1level Heritage +1 level Language
There are many kinds of official positions from
Census Taker to Customs Clerk. See GM
Primer, OccupationsRoyalty and Government
for more info.

Outlaw

Trade Skill:any Underhandedkill

Related Skil: Law, Blend, IntimidateClimb
Wealth: 1060G (1d6 x10) +1005

Award: +1 level any skill Truth Be Told or
Invisible Ink, See Enchantdemporium

Outlaws are a varied lot, but one trait they
typically share is theft. Some limit their take to
minor items from small time burgling. Others
seek ever larger hauls, working their courage up
for the big heist they can retire on.

Though the prophets denounce thievery,
and the law punishes it, robbers flourisiise
householders bolt their doors from dusk til dawn.
In the days of the lonely road, robbers lurk behind
every bush to despoil the unlucky wayfarer.

The thievesd guil d,
artisan guilds is a sersecret affiliation of shady
characters, (or nonconformists, as they would call
themselves). This rebel attitude may be their best
trait in a pinch. It can also be their undoing, as
groups @ thieves tend to splinter and work at
odds with each other.

There is no definitive model for a
thievesd guild other t

[lllustration # A221, of Thieves]

Philosopher

Trade Skill: Research

Related Skill: Instruct

Wealth: 16100G (1d10 x10)

Award: +1 level anskill

Do not all charms fly, At the mere touch of cold

philosophy? Keats

Greek and Roman philosophers typically charge

for their lectures. Their discussions embrace

almost all that is known. Their goal is to find

some meaning and reason in the universe.
Ancient philosophers differ in their

actions and beliefs, but they generally deny the

providence of God. Some lead lives of the highest

moral and ethical standardshile others plumb

the depths of selhdulgent pleasures.

Philosophers are often found as Hwve

companions, teachers, and spiritual guides to the

rich. Some travel, carrying their wisdom to the

masses.

Physician
Trade Skill:Medicine
Related SkillsAnatomy, Analysis
Wemlth:i4876G (1d4 8 x1)a n y
Award: +1 HEA +1levelanyskill
Doctors in ancient Egypt are so highly esteemed
that they are sometimes deified. Take Imhotep for
example, physician to King Zoser around 3000
BCE. Temples are erected to praise him.

Early doctors may possess basic surgical
skills, but an indepth knowledge of anatomy is

ot her

Haaking. Thb aédical jractices oththenapaent a n d

adapt as needed to stay ahead of the law. The Egyptian are pseudmagical in nature. Their

brains of the operation will have several
contingency plansagainst mutiny or police
actions and safe places to retreat to if things get
too Ohot 6.

They are at once the life of the black
market, scourge of the rich, and job security for
the sheriff. They operate apart from the status
quo, distrusting saalled authority.

They guard their trade secrets jealously,
for safetyds sake and
their specific skills need not be used exclusively
for nefarious end€Goodhearted MCs have been
known to make great use of these skilk.it
wrong to know the arts of locksmithing; of trap
setting; of the quick kill?But, for those who
abuse thdéaws of the king, the GM has the long
arm of the law.

earliest physicians are often temple priests who
deal principally with diet and hygienklany also
serve as apothecaries and/or embalmers.

They prescribe such drugs as alum, cedar
oi |, honey, sal t,
oil of chamomile, and the liver, brains, heart, and
blood of different animals. They use emetics,
potions, ointments, and poultices.

Considerable progress is made in

f Mesopojamib, absue 20@CE withythe sukdicalve v e r

procedures outlined in the code of Hammurabi.
Hundreds of different drugs are listed, though
diseases are thought to be caused by demons.
Healing can only follow a therapy of incantation
and exorcism.

As medicine moves slowly away from
the magical to the zoological, botanical, and

sul phate
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mineralogical cures, it grows to include more
than just bone setting, castration, and
circumcision A list of early drugs includes castor

oil, mandrake, henbane, myrrh, mint, poppy, and
turpentine.

Over time the field divides toinclude
general practitioners, mental therapists, dentists,
internists, oculists, gynecologists, surgeons, and
obstetricians. Sleeping potions are used as
anesthesia: artificial teeth are made of silver,
gold, or wood; bleeding is done by cupping and
leeches; aththe Caesarean operation comes into
practice.

Occasionally physicians are sought to
testify in criminal cases, or to supervise the
administration of corporal punishment. Cities are
obligated to have at least one physician. To
practice without a license becomes less common
as time passes.

Attitudes

toward physicians
reflecting a belief that many are careless,
occasionally harming or killing their patients by
mistake. They can also be irreligious and
sometimes refuse to serve the poor. Their
apprentice often accompanies them on rounds

vary,

Police Officer/Sheriff

Trade Skill: Law

Related Skills: Analysisinsight any Combat,
Discovery

Wealth: 10100S (1d10 x10+5G

Award: +1 level any two skills

Police officers maintain morality and public
safety, as well as enforce the decisions of the
courts, including issuing proclamations,
especially in war times. The judicial department
chief has authority over the police.

Guards patrol the city at night and waylay
any suspicious persons. A captaitrok with a
lantern to check on his watchmen. If he finds one
asleep, he is apt to set his garments afire and then
beat out the flames with his staff.

Armed mounted guards maintain order
in the suburbs.Special officers administer
corporal punishment to law breakerSome
supervise measures amikights and regulate
markets Otherssupervise the dispensingafns

Sometimes thesheriff is theonly law
officer around for miles, in country setting3ne
qualification is a good reputation. They can often
assign limited deputorial duties in times of need.
Sheriffs are associated with rural areas; their
citified counterparts are called captains; and over
them both presides a regional chief of police.

[Expand on deputies]
[llustration #A2-23, of Sherrif]

Priest/Cleric

Trade Skill:Theurgy

Related SkillsSpiritual Ministry, Will

Wealth: 1040S (1d4 x10) +%

Award: +1 SP]+1 level Language

(Occupation not recommended for new players)
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 ©priestos role and fun
substantially over the centuries. Early priests and
priesesses have the duty of caring for and
guarding their godds sanct

They consult oracles. They support themselves
by 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
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at shrines. The consecration ritual of a high priest
typically includes the vesting of robes, the
anointment with oil of various parts of their body,
much bathing, and maybe, a ceremonial
sprinkling with blood for good measure.

[HNustration #A2-24, of Priestesg

They blow the holy trumpet, as an alarm
against spiritual or material threats, to announce
the new moon, at feasts, and on the Day of
Atonement. Priests also participate in battles as
army chaplains, ministering to the wounded, and
bolstering morale. Thegiso have some say in the
final affairs of sufferers of leprosy, plague, and
blight, meanwhile performing the required
rituals.

The Sacrifice

The duties of early priests include the
offering of live sacrifices. This means
OAEET C OEA rAdkibgi aAfited
%O E-EI-C=O-E-A—0Of A E
legs; collecting the blood and sprinkling
it on the altar; placing the pieces off
offering upon the fire, along with the
memorials of other offerings; and finally,
removing the ashes. This keeps then
busy during festivals when hundreds or
thousands of pilgrims bring oblations
and sacrifices.

Priests are generally forbidden much,
depending on their god: forbidden to mourn their
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 eimishes are often barred
from serving in theemple.

Some priests become so influential that
they can sway king®r depose and replace them.
Across the ancient worddin Egypt, Phoenicia,
Assyria, Greece, and beyahdhe priesthood
becomes a hereditary office, accruing privileges
and responsibilities over generations and 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 priestdés arsenal of
by a heartfeltonnection to their deity. Their form
of magic is called theurgy. It is worked through
spirituality and intuition.

S

Since theurgy involves operations and
rituals that channel the essence of transcendental
power s, the theurgistos
their soul with The Divine. To that end they work
6l i ke with I|ikebd, mat er i
spiritually throwgh fasting, prayer, initiation,
meditation, and imitating one of the supreme
gods or goddesses.

Theurgy is found in the philosophies of
Neoplatonism, paganism, Esoteric Christianity,
The Kabbalah, Rosicrucianism, Theosophy, and
even Alchemy. The Hermetic Order of the
Golden Dawn also teaches a form tbéurgy,
among other things.

Theurgic magic is similar to
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 wiko
to say.Part of the difference between magics,
whether by Theurgy or Thaumaturgy is seen in
the magic types allowed to the user.

You may consider doing some outside
research when c¢hoAdartng
with some of the morevell-known deities with
details about their particular sect and archetype,
as well as the era and area of their influence is
foundin ChapterFive of the GM Primer.

ul
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ANo opponents fight mor e |
death than warring religio
Brian Branston, The Lost Gods of England

nAt its simplest, a rel.i
describe a group of people who all subscribe to

the same basic beliebout a god and have a
common or similar way of worshipping that god.

But in many ways that is too simplistic . . . there

are some features common to all religions, there

is enormous diversity among religions, and
sometimes within what is commonly thouxftas

one r el i gi ©hns Richards (editor),

The lllustrated Encyclopedia of World Religions

gi

Prophet

Trade Skill:Channel

Related Skills: Analysis,Spiritual Ministry,
Prediction

Wealth: £100S (1d100)+2G

Award: +1 level any Socialkill

They area spiritual leader and counselor whose
iHsﬁirlinL ?‘nsightg, rmorﬁ]'c{)u?aﬁe, &nd ethidal® f
teachings are paramount. Although they predict
future events, prophets are not mere
fortunetellers. They often speak to social,

ue
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economic, and national political affairs, but from  Saint
an ethical and spiritual angle. Trade Skill:Channel
Denouncing luxury, selindulgence, and Related Skill:Spiritual Ministry
oppression, the prophet often comes from humble Wealth: 2100G (1d100)
beginnings.They expecthat mercy, justice, and Award: +1SP]| +1 level any skill
righteousneswill rule the day They are known Many saints are simple, levanking church
to excoriate kings and the greedy for their ~memberd not bishops.Theécul t 6 of sair
transgressions. A pr o p hvigdroudy prforaoted byi th&omah Cathgplies s ar e
the religious sacrifices and rituals made by the even before the Middle Ages. Their miracles are
hypocritical and corrupt. evidence of Godos power .
With anuplifted hand, they often convey protection from the sinners of the warlgaints,
their insights through utterances of parables and as agents of the divine, fill that need.
allegories. Many also offer up written works, and
great symbolic acts. Guilds of ecstatic prophets,
soothsayers, and wonderworkers arise in ancient
times. False prophets,ho 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
See Sign.They may only use the spell type
Divination.
What a prophet does is called prophesy
(pronounced PROEBsigh), by which they make
a prophecy (pronounced PR@#see).

[A10, Add Oracle as counterpart to Prophet]
[Mustration # A225, of Prophet]

Sailor

Trade Skill:Nautical

Related SkillsAquatics any Combat

Wealth: 301405 (1d12 +2 x10)

Award: +1STR, AGI, or HEA

Their work is often hard and sometimes

dangerousOfficers 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 sgi |l orés duties i nc?ahnthg

watching for obstructigns in the water, measuring _ They heal the sore and sick! They fight

the wateros depth (.Squ(ﬂa(bdngﬁjsstay B id hell Bowed £ 27

painting riggingshaipbdsgyih e temtBdialirdl) pibrihses

deck. Their life is one of extremes, which ;e gravesites become popular. Depending on

fortunat.ely helps to prepare them for some of the the location, it could mean great risk to the
outlandish places they get to gdie owner of a pilgrim.

vessel is frequently also its captain. It follows that in the fourth century, Saint
Ambrose declares that to benefit from the healing
power of dead saints, there is no need to visit their
tomb, that physical or visual contact with some
small part of their remains is sufficient.

orge and the Dra?on
navigati on

[Al1, Expandon Ship Captain and First Mate]

[lllustration #A2-26, of Sailor]
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The resulting cultike worship of these
relics leads to saints being disinterred and their
skeletons distributed throughout Christendom: a
finger bone here, a lock of hair or a tooth there.
An international trade grows and lasts into the
eleventh century. Relics are taken frotime
Roman catacombs and other sanctuaries where
they rest. Monks and monasteries without a holy
founder are known to invent one, or to steal relics
from a neighboring monastery.

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;iSaPaul, the sword; Saint
Catherine, the wheel, and so on.

Shepherd

Trade Skill:Husbandry

Related Skillsany Combat Will

Wealth: 1080S (1d8 x10)+2G

Award: +1HEA

The shepherd is one of the most enduring
occupations. There are two basic types: nomadic,
and those more rooted in the village.

Duty to his flock demands long hours
from the shepherd and exposure to frost, wind,
and rain. He shears t
lambing ewes, and often draws and carries water.
He must protect his flock from not just the cold
and predators, but also fromkbers. Morning
and night, he alone keeps the wolves abbhis
only protection his sling and staff.

The flock remains outdoors on summer
nights, their shepherd asleep beside them. In
harsh weather, he sleeps in a crude tower or in a
tent, having gathered the flock in caves or
sheepfolds. His clothing is a sheep skin with the
wool on, and a fabric girdl with pockets for
coins, sling, and stones.

He typically wears his hair and beard
|l ong. He <carries a bag
bread, cheese, dried raisins, and olives. For
relaxation he stretches out on an inviting patch of
ground or plays his pipes.

[llustration #A2-28, of Shepherd]

Spy

Trade Skill: Disguise

Related Skills: Evasion, StedBlend, Cunning,
Secret Writing

Wealth: 10100G (1d10 x10)

Award: +1 INT, +1 level any two skills+1 level
Language

To the heads of state, spies are the thieves of

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
under mi ne molale. enemyos
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 agentswork to confuse the
enemy.

The examples of spies throughout the
agesare many\sun Tzubs writ.i
influence modern spying 2400 years later.
Egypt ds pharaohs rel i
intelligence. The bible tells of Hebrew spies in the
story of Rahab. The Greeks and Romans used
spies, as have many since. Two of thdiestr
agents we know by name are Chrisopher
Marlowe and Francis Walsingham, both working
for Queen Elizabeth | of England.

Spies almost never wear the uniform of
their own country And they almost always, if
caught die for their country, whether by suicide

loreby thehneasey 8 despite aHe ,dangers dnsl

isolation some become double agents.

MCs may come into contact with spies
since they too often work on behalf of the state.
MCs who become spies must gain the trust of
their employer and enter a contract.

[Mustration #A2-29 0f Spy]

Teacher

Trade Skill:Instruct

Related SkillsResearch, Analysis
Wealth:10-100S (1d10 x 10) +&

Award: +1INT, +1 level any Trade skill
Pwfessidbnal sea&chees ramdhooldexist privr td o
the third millennium BE. School texts from
2500 BCE reveal knowledge of botany, geology,
mineralogy, and math. Classes last from sunrise
to sunset, and discipline is always strict. Literary

ngs

ed

od:

(O
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works of the past are copied and studied by the
students.

The Hebrews view education as a
lifelong process and their reverence for teachers
is unsurpassed. The teacher sits on a raised
platform surrounded by a semicircle of his
students. Oral instruction is given on subjects
such as arithmetic, anatomy, astroyonand
history.

The Talmud obligates a father to teach
his son a trade. Since parents vary greatly in their
effectiveness as teachers, and children in their
aptitude for learning, instruction at secondary and
higher levels is preferable for young persons of
ability. The frst elementary school teachers are
paid by the parents. They are exempt from paying
taxes. Pupils write passages from sacred scrolls
on small wooden tablets covered with wax.

Warrior

Trade Skill:Any Combat

Related SkillsAny Survival Will, Athletics
Wealth: 1080G (1d8 x10)

Award: +1 STR or AGI

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

War evolves from one battle to the next:
its tactics, its rules, itarms,andits 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, l@tics, and resource
management.

There neednot 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.

AssyrianSoldiers

In many societies, military conscription
is done by lot. Since the conscript faces death in
combat, rituals of atonement and purificatame
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.

For more info about Watrriors s&éar inthe GM
Primer,ChapterSeven

If Europe should ever be ruined, it will be by its
warriors. Montesquieu

Witch
Trade Skilk. Theurgy or Thaumaturgy
Related Skils. Forage Local Knowledge,
Dreaming
Wealth: 10100S (1d10 x101+2G
Awgrd: ¢ JINTOrSB 5 0 b 8
(Occupation not recommended for new players.)
Possibly the hardest occupation to define, that of
Witch, is also one the oldest and most
widespread. We want to be as inclusive as is
practical, and so offer this list of suggestions as a
guide to who might be a witch.

1T I f you prefer t

creatures to humankind

he
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If your garden blooms at night

If your circle of friends meets in a literal
circle

If you are wise in the ways of the earth

If your mother and the moon are the only
ones who have seen you nude
I f you are an
If you have a healing nature

I f you know t he
If death fascinates you

If you practice something called
conjuring, voodoo, fortune telling,
soothsaying, ofthecraft¢ y ou mi ght
a witch.

Wherever there are witches, suspicions
and rumors of malevolent handiwork follow.
Country folk having heard of the rites that

= =

6ol d 5

t hin

=A =4 =8 -8 =9 = =

The Power of Plants

An Herbalist is not a witch but many
witches start as Herbalists. Their use of
plants gces beyond healing and tonics
into casting spells and brewinggelixirs.

o ul OThe secret energy that carries
witches aloft comes partly from a thick
wiatment:. Ihircorporatdssome df the most
potent herbs in witchcraft: henbane,
monkshood, mandrake, deadly nightshade
and hemlock. Blended with other extracts
inithe fat of unbaptized children or lard, the
ingredients create a powerful magical
synergy. See Power Plants and Poisons
also Witches Salve in the Enchanted
Emporium, Book of Legends.

wizards use to summon demons, assume that
witches, too, call on such aid, though very few do.
Though awitch might brew up a storm in her
caldron, much like cooking a stew.

It can be risky for an old woman to match
the stereotypical ideal of a witch: to keep a pet cat
or toad, for instance, to ease her loneliness. She is
likely to be ostracized by frightened or unkind
neighbors. On the other hand, certain old women
are not above acting the part to keep their
neighbors guessing. Some are indeed witches,
while others are simply housewives.

b,

S

TheWitche ‘Sabathby FransFrancken|

The love charm, and especially that used
for an illicit affair, is one of the nte common
forms of magic practiced byitghes and one that
connects adultery and magitherthings such
as amulets and talismans amadeto protect
women, children, and animals from hai®ee the
Enchanted Emporiunm the Book of Legends for
information abousuchitems.

Once a day, dWri ng a wi t ch
incantations, she can strengthen a spell with a
wi t ¢c hés (nifeafdathers tied onto a
multicolored corgl. Or, a charm bagholding
coffin nails andthe nail parings or hair from an
intended victim can strengthen spell These
things may take some effort to procure, and they
are not reusable, but the benefits are threefold:

1. Spell cast with bonus die.
2. Doubles AE or Duration.
3. Effect is maximized.

Aradia, daughter of Diana, said to her followers:

fOnce in the mont h, and wh

ye shall assemble in some desert place, or in a

forest all together join to adore the potent spirit

of your queen, my mot her
From Charles Godfrey Le

Gospel of the Witches

Woodsman

Trade Skill:Wildcraft or Forestry

Related SkillsHunt, Trapcraft Fish, Forage
Wealth:10-100S (1d10 x 104+2G

Award: +1 HEA +1 SUR.

Individualiss at heart, woodsmen (or
woodswomen) are at one with nature. They are in
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tune with their surroundingghrough nearly
imperceptible clues temperature 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 fowhile. 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.

In the north of Europe, the Old Religion persisted
in spite of the coming of Christianity. Courts and
courtiers might be Christian, but the forests were

true to the phallic cycle and the old magicians againo
Pennethorne Hughes, Witchcraft When sheb6s done, she | c

the miners a bit sawly and

[Mustration #A2-32, of Woodsmah going on about a stupid dreawhen her e 6s a
little girl lost!

THE CANDLEMAKERGS DA UGHT fE&yan, you better get back up to the

Cont. mine and see how the search comes. Brodkin, you

You: | rush to her side to see if | capep her run off to the sheriff. Then go dodo-door and

from falling. get everyone out lodkg. | 6m gotheng t o

GM: Make an agility checkyou need a ten. heal er. o

You: {Roll 1d6. Result 5. Add to A@&}. Eleven! And before you know it you are standing

GM: You catch her before she falls. You think where you started, al one o]

you hear her say something likithe redeagle of
the North @&fter a few seconds her eyes flutter

open.

You: I ask i f sheds ok.
GM: Al 6m f i anénutetlo jsuistt. on
You: I h e Ul faintet. elg everyfhiivgo
alright?59d

GM: | tf@dlsl coming back. Th

You: | pick up the doll shedropped. Does
anything happen to me? Anything unusual about
it?

GM: No. It looks like a normal doll.

You: | askherabout the dream.

GM: Altds starting to m
You:iMAbout Lucy?0
GM: Al Awasa htte bdoy. In my dream

| came to visit Lucy, but | neveuite made it. A
giant tree grew up in my way. Thenfdund a
baby bird beneath the tree.

fil watched as the little bird tried to climb
the tree, but it kept falling. | looked up into the
branches angvay out on the end of oneshw a
nest. So, | scooped up the chick in one hand and
started to climb the tree.

fAs | reached the branch the chick began to
fret. Naturally | tried to comfort theoor little
thing so it wouldrit alert its parents so they
wouldn Grdject it.

fiwhen | made my wagutto the nest it was
empty. Just thenneeagle came crashing through
the canopy of leaves. It dived straight for me.
Before | coulddo anything itit bit off my hand
the handthat held the chidkThen ithit me with
its wings

fAs it flew back up through the branches
| fell. It seemed like for a very long tim@&ut
before | hit the ground woke up and was myself
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[Nlustration # A31, of Combat Training

THREE: SKILLS

KNOWING A SKILL enables &haractetto performa wide range ofelated actions. Remember that the
lack of a skill should not be a deterrent to trying something. Thefieis someother option whemo one
in the party has the necessary skiir when characters encounter a situation not covered by a listed skill

And thereds not hi

ng

Wr ong

listed, not to limit your choices, but to give you an idea of the possibilities.

WHERE SKILL MEETS LUCK

YOU NEVER KNOW AHEAD OF timewhich
skills will be testedor where Whatyou can do is
listen for a chance t@mploy the skills your
character haslhe list of things you can use your
various skills for is longBeing ready to help
tackle some problem is the heart of adventure.

There & two main kinds of skill checks
unopposed rolls arthose that i@ made against a
target numbér opposed rolls aréhose that are
made against the roll of another charactdre
target number is always 13. Opposed rolls have
no target other than to be the highest.

Many social skill tests are opposeth
argument with support characters may be
roleplayed between a player and gamemaster, or
it may be determined bg die check likewise
betweeranytwo characters with any sort of non
combat dispute or contest between théero.
determine the outcome of such an encounter,
opposing rolls are made, the results are narrated
and the game progresses.

Perhaps you go for the best twalls out
of three Perhaps another character steps up to
support his comradand adds his die to the roll.
Or perhaps one side refuses to accept the
outcome opting for further confrontationAt
some point, roleplaying may supersede tossing
dice.Both options have their pros and cons.

Following is anexample of how to use
skills to reachan agreementlt coves several
different types of skills but there are countless
possibilities.

A language check might come into play
when your character is looking for someone they
want to question about a missing horse. You track
down a witness only to find that the two of you
speak different languages. The GM determines
the two languages are clbgeelated and gives

you the chance to communicaten a limited
basis. You and your witness each roll. Your roll
fails, but luckily theirs succeeds. After an hour or
S0 you get a workable description of the thief and
the time of day the theft occurred.

A Heritagecheck might be used when
your character is looking for a favor from a
stranger. Youare walking to the neighboring
town to confront the scoundrel who stole your
horse. A man driving a cart stops when you wave
him down, but balks when you ask for a ride. He
seems to think youdre
away you try to appeal to him as equal.

A social skill may be employed when
you are riding with a stranger to search for the
man who stole your
di vul ge your busi ness,
appear ungrateful either. The gamemaster
determines that the man ssispicious You use
your charm to put him at ease.

You may end up using your trade skKill,
Commerce to make a deal with the driver taking
you to find the man who stole your horse. You
have enough money to make a fair offer to
transport the thief to the sheriff if all goes well.

You promise to tie the prisoner up so
there will be no danger to the driver. You promise
to be done with his services by nightfall, and to
pay him a weekds worth
good enough that the gamemaster tells you to roll
with a bonus die. Yo succeed and the deal is
struck.

You might try to use one of your
miscellaneous skills when the gamemaster
mentions a rider appears on the road ahead. You
see him in the distangaling awayas you top a
hilol Itds too far
know but the GM allows you to use a Discovery
roll to see if you recognize therse.

away

w Eachhskillehasa dew dssociated actionsv h a t

be

hor se.

but

of

t o
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Session One Session Two Session Three Session Four

n..nw Mod | Hard ?I,u\/ Modj | Hard T Eanyg | Voo u.-y tan A \1.\/ Hard

Session Five Session Siy Session Seven Session Eight

|4\;/ Mod Hard |_.\\F_ my u...nA Eass Mod Hard Eass Mod Hard

SKILL ADVANCEMENT ch_eckn,narkAindi_catesu_ccessé_Ais for add_ed
THE ABOVE CHART demonstrates hote level skils. 6 F6 1 ndi chafaileesmeanathdt ur e .
Up a char.ahishappedsst the krid bfl s the_charac'ger must wait for anpther session before
a game sessioif a character is in plafor that rolling ag_am.T his builds a record
sessionit is assumedhey are actively trying to progression.
improve whichever skidl they want to advance.
If the character is not in play for a session, they SKILLS KEY
do not levelup. ALL SKILLS SHARE certain elementRelated
One Easy skill can be leveled up each  stats, Training Intensity, Related Occupations,

session. One Moderate skill can be leveled up AssociatedActions, and_evel Awards. Each is
every second session. One Hard skill every third.  explained below.

On the table below 6X06 indicates a chance

to level up. R
, elated Stat (RS)
Schedule of Advancement by Session Denotes the statsedfor this skill. The higher the

Session Number o
One Two Three Four Five Six numberthe betteras this is added tgour level

Easy X X X X X X when rollingskill checks
Med X X X Note that certain skills havmore than
Hard X X one related statbut only one should belisted

when makingyour characterThis just means that

the skill may be approached different ways by

di fferent peopl e. I'tbés vyou
use.

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 succeEdr
example, at the end of each session a player can
try to level up one of their Easy skills. If they will ~ Training Intensity (T1)
be going from level two to level three, they must  This is a measure of the relative effort and

roll a three or higher. resources needed to advance skill levels.
Note that there is also a monetary costto  Advancement requires timpractice, and (in the
advance moderate and hard skillhese costs case of more difficult skills) money.
cover the more mundane aspects of leveling up, It s doohave a balance of skills that
such as acquiring or upgrading tools of the trade, allows acharacterto do a wide range of things,
hiring a teacher, guild fees, dod other small, but also, as the game progresses, to focus on
related expenses. advancing two or three as high as possible.
It only takes a minute to level up at the Study may be formal or not. Practice may
end of the session. When a skill level is gained, besefgui ded by the character
the player should consult the skill descriptionfor t he j ob t raanastei and)dppreatce i n
level rewards. Also remember to enforce any skill  relationship Characters can also learn frarther
level restrictios the character may havélote party members who are more skilladd who
that instead of leveling up, a new skill may be  have the skill Instruct.
added at level one without rolling. Easyskills can be learned at the novice
The levelup chart is a copy of that level without a teacher, by anyone at any time, as
appearing on the back of the character sheet. It long as the character has unused levels. Many
indicateshow a character can rotb level up a skills require education from masters in the field.

skill. The chart keeps track of these rollsA
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It can be assumed that the MC attends to the
details of practice.

The following ranking system reflects
the requirements of the three divisions, based on
how hard a skill is to learn.

Easy: May be seltaught No cost to
advance.

Moderate: Requires the skill Research
or access t@ teacherCost:see table below.

Hard: Requires B expert level (or
above)teacher Also note tlreseskills probably
involve some sort of initiation ritual at key stages
Cost, see table below.

Skill Cost by Level

1 2 3 4 5 6
Mod -- 30S 505 1G 4G 10G
Hard -- 10G 30G 50G 100G 200G

Aln philosophical ter ms, I nitiation is equivalent
to a basic change in existential condition; the

novice emerges from his ordeal endowed with a

totally different being from thatwhich he

possessed before his initiation, he has become

A N OT HE RMircea Eliade, Birth and Rebirth

Related Occupations (RO)

Listed are those occupations thayrely onthis
skill. Characters with occupations that are not
listed may still take a skill.Occupations in
parenthesis are detailed in the Gkihker.

Associated Actions

These are the mostommon actionsthis skill

makes possible They generally require a die

check to succeed. Note that most skills alkowy

number ofother actions than those listed (per GM

approvalJ ust because something isndt explicitly
|l i sted doesn6t mean it candét wor k.

Level Awards/Abilities

As a character gains levels in this skill, they gain

immunities, bonuses, and free levels in other

skills. When HfAadd | evnetollit o060 appear s,
requiredto raise the designated skiHowever, a

free level may averbe used to raise a skill to

level six.
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SKILLS Related Stat Training Intensity Related Occupation(s)

Lanquage INT Hard N/A

Heritage SUR Hard N/A

Social Skills
Blend SUR Moderate Outlaw, Jack of All Trades, ActorSpy
Charm INT or SPI Easy (Inn Keepey, (Custodia, AmbassadgrActor
Cunning INT Moderate Spy
Debate INT Moderate AmbassadorCounselor
Hindsight SUR Easy Monk/Friar, Jack of All Trades
Insight INT or SPI Moderate CounselorPoliceSheriff, Gambler
Intimidate INT or SUR Easy Outlaw, Eunuch
Leadersh'p INT Moderate (Overseer)fficial, Caravan Chief

Trade Skills
Acrobatics AGl or STR Hard Acrobat
Alchemy INT or SPI Moderate Alchemist
Anatomy INT Easy (Butche), Physician
Beauty HEA Moderate (Barber/Beautician)Dancer Actor
Carpentry AGI or INT Moderate (Carpenter)
Commerce INT Moderate (Accountant) Caravan Chief
Create SPI Easy Artist, Bard (Carpenter)
Dance AGI Moderate Dancer
Entertain SUR Moderate Bard, Actor Dancer
Forestry SUR or INT Easy ForesterWoodsman
Govern INT Moderate Official
Horticulture INT Easy Farmer
Husbandry SPI Moderate Farmer Hunter
Identify INT Moderate (Sage)
Law INT Moderate PolicdSheriff, (Lawyer), Outlaw, Forester,

Counselor, Official

Mapping INT Easy (Cartographer)Explorer
Medicine INT or HEA Hard Physician, HerbalistMonk
Metallurgy INT Moderate (Armorer), (Metalsmith) Alchemist
Nautical INT or STR Moderate Sailor, Explorer
Ride/Drive SUR Moderate Knight, Farmer Body Guard
Spiritua| Ministry SPI Easy Priest ProphetMonk, Saint Exorcist
Thaumaturgy INT Hard Mage Witch, Alchemist
Theurgy SPI Hard PriestCleric, Exorcist Witch
Wildcraft INT Easy Woodsman, Hunter

Combat Skills
Armored Defense AGl or STR Moderate Warrior, Knight Archer
Armorless Defense AGl or STR Hard Warrior, Barbarian
Bow STR or AGI Hard Archer, Hunter
Crossbow AGl or STR Moderate Archer, Bounty Hunter
Minor Range Weapon AGI Easy Hunter
Single.Handed Weapon STR or AGI Moderate Warrior, Bodyguard, Knight, Barbarian
Thrown Weapon STR or AGI Easy Warrior, Barbarian
Two-Handed Weapon STR or AGI Moderate Knight, Warrior,Barbarian

AGl or STR Moderate Bodyguard Athlete

Weaponless Combat
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Related Stat Training Intensity Related Occupation(s)
Underhanded Skills
Disguise INT Hard Actor, Spy
Forgery INT Easy Outlaw
Pick Locks AGI or INT Moderate Outlaw
Poison HEA or SUR Hard Assassin
Secret Writing INT Moderate Spy, Polie/Sheriff, Outlaw
Sneak Attack AGI or INT Moderate AssassinHunter
Steal AGI or SUR Moderate Outlaw, Spy
Trapcraft SUR or INT Hard AssassinWoodsman
Survival Skills
Climb STR or AGI Moderate Sailor, Outlaw
Evasion SUR Easy Spy, Hunter
Fish SUR Moderate (Fisher),Woodsman
Forage SUR Easy Herbalist, Woodsmarwitch
Hunt SUR or INT Moderate Hunter, WoodsmarBounty Hunter
Pursuit AGI Easy Bounty Hunter
Misc. Skills
Analysis INT or SPI Moderate Physician AmbassadorPolice/Sheriff, Prophet, Mag
Librarian, Gambler, Dream Interpreter, Counsel
Aquatics SUR Easy Sailor
Athletics HEA Easy Athlete, Warrior
Caving SUR or STR Hard Explorer
Channel SUR Hard Prophet Saint, Dreaninterpreter
Discovgry SUR Moderate Police/Sheriff Hunter,Explorer
Dreaming SPI Moderate Mage,Dream InterpreteiWitch
Duality SPI or INT Moderate Mage, Priest
Give Aid SPlor INT Easy Jack of All Trades
Instruct INT or SPI Easy Teacher
Local Knowiedge INT Easy Witch, Farmer, Officigl(Guide)
Lore INT Moderate Bard/Troubadour(Sage) Alchemist
Prediction SPI Easy Prophet
Research INT Moderate Teacher Monk/Friar
Sleight of Hand AGI Moderate (Stage Magician)
Will SUR Hard EunuchArtist, Alchemist, Farmer, Priest/Cleric,
Mage, Shepherd, Warrior
LANGUAGE in related, orsisterlanguages, both roll. If both

ALL LANGUAGES areHard training intensity.
The related stat for all languages is INY skill
check applies when a character tries to
understand written ospoken words in another
tongue. Use the d8, add INT and level, attempting
to match or exceed 13. If the two languages are
similar there is a fair chance. If there is sufficient
time to study a text, or if a foreign speaker is
patient and has an interestriraking themselves
understood, there is a better chance.

In the case of trying to read something in
a distant language, no roll is allowed. In a case
where two characters are trying to communicate

succeed the conversation goes wedle the Sister
Languages chart irChapter Five of in the
Gamemaster Primer

The chart on the next page lists the main
languages used in Mythmaker: It denotes the
main heritage associated with each and the area.
Also listed is the era in which the language was
used. Adventures in Mythmaker use three basic
time frames, or eras: Aremt, Dark Age, and
High to Late Middle Ages.

[lllustration # A3-2, of interpreter]
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Main Language List

Language Heritage and Area Era ]
Arabic Arabian.Spain & Eastern Mediterranean All

Basque Basque. All

Danish Norse. Scandinavia (Denmark). All

English Anglo-Saxon. England & Southern & Eastern Scotland. All

Latin Southern & Westergurope. All

Finnish Norse. Scandinavia (Finland).

Frankish Frankish.

Gothic?

Greek Greece & Eastern Roman Empire

Hebrew

Italian

Norwegian

Old Norse

Sanskrit?

Slavic?

Spanish

Swedish

Uralic

HERITAGE society is like a laddethat one can climb have

THINK OF HERITAGE as a social grougll
heritages are Hard training intensitfhe related
stat for all heritages is SUR.

Social standing has always been like an
invisible pyramid, as much an idea as it is a
monument. At the top sit the shining few, at the
bottom, the mass of humanity.

The barriers between classes of people
are like glass ceilings. Conversatsoorand
dealings between classes is often cordial and
productive, but fraternization is rare, and
marriage rarer still.LPlaces and times where

Main Heritage List

Heritage Area

been few. The Medieval world in particular
provides an example of this when they who
would break the glass ceiling find every hand
raised against them.

Heritage checks may be used when
characters interact with thoabovetheir station.
In asking for a favor for instance, a stranger may
agree or not agree, based on your roll. Agdn
when interacting with thosef your same clasa
skill check may wirover an enemyUse the d8,
add SUR and level, attempting to match or exceed
thirteen There ae smaller sulgroups associated
with many of those listed below.

Era ]

Arabian

Avar Khaganate
Baltic

Basque

Bulgar

Celtic

Christian
Frankish
Germanic
Greek

Hunnic

Islamic

Jewish (Hebrew)?
Magyar

Norse

Norman
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Pictish

Roman

Romani

Sicilian

Slavic

[Mustration #A-3, of Social Class Pyramid]

SOCIAL SKILLS

Most social skills are learned not through formal
teachersut bysimply observing other people in
daily interactionsThere are no Hard social skills.
Those with a Tl of moderate doot have a
monetary cost by level.

Blend

RS SUR TI: Moderate

RO: Jack of All TradeQutlaw, Actor, Spy

Blend works well with the Everyman archetype.
Characters with this skill have an air of authority
or competence about them. They embody the
termsocial chameleon

Associated Actions

Avoid attracting attention.

Fit in with people ofotherheritags.
Gain access to
Gain access to restricted areas.
Captivate an audience.

Level Awards/Abilities

1. Read peopleform accurate opinions dhem
after a short observation.

2. Mimic anyother social skill at one level below
current.

3. Add level to any othesocialskill.

4. Add level to Heritage.

5. Add level to Disguise.

6. Gain access to royals.

Charm (Etiquette)

RS INT or SPI Tl: Easy

RO: (Inn Keepe), (Custodia), Ambassadaqr
Actor

This skill is used to impress people and to
influence them. It can get results where reason
and coercion cannot. However, charm can be
tricky to roleplay since like beauty,is in the eye

of the beholderfailing a skill check can mean the
character comes off looking smarmy at best, or
condescending.

Charm incorporates Etiquettén any
social situation, there is a chance of making some
small breach of manners This can be
compounded inthe company of royals or

peopl e a

foreigners where customs are bound to differ.
Use Charm to avoid such blunders.

Associated Actions

Gainattentionor at ch someoneds eye
Instill sympathy.
Get assistance or information.
Impress an enemy.
Level Awards/Abilities
1. Add level to Debate or Beauty.
2. Add level to Leadership @unning
3. Circle of friends includes famous personages.
Bonus die to charm a single person.
4. Add level to Spiritual Ministry.
5. Circle of friends includesoyalty.
6. An unspoken blanket of legal immunity shields
character from prosecoti of any single crime of
their choice.
| A : .

BN oneosygeghe! station.
RO: Spy
Without this skill, one can hardly tell a joke, let
alone lie. Littlewhite-lies and innocent fibs are
how it all begins, as you learn to disguise small
simple lies within larger truths. You learn to hide
the outward clues to your tall tales. You train you
body to cover for you, masking the involuntary
signs of lying.

Eventually you master the art of
reframing a lie as the truth, while painting the
truth as the real lie. Nevertheless, even the best
l' iars can only, as they s
people all of the time, and all of the people some
of t he ti meato Heoweweéer ,t hteh

biggest problem. That comes when one starts to
believe their own lies.
To try to tell a lie, a player mustake an

opposedr o | | against t he hear
disbelieve it.If t he lisihighertsarthe o | |

h e ar e rthwill beodelieved.A coupleof
factors count besi des the
size of the |ie. Second i s
skill at Insight.

Note that no amount of lying can change
the truth A hearer in possession of the truth need
not roll.
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Size of Lie Lies range in size froniibs to
whoppers.

Fib: Meant to be harmless (little white lies).
Contain some measure of truth. No roll needed in
most cases.

Sham Misleadinggossip; cheating at games of
chance where small stakes are involved,;
dishonesty in small business dealings. Add bonus
diet o |l i.arés roll

Fraud Told to enable larger criminal plans, or as
malicious slander, or to cover up some crime.
Whopper Concerns major crime or conspiracy.
Directly opposed to truth and facts. Connedted
some wayo death. Add penalty die.

Associated Actions

Start a rumor.

Run a scam.

Make plausible excuse for
committing a crime.

being caught

Level Awards/Abilities

1. Add bonus die if lying to children.

2. Add bonus die ifying to asingle adult.

3. Add bonus die if lying to jurgf peers

4. You are able teell before you lie whether the
hearer would believe you or not. Both sides roll
ahead of time.

5. Add level to any underhanded skill.

6. Achieve cult leader status.

No man was ever so much deceived by another as
by himself. Greville

Debate (Negotiate)

RS INT TI: Moderate

RO: Ambassador, Cosela

Debate can be used in dangerous situations,
where a simple agreement can ward off violence.
Here is a skillset for those who believe in the
power of words over swords.Avoiding
bloodshed is no small thinghis skill is twofold,

in that you can be a good debater or a good
negotiator, but it is when the two talents are
combinedthat they become most useful.

A master debater need not be right or
eventruthful to win an argument, just persuasive.
However, mixing liesandlogic too many times
can getyour tongue cut ouit the very least, the
act of bartering is a great way to employ this skill.

Note, typically disagreements can, and
should, be roleplayédhowever, this can have its
limitations. Prudent use of this skill can shorten
certain encounters.

Associated Actions

Argue on oneods
End arguments between others.
Arbitrate disagreements.

Get discounts on goods and services.
Influence official and legal decisions.

own

Level Awards/Abilities

1. Identify the relevant points of a dispute.

2. Bonus die if arguing one on one.

3. Bonus die if negotiating one on three, or in
small court.

4. Bonus die in front of a crowd or jury. Add level
to Leadership.

5. Bonuddie to convert enemies to friends.

6. Bonus die if speaking to royalty.

Speak your mind and
potdé than the stigma of
that seem important to you, stand up and be
counted at any cost. Thomas J. Watson

Hindsight

RS SUR TI. Easy

RO: Monk/Friar, Jack of All Trades

Learn from past mistakes for future successes.
Hindsight helps the investigator know where to
look to find things, deduce causemddiagnose
illnesses. A hunch is the visualization of a
problem and its probable solution.

This skill has a passive side in which the
characterds subconsci
them of something in their past. That relates to
something happening presently.

Associated Actions

Speak with authority on questionable subjects.
Use anecdotes to make a point.

Geta hunch.

Level Awards/Abilities

1. Identify the best course of action jpersonal
matterg(roll for cluefrom the GMN).

2. Add level to any trade skKill.

3. Identify the best course of action for others.

4. Add level to Instruct.

5. +1INT.

6. Offer advice to popes and kings without fear of
death or excommunication.

Insight (Detect Lies)
RS INT or SPI* Tl: Moderate
RO: PoliceSheriff, Counselor, Gambler

-fear

ous

behal f.

| ¢
C O
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*Choose one stat or the other when you take this
skill. Characters who use their INT as the related
vital stat can perform feats of logic that astound
the mass of mankin@hose who use SPI seem to
have divine vision into any matter.

Certain divine beings of legend have the
supernatural ability to tell truth from lies. Seers
have a spell for the purpose, while others must
cultivate a skill for getting at the truth. Those few
who are extremely skilled learn to preempt liars
by dropping 6t r ut h bombsd
confrontation.

The primary use for this skill is to make
leaps of understanding when your clues into a
mystery run dry. It can help to narrow down a list
of possibilities to the most probable choices.
When your character is suspicious of a given
statementthey may asko roll an Insightcheck.

Even the omission of a relevant truth may
be considered a lie. Unfortunately, knowing that
something is a lie is not the same as knowing the
whole truth. See the skill Cunning on previous
page for the classification of lies associated with
insight skill levels.

Associated Actions

Spotselfevident truths

Determine when a course of inquiry is going
down the wrong path.

Level Awards/Abilities

1. Identify a possit# false statement.

2. ldentify possible motives for a particular.lie

3. Bonus die again§hans.

4. Bonus die againstraud

5. Add level to Debate.

6. Bonus die against Whoppers. You are often
able to tell before someone is about to lie.

By thepricking of my Thumbs, something wicked
this way comes. Shakespeare

Intimidate
RS INT or SUR
RO: Outlaw, Eunuch
Similar to Leadership Use this skill to get
someone to do your bidding. The difference is
that whereas Leadership workse t t e r on
compatriotsintimidateis more appropriate to use
on oneds foes.

Intimidate can be used to forestall a fight,
to rob someone, to silence someone, or to force
somebody to break the law.

Tl: Easy

Associated Actions

Force compliance of peers.
Influence enemy decisions.
Subvert the |

aw in
Level Awards/Abilities

1. Differentiate between leaders and followers at
a glance.

2. Bonus digo intimidatesingle unarmed foe.

3. Bonus dido intimidateup to three foes.
edaBoruy digo intimidatessmall crowd.

5. Add level toDebate or Cunning

6. Gain some sort of influence over royalty.

Leadership (Command)

RS INT TI: Moderate

RO: (Overseer)fficial, Caravan Chief
Leadershipuses duty and hope to inspire action
This skill is used for effective management of any
kind of organization. Use to get otherdo do
what you wantand help keep underlings loyal.
The best commanders make people believe they
are doing things for themselves.

This skill may come into play when
compatriots or underlings consider going against
your c har a Oppoging skillchecks h e
are madegainst Debateor Intimidate

The GM may use this skill by having
support characters ipositions of authoritytest
t he Ml s

Associated Actions

Earn loyalty and compliance of peers.
Gain respect, even amongst enemies.
Uphold order in times of chaos.
Delegate duties.

Rally troops.

Raise morale.

Level Awards/Abilities

1. Differentiate between leaders and followers at
a glance.

2.Bonusdigoturns i ngl e o6 mut i
3. Bonus die against group mutirddd level to
Language.

4. Add level to Debateor Charm Inspire
underlings to redouble their efforts.

5.dGatked fellowers from enemy ranks.

6. Add level to Insighbr Hindsight

ne

TRADE SKILLS

These are directly related to an occupation.
Typically, only one Trade skill may be taken.
There are several exceptions to this however,

oneos

S .

er 0.
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most notably the Jack of All Trades. Also see
Chapter Three, Changing or Adding
Occupations.

Note thatcertain occupations listother
types ofskills astheir trade skill.For examplea
war ri or 0 scomesrurddré¢he Iseltding df
Combat Skills.

Acrobatics
RS AGIl or STR
RO: Acrobat
One would typically learn this skill for the sake
of performing before an audience. It takes years
of training to be verygood. A dancer could
benefit from Acrobatics as could many other
occupations that are physical in nature.

A side benefit of this training comes
when the acrobat engages in com@die level
awards are primarily combat related. yhaso
list which acrobatic maneuvers one should be
proficient at according to their skill level.

Trying any acrobatic maneuvers, or their
equivalent, without this skilcan result in self
injury. Characters with an ectomorphic or thin
body type gain one free level to start.

TI: Hard

[Mustration # A34, of Acrobatic

Associated Actions

Tumbling.

Recover from trip or fall (reduce damage).
Negotiate obstaclesadd bonus die tdPursuit
once per chase

Level Awards/Abilities

1. +1 to DEF. Add level to Climb. Able to
perform balance beam basic2LP from fall
damage.

RO: Alchemist
Science is the child of Alchemy; Alchemy is the
child of magic.

To the uninitiated, alchemical
symbology and writings are effectively
incomprehensible. The al ¢ h e mwakt 6 s
progresses through the interaction of long periods
of consideration and occasions of spontaneity.
Much is said abouheir attempts to make silver
and gold from lesser metals, but these effars
only part of the greater goal to perfect their own
bodies and souls.

The alchemist projects psychological
associations into the tools and materials of their
trade but the alchemical opus depends as much
on its experiments and processes as on its psychic
connection. Thus, the mixing, heating, cooling,
and observation of things becomes
transcendental.

As a protescience concerned with self
realization and enlightenment alchemy seems to
be a practice at odds with itself. More than that it
defies economic principals in promising gold for
all. And perhaps worse, it defies religion in
seeking salvation tbugh other means. However,
with its roots as ancient as Egypt and extending
to India, Arabia, China, Greece, and beyond, it
has persisted into modern times.

Alchemy was developed into a major
system in Egypt in the centuries before Christ.
Greeks took up the practice and alchemy spread
to Persia and Syria, and later into Europe. The
Greekods influence
matter was made from a gie formless
substance and that from this comes the four
elements of earth, air, fire, and water.

Alchemy mixes magic, mystical
philosophy, and chemistrylts practices are
symbolically related to death, resurrection,

2. Negateano p p 0 n e n t-gdrso udrhdodmec ooc@rBupRtion, and regeneration. Over time alchemy

advantage -4LP from fall damage Able to
perform uneven bar basics

3. +1to ATT, H2H. Add level to Athletics.
Able to perform standing front flip:6LP from
fall damage.

4. Able to perform standing back flip. Halve fall
damage.

5. +1 to DEF.Able to perform all acrobatic
maneuversReduce fall damage to 25%.

6. Reduce fall damage to 10%dd level to any
nonranged combat skill.

Alchemy

RS INT or SPI TI: Moderate

blends astrology into its workings in the belief
that the heavenly bodies represent and control
certain metals. They believe therefore that the
positions of the sun, moon, and planets influence
the success (or failure) of their work.

[Mustration # A35, of Alchemy]

Associated Actions

Outfit laboratory (required for production of
Potions and lethal poisons).

Distill and purify contaminated substances.
Diagnose illnesses and poisonings.

was t

o
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Level Awards/Abilities

1. Produce simple medicines and mild poisons
(one per day)

2. Produce Tonicgnd antidotes to mild poisons
(one per day)

3. Produce lethal poisor{ene per day)

4. Produce Elixirdone pemweek.

Double production of above.

Transmute metal (See box below).

5.
6.

Transmute Metals

A number of texts present methods for
turning copper into silver or lead into
gold. The transmutation of metals is &
lengthy and complex process, further
complicated by the intentional shrouding
of the instructions in allegory and
symbolism.

The alchemist must gather a
unigue set of ingredients to create the
CEE I TOIBEACGOS 3017
gold; and not just any gold, it must be
freshly mined. Other materials include:
the milk of stones, a cup of morning dew
[Expand]

Anatomy

RS INT TI. Easy

RO: (Butche), Physician

Knowledge of how bodies work and how theg a
put together is of use tnany besidethe butcher
I't helps guide the
arrow. It helps the healer too, from giving first aid
to performing amputations. The executioner and
the torturer also benefit.

Associated Actions

Skin, gut, cut, and package an animal.
ldentify any ani mal
Diagnose the severity of a wound.

0s

Level Awards/Abilities

1.+1 Dmag.

2.+1to ATT.

3. Add level toHunt or Medicine.

4. Add level to any defensive combat skill.

5. Add level to any offensive combat skill.

6. Contribute some significant discovery or idea
to medicine.

Beauty

RS HEA TI: Moderate

warrtr

RO: (BarberBeauticiar), DancerActor

There is thebeauty which seeks to attract, and
that which shys away. But is only partly true
that beauty is in the eye of the beholdgs.the
unbiased eye, there dauniversal beauty.

Those rare individuals who possess more
than their fair share ofatural beautyhave no
need of a skill to display it. They form the ideal
that all others strive for when they do their hair
and makeup. It is for those others that the skill of
beauty existslt is this that turns plain John into
Johnny the thief of hearts.

Associated Actions
Accentuate a
Cause infatuation.

Get help from strangers.

personds

Level Awards/Abilities

1. Character is versed in the basics of cosmetics

and hairstyling, on self or others.

2. Add level to Charm.

3. +1 to HEA.

4. Character becomes object of widespread
adoration.

5. Roll bonus die on all social skill checks.

6. Character rubs elbows with the rich and
powerful.

| long not for the cherries on the tree,
So much as those which on a lip | see;
And more affection bear | to the rose,
That in a cheek than in a garden grows.

i or Randadippnd and t he hun
Carpentry
RS AGI or INT TI: Moderate

RO: (Carpenter
This is a skill that manya young folk are
introduced to by ddt-yourselfdads, in the

W goérde ofkde@irlg up the homestead.

But there is much more than home repair
that can be of use to a party. Chiefly, the arts of
the trapper and the sapper. Knowing how
something is built points to how it can be
destroyed. And it exp
capabilities since many traps arelbin.

Associated Actions

Fix things made by other carpenters.
Estimate the cost of a project.
Identify weak spot@ a construction

Level Awards/Abilities

nat u

ter 6

ands
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1. Build a crate Make rough lumber. Roof an 2. Add lewvd to Alchemy, Codes, Carpentry, or

outhouse. Entertain

2. Build a shed or raftdemolish same). 3. Add levd to Channel Give Aid, or Cunning.

3. Build a cabin. Conceal wall compartments. 4. Add level to Discovery, Theurgy, or

(detect same). Add level to Trapcraft. Thaumaturgy.

4. Build a barn house,or small ship. Conceal 5. +1INT.

door orroom, (detectsame. 6. Create something that advances civilization or

5. Build a mansion or a church. enhances mankindds under st

6. Build a keep or a cathedral.

Commerce

RS INT TI: Moderate

RO: (Accountany, Caravan Chief

An understanding of money and its uses leads to
financial security.

[A12, Expand

Associated Actions

Balance a ledger.

Broker a deal.

Assess the worth of assets.
Produce financial statements.

Level Awards/Abilities

1.Map the flow of money between various
entities.

2. Forecast the viability of amalleconomy.

3. Add level to language. Run a small business or
agency.

4. Manage multiple loans and revenue statements.
Add level to any other trade skill.

5. Run large company or small government.

6. Control the commerce of larger countries.

Gold is the money of kings; silver is the money of Pygmalion and Galatea bfrnest Norman
gentlemen; barter is the money of peasants; but Captiord Seeing women as essentially flawed,

debt is the money of slaves. Norm Franz the Greek sculptor Pygmalion carves a maiden
fair, yet she is cold and still. Hitention to detail
Create turns to obsession, and even prayer. He wishes
RS SPI TI: Easy her to live, and she is given life. (Itdaidthat the
RO: Artist, Bard (Carpenter goddess Aphrodite heard tl
A handy skill for the inventive character. ~ 9gave life to the ivory figure by her own loving

Creativity is a gift, but one that can be cultivated. ~ touch.)
It is the ingredient thagnsures success for many

occupations other than those listed above. Dance

RS AGI TI: Moderate
Associated Actions RO: Dancer. .
Improvise things for other uses than intended. Here is a skill that manpeoplehave a little of
Createoriginal works. but fewexcelatYou dondét need to b
Invent items not othe equipmeniists. to enjoy dancingThe widespread popularity of

dance persisteventhrough centuries of church
Level Awards/Abilities suppression.

1. Identify the possible solutions to a problem.
[A13, Expand
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Associated Actions
Move through a crowd oa cluttered room with
grace

Level Awards/Abilities

1.+1 MOVE.

2. Perform for others. +1 #def.
3.+1 AGI.

4. Teach otherst1 MOVE.

5. Perform for Royalty.

6. +1 level any combat skill.

We come whirling out of nothingness, scattering
stars likedust . . . The stars made a circle, and in

the middle, we dance. Rumi
Entertain
RS SUR TI: Moderate

RO: Bard,Actor, Dancer

A skill for those who love the limelight.
Entertainers have the power to chapgeple to
lead an audience through a mazelaighter,
anger, tears, and introspection.

Associated Actions
Draw attention to oneself.
Incite a crowd to action.

Level Awards/Abilities

1. Overcome stage fright.

2. Earn freebies, such as supper, or a bed at the
Inn.

3. Make friends in high places.

4. +1 level Heritage

5. Gain widespread fame and adoration.

6. Earn a royatommission anditle.

[Mustration # A3 , of Bard]

Forestry

RS SPI or INT TI: Moderate

RO: ForesterWoodsman

The f oappreacheto forestry iprimarily

forprofit. Th e wo o dpprosgmconses from

a strict concern for the growth and health of the

forest. The formersees a clearcut as progress, as

long as everyone gets a cut of the gold. [&tier

sees the forest as eternal and inviolate.
Most peopl ebs

in between these extremes. And since forestry is

a trade skill, done to make a living, the approach

of the one being hired is often dictated by the one

doing the hiring.

The king or the landowner may want
their woods managed for hunting, in which case
they would do well to hire the woodsman. Or they
may own a sawmill and wish to keep it supplied.
Or a war is waging, and wood is needed to fire
the forge.

Associated Actions

Assess the value of a stand of timber.

Identify tree species through small, singular clues
such as its bark, silhouette, leaves, or wood grain.
Determine the history of a forest tract.

Find food, water, and game.

Discover a path to civilization if lost.

Level Awards/Abilities

1. Match a type of wood to its best use.

2. Diagnose and treat tree diseases and pests.
3. Identify the cause of a disturbance in the
woods.

4. Broker land deals and timber sales.

5. Manage woodlands on large estates.

6.0versee the Kingbés woods.
Govern

RS INT Tl: Moderate

RO: Official

If a character wants to have power over another,
this skill is only a step in that direction. It is not a
guarantee that there is
ready and waiting.

Nor s it a mor al.
bringing people into agreement to achieve a
common goal. It is part politic and part process.
Important aspects are a knowledge of the laws of
the land, a flair for communication, armhsic
competence

See Royalty and Government@ihapter
Six of the GM Primefor a chart thashows the
hierarchy of positions of power for various
Anci ent and Me dtisenot all
inclusive, listing only Egyptian, Gregeoman,
Norse, andeveraEuropearexamples. Neither is
it perfect, since divisions between classes are not
always absolute, and when comparing different
civilizations some amount of generalization is
allowed between overlapping classes.

an

ty t

rul er

appr oaAssociated Aclioss s o mewher e

Gather a group meeting.

Propose rules or laws.

Argue for or against a cause.

Investigate questions of ethics, inequality, waste,
or abuse of power.
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Level Awards/Abilities

1. Earn seat on smdbhcal committee.
2. Chair a village council.

3. Supervise a town or township.

4. Rule acity.

5. Rule a state.

6. Rule a country.

Horticulture
RS INT

RO: Farmer
This skillis mostly about making plasgrow but
it touches on many related subjects.

TI: Easy

[A? Expand]

Associated Actions

Identify plants, plant pestand diseases.
Assesslievalue of a crop.

Assess an area for which plants will thrive.

Level Awards/Abilities

1. Know the uses for all common plants as well
as their growing requirements.

2. Heal common plant diseasasdrepel pests.

3. Grow gquantities of marketable plants.

4. Grow rare and valuable plants such as those
used to cast powerful spells.

5. Breed new varieties.

6. Advance the study of Horticulture with some
revolutionary idea.

Husbandry

RS SPI TI: Moderate

RO: Farmer Hunter

*A hunter may use husbandry to hunt with dogs
or falcons.

Husbandry is the care and breeding of domestic
animals. It began out of a need for a nret@ble
source of food than fishing or hunting could
provide. It developed into other uses for animals,
such as companionship, pulling a plow, carrying
a load, entertainment, transportation, and wool
for clothing.

Usefulness is the first desirable
characteristic of domesticated animals. They
should also be able to thrive and breed without
too much effort on the part of their owner. Most
species of wild animals are better left wild. The
chart below is a timeline showing where and why
certan animals were domesticated.

Associated Actions
Diagnosing an animal iliness.
Calm a distressed animal.

Level Awards/Abilities

1. Know the care requirements for all common
animals as well as their uses to mankind.

2. Treat common animal maladies.

3. Train animals. Treat minor wounds.

4. Tame a wild animal.

5. Develop an improved line through breeding.
6. Domesticate a new species.

Gardens are not mad e by singing i Oh how

beaut i fsittihg,indhe shade. [Mustration # A38, of Trained anim3l
Rudyard Kipling

Animal Location Date(all BCE) Use

Dog Various 10,000 Companionship, Hunting

Pig Near East 8,500 Meat

Sheep Fertile Cresent 8,500 Meat, Wool

Goat Fertile Cresent 8,500 Meat, Milk

Cattle Pakistan, Turkey 8,500 Meat, Milk, Labor, Transport

Elephant Southern Asia 6,000 Transport, Labor

Chicken Southern Asia 6,000 Eggs, Meat, Entertainment

Horse Central Asia 3,000 Meat, TransportLabor

Ass Egypt 3,000 Transport Labor

Camel Mongolia, Arabia 2,000 Transport

Falcon China 2,000 Hunting

Bee Egypt 450 Honey, Wax

Rabbit Rome 100 Meat
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Identify
RS INT TI: Moderate Level Awards/Abilities
RO: (Sage 1. Familiarity with the law.Required for most

Occasionally characters will discover some entrylevel positions in law enforcement.
unknown ancient or foreign object. Its 2. Familiarity with wide variety of recent cases.

importance to the story may not be determinable Roll with bonus die for any questions regarding

until the thing is properlidentified. Use this skill minor crimes.
to reveal an itemds us e3, Chavdctertmay aygue ciwilocase in coldsil ace o
origin, and more. level toLanguage.
4. Add level to Leadershipor Intimidate
Associated Actions Character may argue criminal case in court.
Spot acopyor forgery. 5. Character may become a judge or be involved
Appraise an item. in making lawsAn outlaw may plan the crime of
Deduce purpose of item. the century.
6. Character can write a comprehensive set of
Level Awards/Abilities laws.
1. Identify antiques or objects of foreign make. Laws can discover sin, but not remove.
2. ldentify incomplete or broken objects. Milton
3. Add level to Lore.
4. ldentify ancient artifacts and unique items. Mapping
5. Identify minor enchanted items and poti¢mg RS INT TI: Easy
to rankthres. RO: (Cartographer Explorer
6. Identify powerful enchanted reli¢ap to rank A lucrative skill that may add something
five). interesting to a charactet
anyone can read a map or make one good enough
Law to find their way around. However, a
RS INT TI: Moderate professionally drawn map or a good treasuep
RO: PoliceOfficer/Sheriff (Lawyer), Outlaw *, can be priceless.
Forester, Counselor, Official Part of this skill involves being able to go
* Outlaws are limited to Blevel. without a map in situations where the tenfiban
This skill includes more than juatkknowledge of would get lost. The ability to travel unfamiliar

the laws of the land, and the consequences for territory @n make a successful wilderness
breaking them. It also assumes some involvement adventure.

with law enforcement and/or legal proceedings. Mapping also incorporates navigation.
This includes the lawbreaker. Remember, few Coupled with Nauticalt allows one to navigate
know the law as well as the seasoned criminal. seagoing vessels into uncharted waters. Main

Characters may use this skill in characters lacking this skill may find it sufficient
investigative situations when a particular line of  to hire someone to fill the purpose (a guide for
inquiry has petered out, or in court to sway the instance).
judge and jury, or to take advantage of some legal
loophole. Associated Actions

An MC might make a Law check to Create mental map.
determine the legality of an action they want to  Create an accurate physical map.
take, or of something they have witnessed. Return to last known locationsinglandmarks,
Further, if they are part of law enforcement, they ~ wind direction, positios of heavenly objects, or
may check to determine the best course of action other minor clues
to resolve a case. This skill ahes the
importance of evidence, witnesses, alibis, and Level Awards/Abilities

motive. 1. Bonus die to avoid becoming lost if within a
mile of civilization.

Associated Actions 2. Navigate by starlight. Create map adequate for

Question witnesses and victims. use by others.

Give legal advice. 3. Find the shortest route between any two points.

Identify possibldeads andguspects in a crime. Add level to Forage or Hunt.
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4. Add level to Local Knowledge or Analysis.
5. Create official nationar regional maps
6. Contribute revolutionary idea to cartography.

[Nlustration # A3-9, of characters consulting a
map Caption:Maps are of great importance to
an adventuringpart hought ball oon:

Medicine

RS INT or HEA TI: Hard

RO: Physician, HerbalisMonk

The larger the adventuring group, the more
practical it is to include a member with this skill.
The life points they heal are in addition to those
healed by rest alonéirst aid often makes the
difference between a lingering injury and a quick
cure.

The medicine of ancient days bears little
resemblance to that of today. Many more herbs
and natural cures were usdidrequires years of
schooling, ancsometimedicensing. While this
skill enables incredible feats of healing, it often
requires a set of tools, prepared medicines, and Metallurgy

assistance of some sort the very least a RS INT TI: Moderate

Healing Kit is required (seeChapter Seven RO: (Armorer), (Metalsmith), Alchemist

Equipment List). This skill includes a background in ore mining
and smelting. It includes knowledge of

Associated Actions tempering, alloying, layering, porosity, tensile

Identify maladies and symptoms of shock. and shear strength, welding, plating, casting,

Prescribe a program of treatment for return to  molding, and more. The best metal workers, if

health. given time, tools, and the right supplies can return

Administer first aid. broken items to O0like newbd

Level Awards/Abilities Associated Actions

1. Heal 1LP per day per person (2 people max). Quicktemporary fix.

Able totreatminor ills. Modify appearance of weapons and armor

2. Heal 2LP per day per persdigeople max).

Able totreatmoderate maladies. Level Awards/Abilities

3. Heal 3LP per day per perschpeople max). 1. Fix and produce small simple items.

Able totreatserious disease 2. Diagnosecritical manufacturing flaws and

4. Heal 4LP per day per persdipeople max). work with most metals.

5. Heal 5LP per day per persdhpeople max). 3. Repair and produce large tools and weapons,

6. Heal 6LP per day per persahpeople max). and work with precious metals.

4. Repair and produce complex items and quality
fiBoth witches and monksplatkegameri ed on the ancient
practice of herbal medicine . . . Witch and 5. Work on enchanted items.
peasant lived side by side in the village. She 6.Invent new alloy.
dared not, like the old monks and herbal doctors,
plant a garden where she could systematically Nautical (Naval)
cultivate her herbsnistead, she secretly gathered RS INT or STR TI: Moderate
the plants she wanted to use, either where they RO: Sailor,Explorer
grew wild, or where she cultivated them unseen A skill as common to young people of daang
in outof-thewayp | aces . 0 communities as shepherding is to the farming

Harold A. Hansen, Thvilagavilttasshnes kn@uedge efnsailing, sea
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lanes, inland waterways, and large watercraft. It
includes experience with rough winds, long
voyages, currents, tides, and cramped quarters.
Ship captains and first mates must have this skill.
Use Nautical for any boating maneuvers:
docking or landing in rough weather, making the
most of a light breeze, outrunning piratesc.
Sailing into uncharted waters and back again
requiresboththis skillandMapping.

Associated Actions
Chart a course.
Predict weather.

Level Awards/Abilities

1. Qualify for entry level position on sailing
vessel.

2. Add level to Aquatics.

3. Navigate all known and charted waters.
(Requires skill Mapping

4. Navigate unknown or dangerous waters.

5. Captaina battleship.

6. Circumnavigate globe.

Ride/Drive

RS SUR TI: Moderate

RO: Knight, Farmey Body Guard

Ride primarily refers to horsemanship, although
it can extend to other steeds. It alsoorporates
driving such vehicles as the chariot or cart. It is
part of a group of required skills for Horse
Archery. It is also used for hunting with dogs. It
is an expected skill of Knights. But mostly, riding
a horse is just about the best way to getiad.

At third level this &ill allows those
trained in combat to fight from horseback. It even
providesa onetime bonus dieover unmounted
enemies who have never encountered a mounted
foe.

Associated Actions

Saddleand nount a horse.

Harness a horse anidh a wagon.
Know an animal 6s | i

mi t s

Level Awards/Abilities

1. Gallop horse or drive a road cart.

2. Race a chariot or horse.

3. Drive a chariot or ride a horse in battle.

4.+1 ATT, +1dmg. if from chariot or horseback.
5. +1 DEF, +1 #def while riding or driving.
6.+1ATT, +1dmg.,+1 DEF.

Spiritual Ministry
RS SPI

TI: Easy

RO: Priest, ProphetMonk, Saint Exorcist

Is it the goal of the spiritual leader to usher the
souls oftheir congregation into the heaven of
their faith. This is a lifelong affair, with
ceremonies to consecrate birth, coming of age,

marriage, death, and many other less

consequential occasions.

Associated Actions

Prayand lead others in prayer.
Preachor give a serman

Give ablessing.

Offer a sacrifice.

Level Awards/Abilities

1. Give testimonyabouto n eg@ds

2. Give religious couseland comfort.
3. Add level to Will or Insight.

4. +1SPI

5. Add level to Theurgy.

6. Ascend to the afterlife.

Thaumaturgy

RS INT TI: Hard

RO: Mage, WitchAlchemist

Broadly, this skill allows the use of magic
through the faculty of
Arguably, the bhiggest difference between
Thaumaturgy and Theurgy is in the users
themselves. Theheurgist uses ther spiritual
corénﬁcgon_tl%fgr{neé qpq ﬁ;hé%lpfpc_)wer, through
their soul. The thaumaturgehowever shapesa
spell with their mind.

[lllustration #A3-10, of Casting a Spell

As the thaumaturgist increases their
skill, they gain new spells. They can also add to
the duration, range, and area of effect of certain
spells. Also, as they gain skill levels, they can
lessen the required concentration and eliminate

on
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some of the casting ingredients needed for certain
spells.

Thaumaturgistsanuse every magic type
except CelestiallThe 10 different types of magic,
each with their own peculiarities makes the task
of becoming a o&écompl et
Many spell casters focus on just two or three
types of magic, while others more capabén
master nearly all.

A thaumaturgistods
maximum number of magic types they can
potentially learn. This also has a bearing on what
their master can teach, since they cannot teach
what they could not themselves learn.
Additionally, many sects, or magical fdias
traditionally use only one or two types.

The skill of Thaumaturgy is one of the
hardest to master, taking years of apprenticeship
to gain the slightest power. The thaumaturgist
gains and stores power
aura. Their training teaches them how to
accumulate and conserve tpiswer, and how to
release it in a spell. The process is analogous to
charging and discharging a battery.

For the skilled caster, spell descriptions
are a good starting point, however they can also
modify any one thing about any spell they cast.
Thi s may me an skipping
ingredients, adding 25% to its duration, enlarging
the area of effect by 173or by altering the effect
slightly. This does create the possibility for
miscast magi¢see Morphing Magic itChapter
Six).

Associated Actions

Find power spots and ley lines.

Gather and store power used to cast spells.
Distinguishmeaning ofsigns or omens.
Manipulate energy forvariant spell effects
(Morphing)

Discern the properties of enchanted items one
rank below skill level.

Level Awards/Abilities

1. +1 to DEFPerceive energy directly.

. +1to DEF. +1 to LP.

. +1 to DEF. +1 to LPAdd level to Language.
. +1 to DEF. Add point to SPIr INT.

. +1to DEF. +1 to LP.

. +1to DEF#+1 to LP.

ote that skill level equates to spell level.

ZOoO O~ WN

Theurgy

RS SPI TI: Hard

RO: PriestCleric, Exorcist, Witch

Theurgy is identified historically in many

religions and philosophied.o treatit as a skill,

one needs first to acknowledge its unknowable

aspect, one that hingesonfathou candét ask

powerrc hfamdmr & guondl iykoeul yd.on 6t
Theurgic magic has a more spiritual than

practical purpose. It depends on precise,

complicated ritualsBroadly speaking, this skill

| MAanneld o vmé negpalwer s hehr ough

Rooted in religious mythology it is concerned
with divine knowledge, proper influences,
purification, and achi
Each religion has its standout devotees
who carry the power to turn prayer into miracles.
An MCO s r ank coven orlchunch t hei
hierarchymay havelittle to do with their skill
level.

evin

r

M _CILei . T _OENMET gy . 30O
7TEAO00 EI A .AI%
For game purposes we uscare with terms
like priest or witch in relation to good or
evil. Rather any distinction madeis in how
the caster accesses power; by sight or b
feel. Keep in mind that rarely does one
blend the two styles, because they do no
ioEnze xdfl 1 t Rk &hosk iyith @®abd
mental capacity naturally tend toward
thaumaturgy: those with great intuition
tend toward theurgy. As for labels, call
your MCwhatever you want.

There are many terms for magic
wielders, passed down through the
centuries, and from around the world.
Dividing them conclusively between our
(o Py 37 TS . W L ¥ 2 7 - . e . =
However, below are some generally
accepted names by method.

Theurgist: Priest, PriestessHealer, Cleric,
Exorcist, Miracle Worker, Curate, Rabbi
Fakir, Mullah, Brahman, Yogi, Lama, Druid
Druidess, Hierophant, etc.

Thaumaturgist: Mage,Sorcerer, Sorceress
Warlock, Witch, Singer, Bard, Alchemist
Magus, Conjuror, Shaman, Enchanter, an
Enchantress, etc.

An advantage theheurgisthas over the
thaumatureg is that spells requiring an elemental
ingredient require onlya holy symbo] or a
wi t c dagged etc. This can make a big
difference when it comes to rare or expensive
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ingredients. A disadvantage is that learning
certain spells is required, while many others are
disallowed, depending on their religion. Another
difference, though minor, is in the public
perceptionof priests vs. mages T h e
control has much to do with this, dubbing the
magic cast by itsdl i s ¢ impdcless riot mere
spells.

All theurgists are unable to usie
lllusionary and Mentalism magic typeS.he
theurgist isalso prohibited from certain types
depending on their god or religion. For instance:
if their faith lies in the Celestial, Necromancy is
disallowed and vice ver8ain other words, types
that oppose their faithare disallowed(see the
Magic Types pie chart iGhapterSix).

Associated Actions
Sense the presence of enchantneermivinity.

Level Awards/Abilities

1. +1LP.

. +1LP.

. +1LP.Add level to Language.

+1LP.

. +1LP.Bonus die against all disorders.
.+1DEF.

ote that skill level equates to spell level.

ZOURAWN

More things are wrought by prayer than this

world dreams of. Tennyson
Wildcraft
RS INT TI: Easy

RO: WoodsmanHunter

Wildcrafting is synonymous with rusticThis
skill allows characters to make useful or artful
items from natural materials. Examples include
rope, clothing, shelter, eating utensils, simple
tools, weapons, decorations, and many other
crafty items.Wildcrafted goods are typically of
high quality and quite durable compared to how
little they cost to produce. Many items on the
Equipment List icChapteiSeven can be made by
the wildcrafter.

Anyone can pick up a stick or a stone and
use it as a tool or a weapon. However, the
wildcrafter can make weapons that are great for
hunting or fighting, such as the sling, javelin,
spear, staff, club, boomerang, blowghow, and
arrow.

Associated Actions

chu

Gather materials to produce above mentioned
articles.
Make asimple shelter for camping.

L eweh Awsards/Abilities

1. Character able to produce simple items.

2. Add level to Forage.

3. Character able to produgeality items from a
wide rangeof materias.

4. Add level to Hunbr Trapcraft

5. Character able to produce intricate, high
quality items.

6. +1 any Stat.

COMBAT SKILLS

There are two typesf combat skills defensive
and offensive.The two defensive skillsare
Armored Defenseand Armorless Defenéeall

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 timesper 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, o n e @defensive skill level
equates to the number of defenses (#def) they can
make in a turn. A character wiix levels ina
defensve skill can defend againstx attacks per
turn. Thus, if facingsevenattacks per turn, one
will hit automatically.Note thatevencharacters
with no defensive training are still allowed one
defense per turn.

The odds of doing special damage get
better as one levels up in aoffensive skill.For
every level gained iMPANY combat skill, the
character gains one life point. Thus, an MC with
a combined total of 15 combat skill leseldds
15LP to their base score.

Note that the combat bonuses listed by
level (pluses to ATT, DEF, #att, #def, etc.) apply
only when using the weapon or armor in question.
Armorless Defense bonuses do not apply when
armored up, just as bonuses with a bow do not
carry over to the crossbow.

Combat maneuvers are listedparately
from associated action3hey are earned at skill
level three.For more information, see Using
Combat Maneuvers i@hapterb.

rati
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There are no skill checks for combat Armor is not much good without
skills. Associated actions happen as needed, training. Without this skill, a suit of armo s
combat maneuvers have a built cost, and defense ratings at 50%.For exampleatrained
attacks are made with the d10. warrior with a small shield and helm would add

Remember to add one point per level to  one point from each to their DEF. However,
ATT for offensive skills. Also add one point per someone not trained to use them only saétd
level to DEF for defensive skills. These are in  point from each to their DEF.
addition to any listed Level Awards/Abilities
Associated Actions
Inspect armofor quality.
Maintain armor in good condition.
Repair minor damage.

Combat Maneuvers

Whirlwind: When surrounded by enemies, this

move negatesall enemy attacksfor one turn

allowing character to seek better grouMiy be

used once per figh€Cost: no attacks can be made

until the following turn.

ShieldBash: Allows an extra attack once per fight

with onebs shielGbstoned6 cru

defense.
Armored Defense Level Awards/Abilities
RS AGI or STR TI: Moderate 1. Armor fully effective.
RO: Warrior Knight, Archer 2. +1to ATT armored foe.
The effectiveness of on2&d®oppeneptamagergllimes much i n
part from the accumulation of time spent 4. Add Il evel to any oModer .
practicing while suited uprhis skill has several S.+1to ATT.
parts: learning how to movejuickly in armor, 6.-1 to opponent damage rolls.

learning to protect unarmored body parts, and

conditioning the body to carry the extra weight ~ Armorless Defense

for long periods| t al so adds t oRSAGk o mb at alh Havds

number of defenses per turn (one per level). RO: Warrior, Barbarian

This skill is important to the warrior wheither

usesnoarmorat all,very little armor, or whaets

caught out ofheir gear Note that for each level

gained in this skill the character adds one point to

their DEF in addition to any other level benefits.
Note that this skiltoesallow for the use

of asmall shield & helmetor some other minor

pieceatther full defense rating

Associated Actions
Maintain and repair minarmorpieces

Combat Maneuvers

ShieldBash: Allows an extra attack once per fight

with oneds shielGbstoned6 cr u
defense.

Helm Butt: Inclose quarters this allows an extra

attack once per fight, if wearing a helm&t6

crushing dmgCost: one defense.
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Duck and RunWhen surrounded by enemies,
this move allows one to escapeharmedto a
better vantage point rather than attack. Useable
once per fightCost: no attacks can be made until
the following turn.

Leap of Glory:

Level Awards/Abilities

1. +1to ATT

2. +1 DEF.

3. Immune to choice of argingletype of special
damage. +DEF.

4. +1to ATT.

5. Immune to choice of argingletype of special
damage. +1 DEF.

6. -1 to opponent dmg. rolls.

Bow

RS STR or AGI
RO: Archer, Hunter
This skill applies taall the many types of early
bows used around the world: short to long,
straight to recurveandreflex to flat.It is one of
three skills used for Horse Archery.

TI: Hard

TR e | RN R
By

Earlier bows are shorter (three or four
feet long), and the string is pulled only to the
chest. As the Welsh, and then the English, learn

to make their bows six feet long, and to pull the
string to their eaiit allows a more powerful shot.
Now the shoulder muscles come into play,
allowing heavier, longer, more stable arrows,
with better penetration and greater accuracy.

The English bowman can shoot rapidly
enough to put five arrows in the air at onbe.
battle he stands behind a wooden stake to stop or
deflect incoming projectilesFurther, they are
almost certain to hit #oe charging on a horse at
forty or fifty yards. War arrowsshot from a
longbowcan pierce chain and even plate armor.

An archermust be unusually strong to
draw and aim a war longbow. It also takes a high
degree of skill, gained by practice from
childhood.

In the 14" century, as knights revert to
infantry, the longbow replaces the crossbow. The
valorous but undisciplined cavaliers just get in
the way when bowmen are so cheap to equip.
Properly handled the bow becomes a deadly
weapon, such that it is forbidden in waetween
Christians, though permissible against infidels.

Short Bow Range 335/110
Long Bow Range 45/10050

Associated Actions

Inspect bow for quality.
Maintain bow in working order.
Restring in under three turns.

Combat Maneuvers

Pointblank Shot: Auto hit once per fight if
enemy is close enough for hand to ha@dst:
one defense.

Called Shot: Auto hit once per fight, with special
dmg. Cost: o other attack may be made in that
turn.

Level Awards/Abilities

1. Weapon open to special damage.

2. +1 to DEF against bow & arrow. +1 ATT

3. +1 damage.

4. Special damage. on 9 or 10. +1 ATT

5. Increase weapon speed by one.

6. Special damage on 8, 9, or Xud 50% to
range.

Crossbow
RS AGIl or STR TIl: Moderate
RO: Archer, Bounty Hunter
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A range of crossbows exists, from light to heavy,
with the heavier models being slower to operate,
but able to deal greater damaghis skill applies

to alltypes

HeavyCrossbow

The heavy crossbow is upended, and
with a foot placed in its stirrup to hold it steady,
the windlass is cranked to pull the bowstring, a
bolt isinserted,and the weapon is brought to the
shoulder to aim.

The speed ofa regularbow over the
crosbow makes an immense difference. A
charging Percheron carrying a knight as well as
the weight of its own caparisons moves less than
thirty miles an hour. They can cover a hundred
yards in about eight seconds, give or take.

Meanwhile a bowman can shos#veral
arrows at the horse and rider. A shot that hits a
horse, even if not fatal, will make it rear and buck.
The crossbowman in the same situation must
make a single shot count. Either way, as war
evolves, battles are increasingly decidedthny
firefight as the clash of steel is replaced by an
exchange of projectiles.

Associated Actions
Perform general maintenance on crossbow.

Combat Maneuvers

Quick Shot: Double rate of attack for one turn,
once petbattle Cost; no defenses may be made
in that turn.

Called Shot: Auto hit once per fight, with special
damage. Cost: ro other attacker defensesnay

be made in that turn.

Level Awards/Abilities

1. Weapon open to special damage. +1 ATT
2. +1 to DEF against crossbow. +1 ATT.

3. +1dng. +1 ATT.

4. Special damage on 9 or 10. +1 ATT.

5. +1 ATT.Increase weapon speed by one.
6. Special damage on 8, 9, or 10. +1 ATT.

Minor Range Weapon

RS AGI Tl: Easy

RO: Hunter

Includes: Blowgun, Sling.asso,Boomerang.
Some of the weapons covered by this skill are so
different from the others that they could count as
a separate skill altogetheFhi s i s at
discretion.

Associated Actions
Maintain or repair weapon.

Combat Maneuvers

Called Shot: Autehit once per fight, with special
damage included. Cost: o other attacksor
defensesnay be made in that turn.

Quick Shot: Double rate of attack for one turn,
once perbattle Cost; no defenses may be made
in that turn.

Level Awards/Abilities

1. Weapon pen to special damage.

. +1 ATT.Add level to Hunt.

. +1Dmg. +1 ATT.

. Special dmg on 9 or 10.

+1 ATT.

. Special damage on 8, 9, or 10. +1 ATT.

oUurwN

SingleeHanded Weapon
RS STR or AGI TIl: Moderate
RO: Warrior, BodyguardBarbarian Knight
Applies to short sword,club, war cluh dirk,
dagger, war hammer, hand ax, rapier, mace,
longsword.

This class of weapon is typically more
maneuverable, lighter, asthaller. It also allows
the wielder to use a shield.

Associated Actions
Keep weapon in good condition.

Combat Maneuvers

Combinal Strikes uses a series of common
moves to culminate in a deadhst strike. Roll
with bonus on last attack of turrOnceper foe
Cost: one defense.

t

he
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Di sarm Foe: knock an
their hands, once péattle Cost: ro other attack
may be made in that turn.

Improved Retreat: Escape danger +hith
unharmed, once per dagost: no attacks can be
made until the following turn.

Level Awards/Abilities

1. Weapon open to special damage.
2. +1 ATT and damage.

3. Special damage on 9 or 10.

4. Increase weapon speed by one.
5. +1 ATT.

6. Special damage on 8, 9, or 10.

Thrown Weapon

RS STR or AGI TIl: Easy

RO: Warrior, Barbarian

Includes: Plumbata, Javeli(spear) Throwing
Ax, ThrowingDagger.

Thrown weapons are not just lighter than their
handto-hand cousins, they are shaped and
balanced for flight.See The Weapon Rack in
Chapterfive for distance ranges.

Note that some thrown weapooan be
used in hando-hand combat, while others are
not. The boomerang for instance, (which is
technically more for hunting than combat) would
be of little use in close quarters, while the
throwing axe could double as a haak
(providing the user is alsdkiled with single
handed weapons).

Associated Actions
Maintain weapon in good working order.

Combat Maneuvers

Called Shot: Auto hit once per fight, with special
damageincluded.Cost: ro other attack may be
made in that turn.

Use Atlatl: employ this tool with a spear to double
range. Cost: no other attack mhg made that
turn.

Improvise: use an item or weapon other than
those listed above as a thrown weapon, once per
battle. Cost: no other attack can be made that turn.

Level Awards/Abilities

1. Weapon open to special damage.
.+1ATT.

. +1 damage

. Special damage on 9 or 10. +1 ATT.
+1 ATT.

. Special damage on 8, 9, or 10.

oOUAWN

opponent 6s

out of

weapon

X Yo

Two-Handed Weapon
RS STR or AGI TI: Moderate
RO: Watrrior, Knight, Barbarian
Applies ta blunt, bladed or piercingveapons
including the great sword, halberdpng flail,
pike, melee spear, battle axestaff, large club,
trident, warscythe pole-ax.

Useful for weapons with a longer reach
or higher damage range. The wielder cannot use
a shield while armed with a twlmanded weapon.

Associated Actions
Maintain weapon in good working order.

Combat Maneuvers

Sweep one extra attacland one extra defense
once per battle Cost: lose one attack and one
defense in the next turn.

Level Awards/Abilities

1. Weapon open to special damage.

2. +1 damage.

3. +1 to DEF.

4. Special damage on 9 or 10.

5. +1 ATT.

6. Special damage on 8, 9, or 10. Increase weapon
speed by one.

Weaponless Combat

RS AGI or STR TI: Moderate

RO: BodyguardAthlete

Sometimesyou have no choice but to fight
without weapons Other times, the weapon of
choice IS your bodyThis includes fists, feet,
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knees, etc. These are not listed with the other your GM if you need help working such training

weapons irChapterfFive. into your background info.

Dmg Speed ATT Bonus Dmg Type Disguise (Impersonation)
Fist 14+1 3 +1  Crushing RS INT TI: Hard
Foot 1d8 2 Crushing RO: Actor, Spy

Adding anything such as pair ofbrass knuckles or

hard boots adds +2 dmg. Difficulty depends on several variable&dd a

penalty digf there aranajor differencebetween
[lllustration #A3-14, of fist fight] the _imperson'ator and the original. Add a pqnalty

die if attempting to fool someone well acquainted
with the person. Players must make a skill check
for each new person met, and for eveve Dr ten
minutes in their presence.

Associated Actions
Appear norhreatening.

Combat Maneuvers

Kick box assaultOne extra attack once per fight.
Cost: one defense.

ThrowDown: forceopponent to grounddamage
1d6. Negates opponent attacks for one turn.
opponent size may not be more than double that
of attacker. Cost: no other attack may be made in

Associated Actions
Study a subjectds |l ooks an
raising suspicion.

Level Awards/Abilities
1. Impersonate voices.

that turn. : : :
Head Butt (if in rangd, extra attack once per 2._\/entr|lqu|sm Character learns titwrow their
fight, 1d4+1. Cost one defense. voice

3. Charactecantell when their cover is blown

4. Add level to Language.

5. Quick Change: don disguise within 15 minutes.
Shed disguise in under a minute.

6. Maintain disguise indefinitely.

Restrainan opponentSee Disorders, Restrained,
in Game Basics. Negates enemy attacks if
successfulGo to opposed STR checks next
turn. Cost: no other attack may be made in that

turn.

Level Awards/Abilities Forgery

1. Fists and/or feet open to special damage. RSINT Tl Easy

2. +1 ATT and damage. RO: Outlaw

3. Add level to Armorless Defense. The art of forgery has existed as long as there

4. Special damage on 9 or 10. have been coins to mint or legal documents to

5. +1 ATT and damage. copy for fraudulent purposes. The list of things

6. Special damage on 8, 9, or 10. that can be forged is long, including money, birth
certificates, various types of art pieces, seals, etc.

UNDERHANDED SKILLS __Copies made without access to_the

original are easily identifiedThe forger may
choose to specialize since each type of copy
needs specific tools and supplies. A workshop is
helpful. The time it tak&to finish a work can vary
greatly depending on the type.

This set of skills is largely the province of the
outlaw. Even so, they whabide the law could
practice most underhanded skills for legitimate
ends. A good example of this is forgery. With all
the laws the Romans made, of course they had
laws against the forgery of money and
documents, but none concerning art. Art was
copied frety and openly. Only in the last 500
years has the copying of sculptures and paintings
become forgery.

Characters whose occupation is outlaw
may choose any or all of the following skills.
Most outlaws tend to specialize in two or three.

The biggest questionpmow the character Zlcziopyaroyal seal.
orge coins

learned their skills Thi evesd gmlg mnrwgr ert
all, but they donét Opeééogzgreétworlléféart

Associated Actions
Study original for fine details that may be hard to

copy.

Level Awards/Abilities
1. Copysimple common items.
2. Copy documents.

public eye. As
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Pick Locks (Locksmithing)

RS AGI or INT TI: Moderate

RO: Outlaw

The purchaser of a lock sees itragant to be
closed whereas the burglar sees itnasant to be
opened And seldom is the willful burglar wrong.

little malady to keep
or maybe a sleeping powder, or something to
enslave the mind. This skill includes elements of
foraging, gardening, and cooking.

Also seePower Plants &oisorsin ChapterOne
of the Book of Legends.

S o0ome

fpi cking doesndét work, force might! I f breaking
the lock doesnét wor k, dliusgaienw A314 affoisode door or t he
wall i s another option. 1 toés mostly a matter of hec
much time you have, and how much of a  Associated Actions
commotionyou canafford to make. AdministerPoison.
A | ockos di isfrostly | t yHarvesgvgnom.
dependentupon its complexity, but also its
construction A lock is ranked from % for Level Awards/Abilities
purposes of pickingThe harder they arethe 1. Produce 1 dose of ndethal poison per day.
higher the numberThe lowest rated locks are 2. Produce 3 doses of ntethal poison per day.
either primitive, shoddily made, childishly =~ Add level to Forage.
simple, or just plain weakkank six are larger, 3. Produce lethal poison, up to 1 dose per day.
stronger, morecomplex, and cobeér. 4. Produce up to 3 doses of lethal poison per day.
To pick a lock, compare yolevel to the 5. Add level to Steal or Sneak Attack.
rankofthelock A character ds s k i lnventnewvytye of prigodl.t b e
at leasts high as theankof thelock, or they roll
with penalty.No roll is necessary if of higher Secret Writing
level than the lock. RS INT TI: Moderate
Locks also have Life Points for the RO: Spy,Outlaw, Police/Sherrif
purpose of breaking them. They may also have This skill is useful to various secretive
specific properties, defenses, or immunities, such  organizations, for a variety of things, such as
as: heat resistance, immunity to magic, or being finding coded clues on maps and such, or for
rustproof.Only master craftsmen can create the  hiding them. It incorporates both codes and secret
highest rated locks. Such works may be custom writing, such as invisible inkor that which can
made. only be seen from the right angler in the right
kind of light.
It is handy for creating new codesfor
cracking old ones. Note that the code breaker
Associated Actions should be fluent in the original language used by
Build or repair a | ock tbegmakel. i n rank to oneo6s ski
level. To create a code, one must make a die
check. The difficulty level of thaewcode is the
Level Awards/Abilities sameashecr eat or 6s ski || l evel

1. Repair broken locks.

2. Work on other small, intricate machines
similar tolocks.
3.mprovised if
4. Build quality locks.

5. Add level to Trapcraft.

6. Invent new style of lock.

wit hout

Poison

RS HEA or SUR
RO: Assassin
Many are the kinds and ways to poison. Do you
want a cleapquick death, or shall it be lengthy,
and horrid? Or maybe not death at all . . . just a

TI: Hard

also requires a die check: the breaker must be the
same skill level as the difficulty level of the code
or roll with penalty.
p r o plée time eequiresl to make or break a
code is calculated as followa:hours multiplied
by the difficulty level.

Note that the skill Discovery is useful for
finding secret writing but not necessarily for
reading it.

Associated Actions
Identify if a code is used in a piece of writing.

Level Awards/Abilities
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1. Makeand deciphesimple codes.

2. Detectspoken codes

3. Add level toLanguage.

4. Add additionalLanguage.

5. +1to INT.

6. Create unbreakable code (takes one week).

try to hold them by sheer strength, make opposing
die checksthe one with the highest strength roll
wins.

When using a sneak attack, note that as
your skill level goes up, so too does your chance
of doing special damage. And so, even if your

attack doesndt kill your ofj
Sneak Attack more damage.
RS AGI or INT TI: Moderate In the case of administering poison, if a
RO: AssassinHunter failure occurs, an AGI roll is required to keep
The sneak attack comes in many forms and is from poisoningoneself.
useful for a wide range of aggressaetions. In
one instance, it can be used to overpower a foe Associated Actions
without injuring them; in another it can be used  Appear northreateningand inconspicuous
to assassinate. A sneak attack can also be used for
actions that arendt typlieeehAwards/Abilitesd as attacks:
Y by mages and their familiars to deliver 1. +2img.onfirst successful hit
contact spells. 2. Add level to any combat skill. Special damage
1 by an assassin to administer poisons. on 9 or 10.
1 by the kidnapper to abduct a target. 3. Special damage on 8, 9, or 10.
f to restrain someone to keep from being 4. Add level to E_vasmnmr HuntSnatch a f oeq
attacked.Roll opposed STR checks in  Weapon or other item.
next turn. 5. Special damage on 7, 8, 9, or 10.
1 by the purse snatcher as well as the ©-SPecial damage on6, 7,8, 9, or 10.
weapon snatcher.
1 with certain ranged (bow, crossbow, or Steal
blowgun) attacks, but only at short RS AGIorSUR TI: Moderate
distances. RO: Outlaw, Spy .
When hunting to take prey. This skill can be used for picking pockets,
disarming an opponent, or swiping an item in full
[Mustration #A3-15, of Sneak AttacK view. Th? pocket picker often knows what
’ theydédre after and where to
Several other underhanded skills Just as often surprised at what tipjer. .
compliment this skill nicelyEvasion can be used The person be_lng robbed_ fror_n IS often
to get close to a target, or t®-in-waiting. A C"’?”ed the ma_lrk. e ch_eck m'ght |n_d|cate a
well-planned surprise attack may take months to failure, in which case the item is ntrieved,
culminate in its goal. Other times, a spur of the an_d the mark becomes_ aware of what you are
moment attack is preferred. Whatever the case, doing. A successful ro!l indicatdhe goal being N
achieved without the mar ko:

the player should first discuss the plan with the
GM.

To make a sneak attack you must be
within optimal range. How you get there without
the target suspecting what you plan to do can be
accomplished in many ways.

If this skill is to work, the target must not
suspect the attackhis is determined by an initial
sneak attaclskill role. If successfulthe player
rolls to attack with a bonus didf the MC
normally attack more than once per rounithey
may also do so with a sneak attackhey do not
incapacitate their foe, or restrain theboth are
able to attack normally in the next turn.

When using Sneak Attack to restrain
someone, they may still try to break free. If you

Steal is not used for: purse snatching,
mugging, armed robbery, or burgling. Nor is it
used for sneaking, hiding, or escaping. However,
the skill of Evasion often comes in handy for
those who fail theiSteal check

This skill suffers if someone suspects
you. Perhaps the city guards have information
about a pickpocket, and they set up a sting. Or
perhaps your mark has been stolen from by
someone like you in the past. Such situations are
cause fomddinga penalty die.
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CONDITIONAL DIFFICULTIES
Add bonus and penalty dice according to the level
of security and attentiveness of the mark.

Victimis. ..
Security || Distracted Indifferent  Wary
Low Il 2BD 1BD -
Med Il 1BD - 1PD
High Il - 1PD 2PD

Associated Actions
Plant false evidence.

Level Awards/Abilities

1. Identify easy mark.

2. Add level to Discovery.
3.+1 to AGI or SUR.

4. Add level to Sneak Attack
5. Add level toSleight of Hand.
6. Add level toEvasion.

Trap craft

RS SUR or INT TI: Hard

RO: AssassinWoodsman

Trappers often start out by trapping game for the
stewpot. Some advance to the most dangerous
game, Man.

Not to be confused with puzzles or
magical wards, traps are more straightforward
than eitherThey are classed by raiik-6), each
more dangerous than the last.

[Mustration #A3-16, of Trap]

Naturally, traps must be found before
they can be disarmedlhis skill, as well as
Discovery,makes it easier to find them. As one
gains levels in Trapaft, they also learn to
retrieve and construct traps.

Associated Actions

Construct, setandconceal,snares andrapsfor
large or small game, including man
Inventnewtraps.

Bonus to @tect traps one rank lower than skill
level.

Construct traps of a rank equal to skill level.

Level Awards/Abilities

1. Triggeror flag trapwithout harm

2. Bypass or disarm trap without triggering.
3. Retrieve traps tharefound

4. Reset traps that hateen triggered.

5. Add level to Poison.
6. Invent new trap.

SURVIVAL SKILLS

Many of the following skills come naturally to

wild animalswho mayuse them daily.

Climb
RS STR or AGI TI: Moderate
RO: Sailor Outlaw

This skill is usedtoc | i mb t hi

ngs

necessarilybuilt to be climbed trees, ropes,

R a p u n golddnitais, walls, or cliffs. It can be
used to escape dangarto reachtreasure. You
d 0 méed it to tmb a steep stairway or a well

placedladder

It is commonto earnan initial level of

this skill without a teacher, and at no cost. For

instance, rany childrenwill climb any inviting
tree This is enough to gain one levéeyond

that, several occupations present opportunities for

the climber.

The following table compares

relative difficulty of climbing different things.

Difficulty Example

Easy Most treessail rigging
Medium Rope pole roughwall, or cliff
Hard Smoothwall or cliff *

* Affords only fingerholds and toeholds.

the

The next table combines climb difficulty with
climb conditions. This provides a numbef

penalty or bonus did® addto your skill check.

CLIMB DIFFICULTY VS CONDITIONS

DIFFICULTY
CONDITIONS Easy Med Hard
Daylight/Dry 2BD 1BD -
Slick orDark 1BD -- 2PD
Slick & Dark 1PD 2PD N/A*

*Climb not humanly possible.

Note thatthe use ofactual climbing gear has
several effectslt slows the climb somewhat
while making it safer by minimizing falls. Add a
bonus die if using gear (S&guipment list 2B).

Associated Actions
Work with block and tackle

Level Awards/Abilities

1. Add Level to Easion

2. +1 to Strength.

3. Able to do ondranded pulups.

t hat
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4. Add level to Pursuit.
5. +1 to Agility.
6. Able tohang upside down by toes.

Evasion

RS SUR

RO: Spy Hunter
Depending on the situation, Evasion can be one
of the most useful skills a character can learn. It
allows you to hidegreep orescape

Evasion can be used hide in one spot
for hours at a time. Thiselps when enemies are
nearby It alsoallows one to spy upon a person,
place, or thing.

Evasion can be useddeepsilently past
an open window or doofhis allows ondo get
close enough to make a sneak attack, or to listen
in on private conversatiean The work of the
burglar often requires this skilAk. c har ac
average rate of movement whileeefing is about
five feet per turn.

Finally, Evasion can be used é&scape
capture. This allows orte fade into the shadows
and move away from danger, often while being
pursued. It can also mean blending into a crowd,
a stand of trees, or even to swikway
underwater.

The master of evasion always has their
escape plan in mind, making it up as they go
forwardd noting every bush and tree, every side
path, and every low wdil these may be usefah
their way back out. They are trained to take
advantage of what to the uninitiated looks like a
dead endhutto the escapee is a route to freedom.

Evasion is harder when several factors
are stacked against you, such as: time, certain
spells, traps, alarms, and guards. Other mitigating
factors are ambient noise, shadows, and cover.
An evasion check is calculated on the following
charts, which add boses or penalties.

To make arevasion check, explain to the
GM what it is you want to do. They will
determine the difficulty and possibly assign a
number of penalty or bonus dice. A failuocehide
or creepmeans that someone or something has
detected your preseriehis might be a good
time to try the escape part of the skill.

TI: Easy

Evasion Difficulty Modifiers

The evasion artist is adept at spotting guards,
sentinels,or magic eyes howeverthey realize
that it may be too late by the time they notice an
onlooker. Sometimes, they may not know they
were spotted until the law comes.

The following table assigns bonus or
penalty dice depending on the amount of cover,
shadow, and sound. All three are at their best
when there is plenty of eaghsuch an occasion
would amount to 3BD.

Best Fair Worst
Cover 1BD - 1PD
Shadow 1BD - 1PD
Sound 1BD - 1PD

Evasion Check Freguency

The frequency of evasion checks may vary by the
situation. They are based on the act to be
performed. The frequency may change as the
situation evolvesRoll for each onlooker within
40ft.

t Actiod s Roll once per é
Hide Hour
Creep Ten minutes
Escape Occurrence more if being
pursued

Associated Actions
Make camouflage.

Level Awards/Abilities

1. Add level to Hunt.

2. Add level to Discovery.

3. Add level to Steal.

4. Add level to Pursuit.

5. Add level to Sneak Attack.
6. Hide in plain sight.

Fish

RS SUR TI: Moderate

RO: (Fishe), Woodsman

There is a huge variety in the size, shape, and
color of fish, and there are a great many

techniques for landing them. Fish that will take

bait are caught by hook, those that school are
netted, and slower fish may be speared.

Associated Actions

Angling: Use a hook, line, and sinker.
Spearing: Usa spear, harpoon, or trident.
Netting: Use various types of nets.

Level Awards/Abilities

1. Identify fish species, and where and when to
find them.

2Feed a family with a
3. Add level to Nautical or Aquatics.

day 6
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4. Catch enough to make a living.

5. Add level to Hunt or Local Knowledge. Different weapons and technigues
6. Develop revolutionary method of fishing or abound as well as different reasons for hunting.
captain a whaling vessel. Some hunt for trophies, others for sport, others
for food, and still others for pelts or ivory.
Forage Hunting includes the knowledge of
RS SUR TI: Easy tracking. Many things affect ¢hability to track
RO: Herbalist, VdodsmanWitch some giving a bonus, somepanalty. Use the
Use this skill to find foodherbs formedicine, following table of conditions to determiné a
certain  spell ingredients, materials for bonus or penalty applies
wildcrafting, andingredients fomakingpoisons
or potions. Add Bonus Die when &
Trained forageswill alwaysknow where - Tracks ardresh
and when to look, and how to identity loakkes. - In soft snow
A skill check is used to determine if they will find - In mud or soft sand
enough to do what they want, and in a reasonable - Subject is drippindplood
amount of time.Characterswithout this skill - Subject has fulLOAD
have little chance of findingenough ofwhat - Subject runnindhard
t heydr e s Aratherdis a gossibildyr - Subject draggingomething
that an improperly identified plantill be found - Light is adequate
instead.
Add Penalty Die when ¢é
Associated Actions - Tracks are over a day old
Know direction. - Onrock orice
Locate water. - It has rained or isaining
- There is snow falling or higlinds
Level Awards/Abilities - Subject isskilled in Huntand istrying to
1. Determine the best method of harvest for the conceal their tracks
item being forged. - The light ispoor
2.Bonus die against getting lost.
3. Add level to HuntLocate rare plants that can An accumulation of various factors is
be used to make cures, spells, or lethal poisons.  possiblelfit happens that several different apply,
4. Add level to Discovery you should subtract the lessor number from the
5. +1SPI. greater tdind the actual number of dice to roll.
6. Discover previously unknown species of plant. For instance, tracking prey that is
bleeding in failing light, over a icy landscape
Hunt adds one bonus and two penalty ditbus,the
RS SUR or INT TI: Moderate tracker rolls with one penalty die.

RO: Hunter, Woodsmatmsounty Hunter ) _
This skill requires patience and tenacity. Associated Actions
Differences in terrain, game, and season, call for Butchera carcass.
different tactics. Thedifferent methods of Identify the best hunting areasd time of day
hunting known around the world are too  Track flush, drive, orstalk prey.
numerous for any one person to practice them all.
The bounty hunter typically hunts only outlaws  Level Awards/Abilities*
but may have started on smaller game. 1. Add level to Athletics.
Time is important to hunting, both the 2. Addlevel to Discover.
time of day, and the length of time. It varies by 3. Add level to Pursuit.
prey. Assuming your character knows the best 4. Add level to Evasion.
time and is patient, game will come their way. A 5. Add level to any Range weapon combat skill.
successful skill check & Bigcgvergewapiraalspeciess t he hunt er 6
ATT.

* A h wskilltleeef réases to the size of prey
[llustration #A3-17, of Hunting] they may take. At level one they can hunt small
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game. At level three they may hunt big game. At RO: PolicdSheriff, Ambassador Physician,

level five they may hunt elephants and griffons. Prophet, Mage, Gambler, Librarian, Dream
Interpreter, Counselor

Pursuit Analytic thinking requires an open mind and a

RS AGI TI: Easy familiarity with some aspect of the problem at

RO: Bounty Hunter hand. This skill works by revealing hintst

This skill can be as important for catching  incorporates deductiomhich dlows one to solve
someone as it can be for eluding capture. It allows puzzles, riddles, and mysteries.

one to dramatically affect the outcomeaafhase The GM can present clues to the player(s)
between two or more otherwise evenly matched and let them tryto solve somethingfirst before
opponents. asking for a die checkHowever, pst because a

A chase may be initiated in a number of  playerfailstof i gur e out something
ways. Each of these include both parties that their charactewill fail. Depending orhow
establishing a starting point and comparing their  goodyour roll the GM may reveal a clue, or the
movement rates. At this point, it might become  wholesolution.
apparent that no amount of skill can overcome the
disparity in speed. Howevgn a case where both Associated Actions
sideds MOVEs are the s &entfy theopresencer and genetal makire of aa
skilled pursuer can win the day with the toss of a  puzzle or mystery.

die.
Opposed rolls are used whether or not Level Awards/Abilities
both parties are skilled &ursuit. Those witlout 1. Predict possible outcomés any course of
Pursuit would make a stat check using AGI action.
which the other would have to be&@pposing 2. Use the skill Research &old bonus die.

skill checks are made at the beginning of each 3. Add level to Identify.

turn, making the whole scene an exciting part of 4.+1 INT

the game. The party with the highetal adds5 5. Add level to Language.

to their MOVE for that turn. 6. Add level to any moderate or easy skill.
Whether you use a map grid with

miniatures, or theater of the mind, a chase scene Agquatics

benefits from narration. A dramatic account of RS SUR TI: Easy

the pursuit comes partly from the territory being  RO: Sailar

traversed. The GM must describe the territory as A broad subject and a skill theditncome in handy

the characters come to &lso, both the pursued for many situationsWe group the subkills of
and the pursuecan describe their respective swimming and operating a canoe (or other small
actions. watercraft) together here from a natural
connection between the two. Knowing how to
Associated Actions swim makes it easier to learn how to canoe, not
Burst of speed: +5 to MOVE for one turn,once t o ment i on, i f you fal/l ou
per chase. better know how to swim. Generally, swimming
is learned first.
Level Awards/Abilities In a fight, a character with Aquatics
1. Character learns to predict the probable negat es a wHomeGrourmbommbatt ur e 6 s
outcome of a chase. +1 to MOVE. advantage.
2. Add level to Evasion. +1 to MOVE.
3. +1 to MOVE Associated Actions
4. +1 to MOVE. Dive in shallow water.
5. +1to MOVE. Tread water
6. +1 to MOVE.
Level Awards/Abilities
MISC. SKILLS 1. Hold breath one minute underwatéiwim'
Analysis prone or on back. Character learns the basics of

RS INT or SPI TI: Moderate canoeing.
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2. Swim underwaterDive from a heightDo the
breaststroke. Character learns to guide a canoe
through mild rapids.

3. Swim for several hours without rest.

4. Navigate a canoe in rough rapids.

5. Add level to Nautical.

6. Add level to Athletics.

Athletics

RS HEA

RO: Athlete, Warrior
A character neednot
Olympics to take the skill ofthletics. Many
people participate in sports as amateurs for the
love of competition. Soldiers get the equivalent
of athletic training while enlisted.

This skill teaches basic movement,
conditioning and fitness exercises, and sports
activities. The goal is improved motor skills
increased endurance, flexibility, and strength.

The Greeks developed organized
physical education programs as early as 700BCE.
They also gave us the wogy¥mnasium Greek
boys practiced running, jumping, wrestling, and
throwing (the javelin and discus). Physical
education in Rome served chiefly to prepare boys
for the rigors of war. The athletic mindset
declined in the Middle Ages but was revived from
about 1300 irg the Renaissance.

TI: Easy

Associated Action
Play team sports.
Compete in individual sports.

Level Awards/Abilities

1. +1 MOVE.

2.+1 HEA. Add level to Weaponless Combat.
3.+1 STR.

4.+1 AGI.

5. Bonus die on Fatigue checks.

6. Add one skill level to Evasion or Pursuit.

Caving

RS SUR or STR
RO: Explore

A valuable skill for anyone planning to adventure
undergroundA character with Caving negates a

TI: Hard

have

Identify likelihood of flooding.

Level Awards/Abilities

1. Navigateunderground without getting lost.

2. Lead groupdelowground.

3. Add level toClimb.

4. Add level to Athletics.

5. Add Bonus against getting lost underground.
6. Live underground indefinitely.

[lllustration #A3-18, of Caving]

their sights set on
Channel
RS SUR TI: Hard

RO: ProphetSaint, Dreaninterpreter

This incredible skill allows the user to wield some
sort of supernatural power, similar to the use of
spells. Note that one must first be born with a
latent power to use this skill.

Characters whaake this skill should
work with their GM on a reason why they have it.
It will probably be something quite extraordinary,
and it should go in their backstofymay indicate
the admi xture of divi
ancestry.Such individuals are rarenaybe even
unique.

To use this skill the character must pick
one magic typeand sick with this same type
through all subsequent levelat level one they
may cast one®llevel spellonce per dayAt level
two they may cast one"2level spellonce per
day, and onel®level spell twice per daynd so
on. No casting ingredients are neededso,
channelers do not learn their spells like other spell
casters. They are chosen by the character when a
new level is gained.

ne

Associated Actions
Cast a spell similar to a Priest or Mage.

Level Awards/Abilities
1. Gain1*level spell.
2. Gain 2" level spell.
3. Gain 3%level spell.
4. Gain 4" level spell.
5. Gain 5" level spell.
6. Gain 6" level spell.

nocturnal creaturebés Home Ground advantage i f
fighting in the darkA skill check can reveal how Discovery (Locag)
safe a cave is regarding cawe or toxic gases. RS SUR TI: Moderate

Associated Actions
Identify the basic nature of a cave: how it was
made, if anything lives there, etc.

RO: Hunter Police OfficerSheriff, Explorer

Use this skill to search for hidden items, persons,
doors, traps, or cluedt can even be used at a
distance to search the horizon for landmarks, find

t

he

bl
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a familiar face in the crowd or survey the Associated Actions
landscape for anything interestinifj. searching Identify reality from a dream.
an areafor someone whois using the skill Practice another skill while dreaming.

Evasion,an opposed roll is called for

A player may announce at any time that  Level Awards/Abilities
their character is searching an area, and then roll. 1. Learn to realize you are dreaming and how to
This is called an active seardtowever, there is awaken inside your dream.
an almost unconscious side to Discovery; as the 2.Befriend aDreamland guide and learn to travel
character gains skill, the player need not indreams.
announce that they are searching; the GM can 3. Practice another skill while dreaming to
assume that they aras long as they are not advance one lev@élone time usé& may not be

otherwise distractedThis is called a passive used to attain level six.

sear ch. I't all ows t he céhSeekau and spéak witls thebdéadreasns i ous t o
notice hidden detailsAs such it becomes one of 5. Enter the dream of another dreamer.

those reasons for which the GM may ask dn 6. Leave the physical world altogether to reside
unrnamed skill check. in the Dreamlands.

The amount of area that can be searched

in one turn is small but grows as the searcher Duality
gains levelsCertain situations will require you RS SPI orINT TIl: Moderate
and the GM to agree how much area can be RO:Mageg Priest
covered per turn, especially if scanning an area at See Sister Spells in Chapter Six. Be sure to
a distance. Close up searches can typically be consult with your gamemaster before taking
done by the novice at a rate of about 10sq. ft. per Duality since using sister spells is an optional
turn. rule.

Many spells have counterparts or
Associated Actions opposites. These are called sister spells and are
Quick Scan: used to get a cursory overview of an  related somehowKnowing one teaches you
area to identify spots where a closer look may  something about the other. Theywork on the

prove fruitful. principle of opposites, as with Bless and Curse,
or Darken and llluminate.But not every caster
Level Awards/Abilities can doboth.
1. Add level to Identify. Two such spells may be learned as one
2. Passive searddlowed by use of this skill. This effectively adds to the
3. Add level to Hunt. number of spells a caster may learn. For example,
4. Add level to Trapraft. a priest with duality could learn both Turn to
5. Add levetlto Evasion. Stone and Return to Flesh and count the two as
6. Add level to Analysis. one regar di nngmbed wfaspélsnu m
_ Knownd, spell s gai ned per
Dreaming useable dailyé6.
RS SPI TI: Moderate Theurgists especially are often only
RO: Mage Dream Interpreteiitch able to use one or another form depending

This marvelous skill allows you to use your  upon their religion or god. Thaumaturgists
dreams to do unbelievable things. Traveling the  may cast either form as they see fit assuming

dreamlandsan beas rewarding as it is surreal. OEAU dxdedddti@ir allowed number of
't 6s omempylgato kearn aspellortolean  gpells andtypes.

some universal truth.

Dreaming is not a skill to take lightly. Associated Actions
The dreamer should have a purpose and a |dentify sister spells.
seriousness. Training while awake with a teacher | earn two spells as one.
is good preparation. The trick is learning to wake

up within a dream Level Awards/Abilities
[Al13, Expand w/ exampl esy apdlyto%efePohe spells d
d o nand isfo about Dreamlands. 2. Apply to level two spells

3. Apply to levelthree spells
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4. Apply to levelfour spells
5. Apply to levelfive spells
6. Apply to levelsix spells

Give Aid

RS SPlor INT TI: Easy

RO: Jack of All Trades

This allows one or more characters to help
anothercharacteraise their die check rolls, even
at something they themselves are not skilled in.

Associated Actions
Lend a hand.
Give constructive criticism or timely advice.

Level Awards/Abilities
1. Add onepointt o

2. Add two pointst o
3. Add threepointst o
4. Add four pointst o
5. Add five pointst o
6. Add six pointst o

anot bheck 6 s
anot bheck 6 s
anot bheck 6 s
anot bheck 6 s
anot bheck 6 s
anot bheck 6 s

Instruct

RS INT or SPI
RO: Teacher
This skill allows someone to teach their skills to
someone else.

TI: Easy

Associated Actions
Impart a lesson.

Level Awards/Abilities

1. TeachEasyskills to others.

2. Teach Moderate skills to others.
3. Add level to Research.

4. Teach Hardkill sto others.

5. Add level to Language.

6. Add level to Give Aid.

Local Knowledge
RS INT TI: Easy
RO: Witch, Farmer, Official (Guide)
All characters are assumed to be somewhat
knowledgeable about their own neighborhqods
even without this skillBut they may seek local
knowledge abousomeplace newMCs should
study up on other lands before visiting there.
They mayalsoneed to pay for accurate details
about foreign destinations, sometimes hiring
guides or visiting a quild house of their
profession.

This skill allows a character to recall
details about a place. A successful die cheok

reveal t hi about a
memory.

Fields of knowledge common to an area
with a population of people are sorted into five
categories:  Social, Political, = Economic,
Religious, or Military. In other areas, where
civilization is lacking, knowledge of an area may
be scarce, or limited to a nawoslice of

miscellanea.

ngs pl ac

Associated Actions
Recall: character remembers names, faces, and
small details about people they barely know.

Level Awards/Abilities
1. Character knows several rumors about a place.

s k i 2.Character knows a random secret about a place.
s k i 31 Gharacter able to extrapolate and assume much
s k infp about anewplace at a glance.
s k i4]1Add level to Govern.
s k 5/ Add level to Heritage.
s k i 6.Add level to Lore.

All the knowledge in the world is of little use to
fools Anon

Lore

RS INT TI: Moderate

RO: (Sag¢, Bard/Troubadour, Alchemist
Charactersskilled in lore tend to love to share
their knowledge as much as they love acquiring
it. They are likely to be found giving little talks at
exclusive affairs whent h ey a edumibt
their reading rooms.This skill can prove
invaluable out on the adventuring trail. MCs
versed in lore are interesting if not eccentric.
Also, a successful lore check can reveal important
clues about the past.

hol

Associated Actions

Make aneducated guess.

Quick Reference: character knows the best place
in any given library or book to seek their answers.

Level Awards/Abilities

1. Characters wittwo levels otthe skill Research
add a bonus die to thdiore checks.

2. Add onelevel to anancient language (and
anotheroneeach level hereafter).

3. Add level to Identify.

4. Add level to Local Knowledge.

5. Add level to Analysis.

6. Add level to Research.
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Prediction
RS SPI

RO: Prophet
Foresight is not inevitapl followed by good
timing, but it helpsUse Prediction to weigh the
probability of a proposed actioA prediction is
not a guarantee of anything. Ultimately it is up to
the dice. What a successful prediction roll does is
to elicit more information from the GM. This can
help the player make a better decision.

TI: Easy

Associated Actions
Make intuitive judgements.
Give advice.

Level Awards/Abilities

1. Predict outcome of minor actions.
2. Predict outcome of stat check.

3. Predict outcome of skill checks.
4. Predict outcome of combat

5. Predict outcome of large battles.
6. Predict outcome of wars.

Research

RS INT TI: Moderate

RO: Teacher Monk/Friar

This skill that can enable a character to learn
Moderate skills without a teacher. (A successful
Research check would be required before
advancing a skill level.)

Research can also help characters to
uncover clues to whatever mystery is before
them. Larger inquiries require access to a major
library. Must be able to read and have access to
reading material on subject to study.

Associated Actions
Extrapolatesolutions frominformationstudied.

Level Awards/Abilities

1. Able to identify the best research materials if a
choice exists.

2. Add level to Local Knowledge.

3. Add level to LoreGain photographianemory.

4. Add level to Analysis.

5. Add level to Language.

6. Add level to Prediction.

To read without reflecting, is like eating without
digesting. Burke

Sleight of Hand

RS AGI TI: Moderate

RO: (Stage Magician

No doubt more people practice stage magic than
real magic. To the onlooker though, the two may
seem the same. Indeed, bgfactitioners start
small, practice extensively and guard their secrets
jealously. But there the similarities end.

Associated Actions
Perform Omagico tri

c ks

Level Awards/Abilities

1. Character can do simple card tricks, bend
spoons, palm coins, etc.

2. Add level to Steal or Entertain.

3. Character can appear to read minds, levitate
objects, vanish in a puff of smoke, etc.

4. Add bonus die to Steal checks.

5. Character can o0t el
disappearcut someone in half, etall as optical
illusions.

6. Character can orchestrate the ultimate hoax or
the perfect crime, one time.

Will  [Consider moving to Social Ski]ls
RS SUR TI: Moderate
RO: Eunuch, Artist, Alchemist,
Priest/Cleric, Mage, Shepherd, Warrior
Think of will as the force of intent. § ifportant

for things like resisting bribes and mind affecting
magic, and for training to raisgatsand skills. It

is used in overcoming character flaws like sloth,
greed, kleptomania etc. It is used in social
situations, arguments, and countering spells.

If characters are making opposed Will
checks, roll until one wins. R®l| ties. Losers are
distracted folST andmake all rolls with penalty.

If one party rolls arightand the other rolls a one,
the low roller is broken and must submit to the
wi nnerds wishes for the

Farmer,

Associated Actions
Overcome a moment of weakness

Level Awards/Abilities

1. Instill confidence amongst present company.
2. Add level to Debate. Bonu INT check
against Mentalism magic.

3. Add level to any Hard skKill.

4. +1 to any stat.

5. Bonus die added toneskill checkper day

6. Immune to Mentalism magic.

at

eport

m
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The difference between perseverance and

GM: dteepbus you can try. Roll against your

obstinacy is that one often comes from a strong strengths i nce you doné6t have th
will, and the other froYou&ighttrong wonot .

T andi GM: You donot mak e it far
Where ther eds abotwhAnbnl t hyourseld wherayouw tally Youstill cand tell if

therebébs a |l edge or not.

THE CANDLEMAKER® S DAURHTERNhat time of day i s it
Cont. GM: Around supperti me. The
You:l suppose iartndred ug Doese thoougrest of | i ght .
Jackknow how to get to the mines? You: Something tells me t he
GM: | t 6 s ydarslmitryouaveré heerelong Lucy down around Bl akburgn
enough to know the lay of land. Can | hear anything from w
You:l 6m goi ng theasideletranke f oGM: I was just about to me
Fagan spoke of faintly you have been hea
GM: Give me an intelligence check. from within the mine. It s
You: {Roll 1d6. Result 4. Add to IN3.} A nine. cl oser.
GM: T h a tldss enaugh to get you in the You: I go imdrmaght awi lals & lhle
vicinity. You follow the main path thatleadsout wi sh 1 6d t hought to grab a
of theVillage and up to the south face of Treetop. G M: The <calling is gettin
The area is mostly open from years oftheminers Luci a €0
taking trees to fire their smelters. Scanning the Yo u: I call to the miners
south face of a short cliff you see adark holeat f oot prints at the exit.
its base. Soon you come to a faint path thatleads GM: A v oi cewedhlell s i bQdack t hiar
up to the &d mine entrance. Soon you see the flickering
You: Do | see any sign of tracks? hel bot hey say. They sound
GM: Make a survival check. say you found her?50
You: Bummer, | only got ae/en. You: iNo, I found her tracl
GM: Youbll be able to ckEMckTagagi fiolFowtlyen dp tthe
path thereds a sandy spwvau: I point out the track
You: | 6noll2.t ry agai trampl e them.
GM: There are two fresh sets of tracks goingup GM: The miners come squint.
to the mine. One smafprobably Lucy.The other one is stildl a boy, per hap:
set islarger and heavieprobably your brother. ot her could be his great
You: None coming down the path though? t oot hl es s, and bent. They
Interesting. They must have hauled Lucianout t racks going in, and the o
the main entrance. | keep checking for tracksas| al s o hfeoru ntdr ac k s, inside in
go up the rest of the way. foll owing them this way whe
GM: Roll again. she sprouted wings and f 1l e
You: Ten. The ol d man directs the
GM: Just outside the entrance you seethesame on and t el | Fagan what vyou
two sets of tracks, both going into the daBkt, hi msel f as Al exander.
you also see where the smaller prints cdraek You: Al 6m Jack. 0o
out from within, but disappeamid-step GM: He gives you a suspici
You: Hmm. smil es ALuci ands brother!
GM: So, obviously Lucy went into the mine, his fall ?50
delivered her goods, and came back out. You: fiCelia seems to think
You: It looks that wayAnd thensomehowshe GM: ifGood, good. Then t he
disappeard into thin air. | look around for any niece? Aye and youdre com
other tracks or a sign of any kind of disturbance. mo ment t oo soon | guess. 0
GM: Look all you wantto, b u t you don¥Yau:fiTrhder eds somet hing fi sl
anything. Insi ght s k iblalcdkvteor tehvienrky t hi
You: Can | climb the cliff? Just high enoughto everyone has told me so f al
see i f ther ¢héentrymayl edge @HovROIlI |l then. You need a t
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You { Rol I udB®gdi.IRé s glutestberlgdldn down there are wio
just have to trust thatoelVvgrybeesitsmpeasl loifngrtelag tti
GM: AThat niece of yout beitreaesalrwyl es.onReotlhli naggai n:
speci al . Shines with heYoyoRvanl Il ilgch&, syheesEudete str. We |
al | |l ove her. o (At this point the GM presents the player map

Yo u: Aleehé®shoppst | ost , foandahtheeextpage).d her . 0O

I still wonder i f ther e®M: aYolue dugned earbsotvaen dt hteh aetn ttrh
Can | get a better | ookbdgnbasé&d nigo asvmegl?t ore fror
GM: No, the ground sl opesnseéowrcaosetofdoleewdt!| ose
helBout gdihrecesun has gonandemowdgrtehwei ty woul d hel p
mountajim ndws | ight, yoluogsandeswa.t IBat tiherseeems a
mi ghd Ibedge about 20 f eeavtoud o \vwsd oyauh.te rigfe tatihidenrge wo o d
i s, i tweesxttweantdds o f si ght vaarlouenyd i ead.

clamndp the mountain.

You: I ask Al exander ab f@nsert lllustrdion # A3-20, BlakburgnPlayers

GM: He shrugs. iWe coul WMaplget a | adder from t he
mine. o0

You: fAMaybe 106l1 go up around the cliff and get a
better | ook. o

GM: Al ol |l go with you.o0o After five minutes of
weaving your way through boulders and brush

you can see that there is a |l edge, and now you car
get to it Now you also see the whole south face
of Treetop rising above you. I|Itdéds striking that fr
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FOUR: GAME BASICS
WE DONG6T REALLY WANT

t o

[Replae pic w/IIustation# A4, of ]

L,

experience

was low Housing was crudeTorture and slavery were very reBtucation was hard to come.tdnd the
economy waamess Still, we do want workablecompromise with reality that lets us visit for a few hours,
here and therd. h at 6 s hewhseAdventure Game Engineomes i it revolves around people, and
our world. Mythmaker was built sgu could gowherever your imagination leads

LIFE IN ANOTHER TIME & PLACE
Myths often exist in many different variants.

Dr. Jackson Crawford
ONE FAMOUS UPSIDE to RPGs is their huge
variety. Settings can vary greatly, with the only
limitation being the imaginatiorAdd characters
and the flow of time and anything is possible.

History is filled with an amazing array of
soul stirring stories. Every culture seems replete
with its own fables and epics; enough so that it is
impossible to know the name of eadhuckily,
many overlap or share themes, and have settled
into recognizable genres.

Mythmaker adventures occur in several
broad genres from Mythology to Fantagach
can be further categorized, as in the miaggnds
and fairytales listed in the Aarfiehompson
Uther Index.And there are hundreds ather
sources that specialize in one genre or another.

Mythmakerprovides at least a minimum
of historical information and legendary
references to give your games much of what they
need in the way of background and context.
Human nature and intuition can help fill in the
rest. However, some gamers thrive on
authenticity, which is great if you want to do a
little more study into a particular mythos. The
amount of such content your game includes is up
to your group.

When depicting history and legend, a
little research andn openmind goesa long way.
Just remember to judge people in the context of
the time in which they lived, not through our own
modern lens.

[Mustration # A4-3, of a journal open to
6 o mi Hasterdrd

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 théhree.As 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.

In the course of mangncoungrs, you
will follow a crooked path along your main quest.
The road will be fraught with danger and filled
with sidetracks. There will be setbacks and idle
periods. There will also be the unexpected kind of

t hife expeetantyi t i e s
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treasure found i t he
destination, but the |

Storytelling is a key part of Mythmaker,
but not in the strictly traditional sense. The GM is
responsi bl e for setti
actions drive the plot. No one at the table knows
the ending because it changes based on the
actions taken by thearty.

Roleplay encountersare typified by a
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 otthe SC they portra)Keep
in mind that roleplaying can occur evenring
combaf or while exploring.

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 agali
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
you are willing to narrtr
based upon their rolls. Combat emwish retreat
or defeat

n
(0]

Adventure Prep
It is common for the GM to spend time
preparing for a game session so there is
general plan for setup, encounters, and
any mysteries that the MCs are meant tg
uncover. The GM often has more extensiv
pre-game prep, but players too should
realize and embace their fair share of
preparation. This means, at the very least
brushing up on the rules, especially those
likely to be used by your character. If theyj
use spells or skills, study those! If they
have accumulated maps, clues, or othe
handouts, reviewthem.

[lllustration#A4-4, of adventuring party
prepping for their next encounter]

ng

p

longer adventures play out over a month,
or more. It can be hard to remember
important details in between. Several
tools are recommended for keepig track
of key plot points.
A single page of onesentence
e rensinalersohelds.cAny ektiaseor handouis
collected along the way can jog theg
memory, as will a short summary. A
regular journal is recommended for
longer gamesA blank journal is included
in the Accessories Pack or on our website

ROLL THE BONE S

n\R/et use éicre]z With dﬁel\pe%tsnumbceras of %iéeg, Ianld y
they will be referred tby that number. So, if you
see a nhumber preceded by

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

—d S Py = g e Tt 05S o t t he
The CampaignDiaryc o unt s . o

UNLESS YOUR GROUP plays only -one

shots, the course of most games wil

extend over severplegame jsessionsiMa@  MC 6 s

aracter

a

gi&es b'\:gt% ha}_t Wecdﬁ) Ort 't %erw.ﬂ% 10Q ctiorl

rather, generate a number between
and 100 by rolling two tesided dice. One die is
for the first digit, the other is for the second. Two
0Os equal 100. Similarly,
derived terms. To nk& a d3, use the sbided die
and count42 as 1, #4 as 2, and® as 3. To make
a d2 use the d4 and counfls 1, and-& 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
quantity of dice and the second is their number of
sides. So, 4d6 means to roll four-sixied dice.
The chart below liistrates the various die types.

[lllustration # A42, of Dice Chart]

ltdés good to
roll the dice.In a situation not covered by the
rules, the GM must make a decision as to the
probable results of aharacteraction Often the
best such decisions are a result of player irput.
you want to help your character, dice are not
always the best answer. Any RPG is a contest of
words as much as it is a game of chandee
important thing is to get consensus and move on.

know when
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Even Odds
The table below provides a breakdown of
odds for each die and certain dice combos
The chances of rolling a given number or
a die are expressed either as a percentag
I O AO. Foil idstareé, the odds of
rolling a one on an eightsided die are 1 in
8. Another way to express it is to say there
is a 12.5% chance.

So,you would have 3 in 8 odds of
getting asix, seven, or eightTo calculate
your chance of rolling a six or higher on
1d8, multiply your odds by 12.5. This
gives you a 37.5% chance.

Die Odds Chance
1d2 lin2 50%
1d3 1in3 33%
1d4 lin4 25%
1d6 1in6 16.67%
1d8 1in8 12.5%
1d10 1in10 10%
1d12 1inl12 8.33%
1d20 1in 20 5%
1d100 1in 100 1%

Die Odds Chance
[A2,Explain section]

2d6 (2-12)

3d6 (3-18)

2d8 (2-16)

3d8 (3-24)

2d10 (2-20)

3d10(3-30)

[A3 Bonus & Penalty Dice]

Die Odds Chance

D o nabmaysrely on your GM to call for
a die check. You may look at a situation and see
possibilities they

donot .

1 Stackable outcomes involve multiple die
checks in which, it takes a certain number
of successes or failures to determine
something absolutely.

1 Group checks happen whemo or more
characters are subject to the same
situation

1 Working together involves two or more
characters cooperating to increase the
odds.The skill Give Aid outlines the best
example of working together.

THE ESSENCE of TIME

Who shall contend with time, unvanquished time.
The conqueror ofconquerors, and lord of
desolation? Kirk White

WHEN EVERY SECOND COUNTS8 as in
chase scenesgsing magictimed trapsor combat
encounterd the game entensartial time, using
turns.

At its worst, time in RPGs can be hard to
keep track of, andlistracting. At its best, time
goesby almost unnoticed as the characters do
their thing and the GM makes intuitive
judgments about how long said thing takes. For
instance, a pair of explorers are enroute to a
foreign land; via ship passage at first, then by
caravan, and finally, upriver by canoe. The GM
may decide to focus on certain sceatemng the
way, or not, but unless the dice indicate some
chance meeting, the entire trip could be summed
up in a few narrative sentences i and
thingtok 6 X6 amount of

Many of the possible irgame actions
take a set amount of time (see the Timed Actions
tables on the following paggs Skills also have
one or more associated actions, all of which take
a given time to accomplishHowever, it is
recommended to be flexible with time, rather than
try to break down every set of actions into a

detailed chronology.
You know your

and their capabilities better than anyone. If  ystration # A4-5, of Wicked Witch with

t herebs 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 incl ude
checks, and working together.

y 0 U 0 d nolirgldse Cabt@n: Wé db not RSimend such

open use of time&they make players nervous.
Still, they have their uses.]

Many actions take only a turn or two
(each turn is equal to abolgur seconds)A lot
can happen in ew seconds. In méal time, it is

O0stackakyfof for0 Hiltipl® TS and SdcshdaRy

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.

days.

character
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Selected actions afisted by how many
turns they take. If an action is not listed, the
player and GM should make educated guess as
to how long it will take.Ilt may be something
simple and easy that
such as the entire party agrees to stand still for a
few minutes to listen for enemies.

[HNustration # A4-6, of two hands rolling dice
simultaneously. One hand is a barbaneth a
brass wristband; the other is that of

Use a simplatem.

Examine a small simpligem.

Restrain someon@&TR, opposed rolls

Throw someonégo ground(STR, opposed rolls

t HRegairbbtingdroséppenyGurfaceg(A&)s t i o n

Swipeand staslan item withinreach(AGI).
Take a bite ofood
Take adrink.
Listen(SUR).
Tossor kick an item to someon@Gl).
Extinguish a candle damp.

Unlock something with &ey.

aclawed monsteNo Caption.] TURNS & TIME

Actions

Players and game masters cont
characters by having them perfor
actions. Uncontested action

about 4

All designations except turn
are based on familiar Eart
terms: minutes, days, year
etc. A turn is an elastic period
seconds

1 Turn =3to 5 seconds

Two Turns

Padlock something

Operate combination loakial.

Fill a tall glass or a smaltiottle
Locate distant point wittelescope
Light a candle olamp

long,

happen as spoken, with no need for
dice. These are such things as walking, talking,
buying 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 daysbutserves little purpose other than getting
from point A to point B, is best accomplished
with the fewest words.

The success of questionable actions is
often determined by the roll of a dfeor instance,
if there were enemies lurking about, the GM may
determine there is a fair chance of them being
heard and then direct the players to roll, (all may
roll at once)If an MC and an SC are attempting
simultaneous opposing actions, both the player
and thegamemasteshould roll at the same time.

Common usefulnonskill actions are
listed below by how long they tak®lote that
times are approximated for the average character.
Players are also encouraged to come up with their
own actions. However, unlisted actions may
require GM approval.

Not all of the listed actions require a stat
check; only those followed by a stat in
parenthesis. More actions are listed with each
skill. Attempting those may or may not require a
skill check, depending on the situation.

One Turn

Running pmp

Dive and roll

Escapeaeach ofslow opponent

Quietly dose or opendoor, drawer, or lid
Equip or urequip ary simpleitem or weapon

Don slippers and a robe

Three Turns

Climb up d¢tddetrdown 306
Search 106 x 1006 area
Four Turns

Search a captive for anythisgspicious
Get dressed

Eight Turns
Donlight armor,

Fourteen Turns
Don half suit of armor

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 oAOT
can rurd0 feet in 1 turn, or for exampl&20 feet

in about 9 seconds

The average person cadashabout40ft
in a single turnSome characters are faster, some
slower.

If using miniatures 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 yoWIOVE 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.

Using tke chart below you can easily
calculate how long it should take the average



92

character to cover any distance on foot. However,
each character is different, and there will be

adjustments to their MOVE depending on their

body type and their AGI. Thus, it should be easy
to determine the outcome of a race between two
characters.

Note thatacharactédrs r egul ar
rate is simply walking. Walking does not get the
AGI adjustment. AGI only modifies MOVE (top
running speed)As you can see, a character with
a wal king speed of 150
300 feet inabout a minute, or 3.4 miles an hour.

Average Character Movement Rate Chart

1Turn 1IMin 50T  10Min 1hr
Walk 15Nj 300Nj 750Nj 300(Nj 3.4 mi
Run 4 0 Nj 800Nj 2000Nj 4400Nj 5.5 mi.

The top speed for a humalepends on
body type,andAGlI. How fit a person iglictates
how fast and how far they can actually go before
they must stop. In the case of one character
chasing another, their movement rates must first
be compared.

If 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 Athleticscan extend the
time someone can run.

SWIMMING: Certain stories feature a great
amount of water scene8 number of creatures
that may be encountered are natural swimmers,
while characters with the skill Aquatics may also
be quite goodCharacters and creatures without
Aquatics and which are not natural swimmers
may still swim at half their MOVE.

[Mustration #A4-7, of Mermaid]

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

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

TRAVEL

The various rodes of travel available differ
mainly by speed and carrying capacity. Other
considerations are cost, risk, and
maneuverability If going by ship, different
watercraft each have their own movement rating.

One can rent passage and casgace but often
has little choice in the ports of call.

Ox vs. Horse vs. Mule

A pair of oxen can pull six or seven tons o

stuff on a Medieval era cart while horses

mlocare peik gandy half that. The oxen each
require 25 pounds of grain and fodder per
day whereas the draft horse needsnly 13.
A party with an oxcart has a maximum

prange of 10 miles acdaynwhile one iith app t o
horse-cart can easily cover20.

Despite their noble look and
seeming advantages, horses can be foolis
moody, and delicate. Drivers who force
them beyond their limits lose a lot of
valuable stock.One option preferred by
many is thehardy mule.

Mules or horses each need up to 8(
pounds (ten gallons) of water a day; double
that for an ox. This means frequent acces
to rivers and streams. In arid lands water
must betransported.

The average horse can pack 18(
pounds, the average mule 220. But nd
matter how many animals it has, the party
can never pack for more than about 20
days since pack animals need food too.
mule carrying 220 pounds of feed, on a 22
day march, will eat the @tire load by itself.

Your char act egakedtllemt r av e |
overland, underground, by sday river, across
rough country, or even through the dixailable
transportation optiondepend on the story setting
andareat the discretion of the GM

WATERCRAFT
10Min 2Hr Load
Galley
Schooner
Barge OTTT 6mi. 1000
Knorr
Longship | 50006 | 10 mi. 1000
Rowboat
Canoe Tt 7.5 mi. 60
MOUNT
10T 10Min Load
Horse 8mmo| 4mi. 30
Camel 7006 3.5 mi 40
Mule 36
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DRAWN VEHICLE
10Min 2Hr_ Load DIE CHECKS

gr:(acri?)? TS 240”;; i TWO OF THE MAIN dicedriven mechanics are
Horse Cart | 20008 | 10 mi. 85 Stat Checks and Skill Checkm either case a

higher numbeiindicates a higher likelihood of
successTowin agtatcheck, he number to match
or exceedis 10. The target number foBKill

Sleigh | 90008 | 24 mi.

LOAD Checks is 13.
A CHARACTER MAY CARRY a lot of stuff or Wherevera character is interacting with
nothing but the clothesn their back Their their world withouta faircertainty of success fit
strengthis the main factor in determiningpeir time to roll. Throughout the game MCs and SCs
Carrying Capacity_A char daotlt add s alike will take actions requrlig die checks to
adlowance is the same as their Strengtiore. determine the success or failure of said actions.
LOAD refers to the total load units they car®p, Die checks decide whether an actsutceeds.
if a characteros STR i s 5, If@ans@tgheck igcajedsfordrom @ not
exceed five points. character whose stat is a ten, a roll is still made
ltems are listed with a load rating, being ~ since a natural one is always a fail. Likewise for
ei t Néerf oor nledg Ifiogri bllieg,htd Skirl la ehe¢ls, i f the chara
number from 1 on upYou may see a load equal 13.
designation of [lbghtltédms or 6 LQfteng rolling fpiygne thing triggers a
count as 1lload unit. Negligible items do not follow-up roll for something else, which may in
count toward totalload. turn lead to a cascade of rolls and game changing
The rating of an item accounts for a plOt twists dl of which should be narratedr
relationship between its size, shaped weight. roleplayed, by the GM and players alike.
Thus, a small, heavy item, like a simtt, equals Die checks are prompted in several ways
one load unitHowever, darge, light item, such depending on where the character goes and what
as a bird cage, also equals one load unit. they do Premade adventures feature many such
ltems are typically listed with their load ~ Prompts at key times and placeBSor those
rating. For example:Whetstone = load N, random times when the MC attempts anything
WoodenBucket= load L, Breastplate load LL, that would be difficult, the GM should determine
Pickax=load 1 Wooden Ladder =3Il of these the appropriate skill ostat Another way die
items taken together equal a Load of 4, LLL. checks are thrust upon a character is in avoiding
When a c lpessessonegualo s disordersthat come from spells, poison, terror,
more than their load alowance, they are sicknessand so on.
consideredveloaded Thisreduces their MOVE Examples of actions that require die
by 25% and increases exhaustion. When a checks: jumping a chasm twice as wide as you are
characteiis overloaded,they must reducevhat tall; mounting a moving horse; staying mounted
they are carryingr suffer the consequenciee on that horse if an attacker hits yaatching a
Fatiguel in Disorders) wild throw, and other such difficult deeds.

Stat checksaremade with a d6. They are

the most common diehecks Rolling a sixsided

die, add theesultt o your character 6s
stat The total must match or exceed Thus a

strength check requires the character to 1d8

andaddt t o their STR. I f a ch
6, they would need to roll a fowr higherto

succeed. Anything lower is a faie

[Mustration #A4-8, of Hans thinking to himself
hebs got t ahreetofoll thestonel ea st
away]
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For example: Hans the witch hunter has  ball. Both roll and add their respective AGI
stepped off into the woods alone for a few  scores.

moments when he comes upon a cave which is In any ca®, there is no target numtger

sealed by a slab of rock. Rather than call his the highestotalwins. If a tie occurs, either party,

companions, he decides to test his strerf@h or both, may concede, or choose to continue

against the stone. Hauffs and puffand heaves which requires additionabpposedrolls until

his shoulder into the roékand rolls a five. someone gets higher

Adding this to his strength he succeedsoving In the caseof two characters using the

the stone away from the cave. same skill against each other, Debate for instance,
Also, a stat checknay beforcedupona both add their skill level to theoll of an eight

character when their actions trigger unforeseen sided die, the higher result winsLikewise for

consequences. For instance: Hans rdotle characters using different skills against each

stone, however, he should have looked for the other, such as Insighs Cunning or Charm vs
hidden pit trap he was standing on. His oversight ~ Will.
prompts an AGI check to keep from falling into
the trap. Un-Named Die Checks Certain skills have a

If a party of adventurers is subject to an  secondary aspect in which they may be employed
occurrence that may affect them all, all roll. This  subconsciously, andr without the character
is a group roll. If two characters are competing  being immediately able to tell if they are

against each oth¢in a tugof-war, for instance), successful. If the GM determines that such is the
it is called an opposed roll. case, they may call for a die roll without sayin
which stat or skill is being tested.
Skill Checks are made with @8. They For instance, there is a faint odor of

are called for when a character attempts to use smoke on the breeze which might be detected by
their special training to overcome an obstacle. 3 successful SUR check. Or certain clues to a

Much like stat checks, the character triesiaich crime are scattered about the scene and may only
or exceedh numberin this case 13. be noticed upon a successful INT check. In either
All skills are listed with a related stat, or case, the GM may simplysk you to roll a six
RS. Skill checks call for the character to atidt sided die without telling you why. If you fail the
number to their skill level when rolling.For roll, you may never know why.
instance, to identify foreign item, you add your Or, in the case of skills like Channeling,
Identify skill level to your INT and add that to Di scovery, or Hi ndsight,
your roll. To simplify things the skill listing on subconscious mind may trigger a roll. For
your character sheetcludesboxes to add the instance, in the case of Hindsight the GM may
skill level and the related stat. determine that somet hing

There are skills that may fail without the background could help them with a rent
characteros knowl edge. sifug&ibn Thef woul@ dalEo®d the pRyerSt@rdllias €
has no provision for knowing your cover is blown  skill check without naming it and avoid

until third level, unless someone comes right out  jnadvertently revealing a clue to the player.
and tells you.

When ndody in the party hasthe
neededskill, you maystill be able to come up PENALTY AND BONUShDIChE
with a novel way to use a different skill to achieve THROUGHOL.JT THE GAME,w encharacters
come up against challengesme will be more

the same goallikewise, if a stat check is difficult il be lessBut t h
indicated, certain skills may also qualify to be ITcult, some will be 1essbut no matter who

A . tackles probl get ers stay. t
used, at t he GMOs dlscr%lfqgaf qnhret‘%( ﬁgﬁng Yy hee

creative player a better chance. Same. or stat ch ! checks
However, some situations call for adjusting the

odds. This isusuallydone with the addition of a
second die.

An example of this would be in the case
of using certain skills in inclement weather or in
the dark. The GM may allow a skill check, but
with an addecpenaltydie.

Opposing DieChecks: Checks that involve two
competing opponentasing the same stéfor
instance, drmwrestling, using STR), require
each opponent to ralld6against the otheOr for
example, two characters are trying to catch one
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Circumstances thatshould lessen a
characterd6s chancédPD) cal
Circumstances that better their chances call for a
bonusdie (BD). Either way, botltdice are rolled
at once. The higher die counts in the case of a
bonu$ the lower die counts in the case of a
penalty.

Penalties and bonuses may or may not
apply to opposing die checkdepending on the
situation.Additionally, combat can be affected by
aBD or PD. This will be covered in more detail
in the next chapter

Helpful magic can bestow a bonus to
oneds r odSeleralotharsthing. ®n the
other handadverse environmental conditions are
a common cause of penalties; harmful spells are
another A GM may assign penalties or bonuses
as they see fit, even if there is no prescribed rule.
Disordersalso commonly cause penalties. They
are detailed below.

DISORDERS

A NUMBER OF ADVERSE conditions can
affect a characterThese are states that inhibit
character actions in some way. They are often
imposed upon the character by the actions of an
enemy, or by their own negligence.

The character may become immobilized
with fear. They may become blinded somehow.
They may be hogtied, petrified, paralyzed, or
otherwise rendered helpless, any of whiclise
penalties to die checks and combat rolls.

It is by the varying symptoms of
disorders that characters are brought low. They
make it more difficultto attack orto defend
oneself or harder to perform actions requiring die
checks. When it is determined that a character has
a disorder of any sort, the extent is also
determined. Also indicated will be the duration.

When thechancefor a disorderis thrust
upon someone, tigemustroll to see if they avoid
the effects. This is done withséatcheck. Note
that each disorder listed is followed by tietsted
statto roll against.

For example, your character witnesses
something so terrifying that it warrants a check to
see if they becompanicked addingtheir SUR
scoreto a roll of1d6

Disorder -VS Related Stat

Blinded Survival

Fatigued Health

Intoxicated Health

Panicked Survival or Intelligence

Paralyzed Survival

Retrifitdo r a p Spiritudlityy di e
Restrained Agility or Strength
Stunned Agility

Disorders may result in a penalty to
subsequent die checks and combat rolls. These
penalties are6 st ackabl e d; for
separate disorders each impose a penhitih
apply.

There are fourevels of effectdepending
on t he c h:@\oredoderaté, Mostlyp | |
and Full

None - When a charactemlls a natural
six, they suffer no ileffects from the disorder in
question no matter their stat score.

Moderate - This occurs if the character
makes a successfatat check with any number
other thana natural six. It means that the
character feels some mild temporary effects but
suffers no actual penalty.

Mostly - occurs when a check fails with
any number other than a one. The character is
given apenaly.

Full - this occurs only ithe character rolls
a naturalone (1), no matter their stat scor#
signifies the worst possible outconigdfects may
be permanent.

For effects that are not permanent, you
will need to employ a method of tracking time to
know when to lift the disorder. Permanent effects
may spell defeat and cause the removal of the
character from play.

Disorders are more than a collection of
die modifiers. They are an invitation to roleplay.
Characters can reflect their symptoms by their
behavior. GMs can model this if support
characters are affected by a disorder. For
instance, in roleplaying an intoxited SC, the
gamemastemay slur their words and sway in
their chair.

Further, some disorders remove some or
all player agency. A paralyzed MC may see
everything happening around them but be unable
to respond. An intoxicated character may be
impelled to do something they will regrétnd in
one case, that of insanity, the GM may take patrtial
control of an MCAn example of this follows, in
which the GM has driven one of the main
characters to the brink of madness through
repeated meetings with a ghost from their past.

The MC has a final encounter with the
ghost in which they inadvertently reveal their
hand in its death. il

ki

ns
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stay dead?0 A check is
player rolls a 1 indicating the worstvel of
failure). The Panickedentry indicates a second
die roll if theeffect is full. The second roll is4
indicaing an episode of insanity. Using the
Insanity Table, the MC is directed tmecome
violent.

The player may relish acting out their
character 6s tr an.siifVWhrema t
the sheriff comes in, [
pl ayer, fand start t h
wal |l . 0

But they may not go quite far enough.
Perhaps the moment calls for something
unexpectedThe example continuesith the GM
partial taking control.In this instance the GM
knows the sheriffrelisdssa conf ront at i
character catchemnaevill ook i n t he
eyes. Suddenly your vision goes radd you pull
out your dagger to stab the officer in the chest.
Roll to attacko

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, unless it is a sneak attack.

If a combatant is suddenly blinded prior to
or during a fight it will make them easier to
surprise and attackThe effects of sudden
darkness are treated similarlytttindness buare
likely to diminish in several turnsunlessthe
darkness is totalLi k ewi s e, i f
surroundings suddenly go fromitch blackto
extreme brightness.

a

None- No effect.

Moderate- Character can still see well enough to
act without penalties.

Mostly - Roll with penalty for all die checks and
combat rolls until condition ends.

Full - Character is disoriented and effectively
immobilized.  Attacks against character
automatically hit.The GM may assign a chee

of permanent blindnessif applicable If
permanent, the penalties can be lessened over an
extended time as the character becomes
accustomed to using their other senses.

Fatica !@da ™HeAd) failed (the
The life of an adventurer is punctuated by highs
and lows.Pushing oneself to heroic extremes
leavesthe body weakene®ut even the mightiest
hero needs a break now and thenthe body
rebels. Fatigued baracters must either rest or
have rest thrust upon them.

_ We get exhaustedby many means;
sickhBss, | fiblve®  plobleth@dnd ~ physical
exhaBsfion beng the Mt cSnftorhet res@it
ARaYs iRclides & fodd DF streéh@tifhis ad t
influenean MCO6s success in
many skils Weakness is your
telling you torestand get some sustenance.

A character with heavy gear will become
exhausted faster than anencumbered character
Phy-simt¥BqUrdi scomforts
Stréh i At die, heat, humidity, severe cold,
lack of sleep, thirst, hunger, swarms of huaysd
other such thingsantake their toll.

There is a distinction between normal and
strenuous activities. Normal activities include
walking or slow jogging, canoeing, dancing, etc.
Normal activity by a character, carrying less than
their fully loaded weight capacity, for a
reasonable length of tim@p totwelve 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.

says
t he

bat
bod

can a

Fatigue Points

1 Every hour of normal activity over2lin a
24hr period = 1 point.

9 Everyhalf-hour of strenuous = 1 point.

¢ Evefy ddut of foréhal 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 applysevere
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 ti me
to roll. The average adventurer
them toaccumulate points from across the chart.
Characters who contieu to be active after
succeeding at their die check must check again
eachtime they rack up anothgoint.
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None- No effect.

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

MostlyT 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 2LPandtwo
STRpoints andhasses out for eight hours.

Example of Fatigue

Ghita has been walking all day and begin
to feel a bit footsore. An hour of her walk
had beenstrenuousfrom trudging through
mud which earned her two points of
fatigue. Another half-hour of her day had
been spent climbing up a cliff which
earned herl point of fatigue.

Now she has walked 15 hours.
4EAO80 OEOAA EI OO0O
another 3 points for a total of six She
begins to wonder if she will make it to her
destination. Knowing she has a few hours
of walking left she pushes on. When het
total fatigue points equal her HEA7 the
gamemaster hader roll a health check to
see if she becomes fatigued. She rolls
natural six which means an automatidNo
Effect She decides to press on a whil
longer.

After another hour the
gamemaster warns the player, they will
need tocheckagain or stop and rest now.
The player rolls, hoping for one more lucky,
roll, (knowing Ghita can make it home
before having to make a third roll). Her roll
totals nine {2+HEA7, a failure. This
indicates that she becomes mostly
fatigued.

She temporarily losesone point of
STR, making all strength checks that muc
EAOAAO8 !'1 01l h OEAGBC
awake, and will have a penalty on |la
further rolls until she rests.

Ghita knows she could be home
warm, and safe within the hour. The player
El=E==0 E 086 0—A=GAT Al
into trouble on the way. What would you
do?

Intoxicated (HEA)

Many are the mingltering drugs used bgnan
andvaried are their effects. One common effect
among most is a gener al
abilities. Characters become intoxicated by
ingesting substances that depress the nervous
system, such as alcohol. Smoking hashish, or
opium, will also cause intoxication, as will
accidentally eating the wrong mushroom. Other
examples of intoxicating substancese the
fumes of certain herbs or ingredients from the
manufacture of potionsthe scent of dryad
orchids the breath of the succubuand 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 chooseéCharacters can bganicked

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 andovesaway from
perceiveddangeror rolls with penalty on all die
checks and combat rolls until the perceived
danger has passed.

Full - Roll asecondsix-sided die

1. Character faints

2. Surrenders to the enemy

3. Suffers a psychotic break

4 or 5 (see the Insanity Takile Chapter f the
GM Prime).

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

mi
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Disablewill also paralyze a character. Duration
varies by method.

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.

Petrified  (SPJ)

Woe to the poor soul who encounters the basilisk,
cockatrice, or gorgon, fdhey possess the power
to turn men to stone with a gazehose who fall
fully under the petrifying gaze of these creatures
are lost foreverA lucky few of their victims are
only slightly affected and will recover on their
own with no lasting effectAlso see, Spell$urn

to StoneandReturn to Flesh

None- No effect.

Moderate- Character can still move (though with
some stiffnegs They may sense the shadow of
death hoveringnearbut suffer no penalty.

Mostly i MOVE halved. Roll with penalty to all
die checks and combat rolls. Effects wear off in
1d4hours. Add Zatiguepoints. MOVE halved.
Full - Body tissues lose mobility and begin to
ossify.Character death

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,
lassoedstuck in the mud, wrapped in tentacles
etc.

ExamplesY ou are moderately restrained
if your nondominanthand is tied behind your
back.You are mostly restraingfla sea serperns
coiled about your legs, torso and one alou
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 escapen 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 deferkhe only way to escape
is with outside helpAttacks againsthecharacter

hit automatically.

Stunned  (AGI)

Standing too close to aaxplosion the spell
Blast, or receiving a crushing blow to the head
will often leave a person stunned.

None- No effect.

Moderate- No penalty. Character disoriented
momentarily

Mostly - Take1d@.P damage. Roll with penalty
to all die checks and combat rolls fa4lrounds.
Ful-6 Shel l shock©éd,
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
is required. The rate of healing is equal to a

char act er 6 Shudhamacterdhwitlsac or e .

health score o8 heal only3LP per day. Those
with a 9 HEA heab LP every24 hours.

CHARACTER DEATH

Let no man fear to die, we love to sleep all
And death is but the sounder sleep.

Beaumont
When someones reducel to OLP or less
unconsciousness sets in. Unless healing is
administered, there is a Hiercentchance that
they will gain orlose one LP evertenminutes.

Roll 1d10:if below 6 subtract 1LPjf 6
or higheradd 1LP Consciousness returns at 1LP,
or death occurs aminus 3LP. If the character
survives five suchrolls without regaining
consciousnesshey will stabilize at OLP.

[Nustration # A49, of Mourning

THE CHASE

THE RULES FOR PURSUITS begin with the
MOVE for each character or monster. This
number is found on the character shewxt to
life points (and in the stat block for monstgrs
The higher the number, the fasterythare. For
characters, this number inclugny adjustments

character
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for body type or AGI. For monsters, the number  breath. Unfortunately, you see a young deputy
represents an average, which the GM may adjust coming up from behind him. The older man

slightly at their discretion. points the deputy in your direction. Before you
Severalthings can affect the outcome of know it the chase is on again.
a chase between opponents with matching Looking at t he deputy

MOVEs. Opposing HEA checks are one option, HEA7, and their skill at Pursuit, the gamemaster
to see who can run the longest. In the right decides that the deputy will follow as long as they
circumstances, the skill Evasion can allow the can. You are not skilled at Pursuit, so you only
chased to slip away into the landscape, or into add your AGI to your opposed roll against the

crowd (aso seeSkills, Pursui). deputy. When you lose thiell, the deputy adds 5
He who has the highest MOVEI!I other to their MOVE for that turn.

things being equal, often wins a race. In a long You tell the gamemaster that you are

race, on an even track, between opponents of heading toward the thickest part of the woods.

equal speed, the winner wilfobaby be the one Another losing opposed roll allows the deputy to

with the higher stamina (HEA). However, it is gain a little more. Fortunately, your character is

rare that a chase lasts that lpngrer that skilled in Evasion, which you plan to use as you

opponents are evenly matchedd rarer still that enter the thicket.

it is on a racetrack. Consulting the Evasioifable,the GM

Some chases go on until one side or the award one bonus die to your roll to escape into
other surrenders. Some are over almost before the thicket and throw the deputy off your trail.
they beginif there is a large discrepancy in their ~ Your roll succeeds and you escape for the
speeds. If it becomes obvious to the pursuer that moment. The deputy enters the thicket behind
they cannot keep up, most quit before wastingtoo you and the gamemaster requires another evasion
much effort.One rule of thumb for chases is to roll if you are to hide.

have a good plan for what to do if you catch your 3. Mount Up and Ridé After escaping the

quarry. deputy and hiding until he blunders off into the
woods, you wait and listen. After ahile you

[Mustration #A4-10, of Character hanging on for break cover and head toward where you think the

dear life from a bridge with enemies above and road should be.

crocs lelow. Caption:When life and liberty are at You find a trail, heading in your

stake, there is often an element of chance direction. It brings you toward a little
involved, as the quarry must somehow pick the wo o0 d ¢ ucbttage atdhe roadside. You notice

best route of escapk. a freshly saddled horse behind the cottage as you
creep toward the road.

CATCH ME IF YOU CAN : The examples At the same moment, you see thiel

below demonstrate several chase scenarios lawman from the villagerotting a horseup the

1. Stop Thiefd Your character was caught road. When he sees you, he
young | ady! Il just want to

stealing, and after almost getting hanged you
vowed to go straight. Now you find yourself a
victim of mistaken identity, running from a false
accusation. A law officer gives chase as soon as

Rat her than waiting aro
tob you decide to Oborrowb
of the cottage. The gamemaster notes that your
you turn tatheredge of thd\dllags r eskiII level at riding is the same astheawma n 6 s i
s0 you head for the woods. anddeci des that both horsebd

From the GM6s desc rsj‘g;&'{‘ fhis case The GM,decides that opposed

pursuer, an older, paunchy man, you expect to be thvo oL(?[IEfV\'[IHreS:t\E\I/ﬁIt\?v?nma ter, and that the best

rid of him shortly, and then pigomedistance '

between you and this place. The GM compares

your MOVE29 to the | awiwkdBbNCRBRACKRT He

decides that the officer follows you almost to the ~ (From Supporting Characters)

edge of the woods, by which time he seesheis | N YOUR CHARACTERGS MANY
outmatched and quits. with SCs,they will be eitherhelped or harmed,

2. Evasion vs. PurswitYour character depending largely upon their own actions. There

looks back through the trees and sees the paunchy are many ways to get help, some more effective
lawman hanging onto a tree trying to catch his than others. Hiring helpers is one of the most
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common.SeeChapterSeven for information on
hiring various services.

One can also coerce, bribeharter
suggest, blackmail, threaten, beg, trick, or
promise help in returnCertain spells summon
helpers from thin air; others enthrall an otherwise
unhel pful SC to do the
skills are useful in gaining willing followers, or
inconvincing total stran

Depending on the area, and the
availability of the workforce, a call for assistance
may garner many takers, or none. Remember that
many of the listed occupations contain experts in
their fields who love to add to their reputations
and can be trusted to dbeir best to earn their
fee. Also, remember that advertising for help may
broadcast information that the MCs would rather
keep close to their vest

Whether a work agreement requires a
contract or a handshake, there should always be a
discussion of terms. Payment may be required up
front or on a schedule. There is also the matter of
whether the GM, or the player, shogluhtrol the
actions of the hired hel@ypically, hired help is
under the GMbés purvi ew.

No matter how assistance is won, there is
always the chance for things to go awry. And so,
for many reasons it is a good strategy to, as they
say, Afido it yourself, i

[Mustration # A4-10, MC posing Help Wanted
flier]

HOW TO MAKE IT OUT ALIVE

iThere are no probl ems,
John Lennon.

MCs HAVE A KNACK for getting into lifeor-

deat h si t ua bastdopse of subcesp ar

often grows from common sense and

cooperation. The following suggestions arfew

of the many practical guidelines for new

adventurers.

The Goalpost:The expeditiormayhave a stated
goal. The party composition might be tailored to
fit the objective. Strive for a balanced set of skills
among party members so that at least one person
can face any problerRemember that goatend

to change, and sticking to the objective is not
always feasibleor the most fun!

The Toolbox: Make sure the MCs carry a wide
array of useful items, equipmennd food for the
adventure. Sometimes, even the most

insignificant seeming piece of equipmecdn
save a life. For example, a length of stiff wire,
while obviously useful as a garrote, could also
allow a character to reach through cracks to
retrieve hareto-get items.

Semmtiore of Pewerb Thekel is saetiméSear t ai n

temptation for characters to take separate routes.
ilgosvever, thio is ndét dadvisable inadangerousd r .
places, unless you have a plan to converge
simultaneously upon an enemy from different
vantagepoints. Keep in mind that, while it may at
times prove necessary to split the party, those
players without @haracteon the scene may lose
interest.

Plan X: Make contingency plansA good
adventure is full of surprise©Once you get to
wherever it is you have prepared for, and your
best plans all fall apart, at least you can say you
tried. Although you may have to run awéyst.

And when all else fails . . . did you
remember toprearrangea rescue party? No?
Oops! Leave word with local officials, or others
that you can trust, to rescue you if things go
wrong . . . or to avenge you if things go horribly
wrong.

y o u—wa it —t—dome—ri ght .
Getting a Clue

Gather ye info. The more you know abouf
the obstacles you facewhatever they may
be, the better your chances of succes¥our
method of getting information will vary by
the situation. Ypu iqht seek out sages
UM rr?(ong%rg, st(tjlrzytelle?s,no? libfarians.

Small clues can add up. Keep track of thos
bits. of info. Occasionally they lead to
= 6] g

||¥1por?ant revelations.

1 Examine allitems.

I Look for hidden treasure and secret
compartments.

Check for enchantments or anything
out of the ordinary

Consult anexpert.

t

1
1

Negotiations

AH, THE AGE-OLD QUESTIONS negotiate, or
make the first strike? This question typically
foll ows tbhhdohhowghbt e
here. o

It is a giverthat there will beoccasional
parleys between MCs and SCs. It may just take
the form of harmless haggling over the price of a

fi n
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ham. Somenegotiationswill be contentious. l ine. 0 Al exander points to
Some will be beneficial to both partjeand t hset umps end.
others will end in bloodshed. Youi'l s that so0?0
Negotiations may take the form of |l 0m goiemagkleooak at that |
dialog, or they may rely on the roll of a die, based n o w. Does the old timer mi.
on e ac INT,srithdireskillan such things as GM: He says heol | stick ar
Intimidate, or Debate. If in doubt, play it out way onto the |l edge and aro
Negotiations make good roleplay. cl.i fYsoeue t hat iatl | ddeest enatyen
If you must bargainconsider what your over the mine entrance. Th
character has to offer, or what they are willingto goe s .
part with. A piece of gold or a piece of You: How |l ong woaltd i hett @k ¢
information may be enough. A pledge of GM: A few minutes.
allegiance or a future favor may do the trick. You: Do | see any tracks?
GM: iINthGasr e r ocKk. But before
Camp Safety end you do see a long wood
One of the worstimes to be ahero| #1 | AAOd3AGAOG( | €edge. It looks Tike
atlarge is at night, when the goo, 3 EUA 4 uv2 AT Eq, hook, excspdkzeitos gia
people of the worldreresting. Tell | NAOOd pl 44¢ | YOU: Now weodore talkin
the bard to keep his songs forth , 0d co NAA&EG VaY back off the |ed
tavern Post avatchandrotate your | $ %&d ¢ ¢ | OAd Al exan déouwhlat |
guards. $iCcd pApcCp# GM:He scratchnéAS)IIhlsbech
Put a fewpit traps around damned. Krangos never
the camp or a trip wire with bells attachedpout nobdmych as he [ike
so highoff the ground Just remember where Rl uster. o
those traps are laid in case you need to flee. YO y ! put my h an d on my
And NO firesB unless you aréying to ilom going to bring her ba
attract monsters. Whatever you do, get somerest. t € searchers to pray for |
Tomorrow will be rough. GM: The ol d miner nods gr.i
Then he turns back and say
[llustration # A4-12,0f party aroundcampfire agakKnsamgy not be the one ir
with watching eyes in background. All have ales. Y0 U : afillldtvées got . 0
One brandishes his lute like a sword. Caption: GMHe taps HiFsomemplae. | ca '|

AHow about a bit of soWPUOYCHLPBPERWLASthPRgsCAPR
around here?0d] Yod: head oow ltornege swi~l | it ot
get up the mountain?

THE CANDLEMAKERGS DAUGMiTER feWheramassaaldyod path
Cont. l eading |n\rtooucmtrvmraljfowaeystup
You: | ask fAhmeegsandefivePn0ftéesunset. 1to6s not Mo
mounthain? s pretty easy for a _s_oldl
GM: Roll an intelligencbUEKbb¥, thieed ud lpBRqdn jisg T
You: {Roll 2d6. Results®35%€8 Add higher die to
| NS Ten. E_v eal luy you ac_bmar It nog .
GM: As soon as the Word%g‘ég'ﬁn%g?%rogzglo;ug'st%gﬁﬁlgshlr?iOl
you renkermibreg!,a | etter ron\%g_I r _ §
brother abouthéderetei gread 38H PEHGt herclhiomh eogf you
gi ant had moved into theeFigcdpsdandahginfopgpehes,,
Treetop. ahead.

Al exander answers yon! Aii nmet Krann and
his sheep. o [I'1 ] ustlr3at i HthanmlAddi ng St ones
You: fAOh right, the gia9f SOLGeLEEF see him?o
GM: ANot me Pl enty have t_hou&;h. He trades. his
wool cheier salt and suga%¥‘anf stug:ehy. lhgokwbiukd som
dondt | ethinsobroaden tuag ed R Gt theres
come down and dare the EMitMayPErelWOoWo Cd PFEs dOh ¥0!
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You: -Tketathy | use I nsigletM: tdttwel It hwhlaasthi ng around
they are? kicking its feet, but vyou
GM: Sur e. control wi t hout getting h
Yo uHmm, | et 6s sefeRolll, nesBdr g gsliixnng. You canodot helop
res2uAdd SPI 5 H# woki NinéevEmedred. I't must be one of
GM: I tds hardanpwagtl|l covow:hel dmrkoing to try | ett]
be something a giant mi Easyoboatyrudct dohtdotc ovalnd jt s
as easily be where a soGRlerkssj lstts|] baks eddlcared | i
You: Can | get past it?You: | | et go of it, ready
GM: Sur e. GM: |l awayop the mountain.

You: | go wildet alr opwlidl i d/rwtu: my dwod dwkmw.ps wWo.r it nk I

GMOkYou not i-cfef aondrypur GMi g N, quapgenrdd Yop. fi keal | y ma
couple things happen here, fhotkenatughbdodwt stetee tsheme
ti me. You hear a womanbDle I|vaiuggw ocfo ntehef rsaumr oundi n
behind you by the stanmdowmml isgthotn eiss slutr re@alindsSome
strangel y, diasdmhbYoodui ¢ddomadldaoki ng aMarnshei stavesr,head

see anyone there. You e&lhsoaul Medrave sestbe mnow.t he
bushes ahssaodmeotfhiymgu,c cameYo ut: agkki hpat as a sDgn t her
toward you. 't Il ooks lilkese® tam. o¥Ydut owky ?have
time to def eand ayjcdkusr.sel fGBHs Naoat yet. |t must be jus
{Roll 1d10.edReReamds 8getAddl oser though, vyou beg
ATT oA HMHDh®:tmagelddol IResul i t3. Molstt of the roof is go
hits you. You take thretoposhosydamage. I't al most
knocks you off your feeYou: I s there any sign of

The ram whealy® uamgd a i suhseheeps?
You notiget gioamgemreousl y G@M:osMdo.t ofou donét hear anyt

t he -dfrfopher e. that the mountain is fairl}
Yolwet O6isl shemeve Weapdnltessh Crodrbead . f eet across. The t
my swordobémsigbé ng t ot trygentoeat dadlkidhe wepanlkesr ad ound
{ Rol I 1da0.AdRlad kolwte a p o n | Yeosus: |l 6m going to get <c¢l os
ATT 2 f}F Zwenty-nine hear anything?

G M: You .s UBaedtebesd s ee | f oGM: RRomblo ahistusr vi val check.
you in the processYou{ Rololf Rbd10.1dBRes RIEtsafeph5 + SU

dodigthor nscagioaw it by thGEM:neE&i andy, you hear br
pull it off its feet. THisBeputenyofi bo-"toweser t
dropf .

You: | trhyntwootweegtloand.

GM: Whatés your strength?

You: Seven.

GM: The ram also has a seven strength. Let 6s
make opposedResilldéng@t.llsubt!l s. {

Ni ne.

You: {Relkll1d&6.} Twel ve! [ rol | the ram

over onto its back and pin it down.
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FIVE : COMBAT

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

Combatants may come to blows even if only one side has a mind to fight. It may happen through a
breakdown in conversation or some other trigger. One way a fight starts is the attack on sight scenario.
Another might be a duel at dawn. Or a chance meeghgden sworn enemies. It might be a robbery gone
wrong Or war parties on the battlefield.

It is common for a fight to start from a distance with arrows or spells, progress with blades and
hammers, only to endhiretreat. 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 afféik.depends on the reach or range of
their spell or weapon.

THE ROAD TO VALHALLA fighhts may go pndforldgyFs, as .(;1 large bafties
. when Cuchulain dueled Ferdiad.
2{222‘5; the suLna S?)Lhcﬁggé aﬁ?; be looked at Each combatant has both an attack and a

defense score. Modifiers maypplyto eachfrom
skills, armor, or magic.

Attack rolls are madeith ad10 adding
the roll t o y oaftacksare.ar act e
Certain things give bonues to attack Others
cause penalties.

| f either a tequa ¢oka r 6 s r
greater than their oppo |
and damage is rolletf. eithero p ponent 6 s
higher, the attack does mtamage

COMBAT ENCOUNTERS VARY BYfoe and
by fighting style. Fights are often fought with
swords or maces between seasonmadiors but
many involve agood mixture of other elements.
There are combat encounters wathly propelled
weapons, others with batipells and magic
wands.

Tactics vary by the situation and may
change midight. There are short fights,
sometimes ending with a single blow, as in a
sneak attack or an unevenly matched duel. Other

nen
DEF
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For the characters, the lengthadurnis in subsequent turns until either fighter is
aboutfour seconds. Likewise, for the players the  victorious.
time spent rolling the dice and determining The next turn can begin immediately, and
whether an attack succeedsy not take much our two fighters can roll to hit again. Or either of
longerthan that. them can try something else.

If the fight is partly or wholly fought with However, very éw fights will be between

range weapons, the sequence is essentially the equalfoes with ongo-one attack Attack rates
same, with the additi onwilbvarydepeydingon the veeaponsperdiasdehe 6 t o
defense scores. wi el der 6s . thentight tis betweénl | s
A characted s number of d vé aeneverdysmatphedr foes themay be an
turn (#def) is the same whether for ranged combat  uneven rolling sequence, depending on the

or hand to hand. number of attacks each has. The one with more
attacks per turn rdfirst.
COMBAT FLOW Consider thelLarge Crossbo@ it is a
THE USE OF TURNS would almost be relatively dangerous weapon fhe hands of an
redundant if a fight was between two evenly €xperienced user, but rather slow. In a fight
matched foes, each with an attack ratersf per between anovice crossbowmarand an expert
turn. Each wouldsimply continue taoll until one bowman, you could have a situation in which one
was killed. side gets severalttacks per turn, and the other
Attacks between opponentsith the getsonly ong everyotherturn.

same attack ratd#at) are ordinarily made
simultaneouslyThis raises the possibility that

both couldperish in the same turfThe GM Combat Options _
may give the first attack of the first turn to one Strait  Attack? Used in  handto-hand
side or the other for reasons of readijess combat.
Range Attack? used to attack from
[llustration #A5-2, of two opponents squaring beyond the range of haneto-hand
off to fight but wondering who goes first. weapons. Cover may add tshe OAOC
Caption: @mbatants add their rolls to th& T, defense score (See Range Weapons ai
along with any situational modifiers. They are Cover).
trying to score as high as their opponents OEF. Enchanted Item  Attack See the
Enchanted Emporium for individual item

Her e 6 s esmpleafihavkcombat options.
works Two foes square off with daggefsne is Skill Maneuver» A combat action that
played by the GM, the other by a playeFhey varies from the standard attack and
circle each other, threatening with taunts and defense. Special combat adjustments are
jabs. Finally, both lunge in for the Kkill added in exchange forA OAT 003

A combat turn beginsBoth the player one attack or one defense
and the GM rollLd10to attack the result is added Retreat or Defend Only? +5 to DEF.
to eachcharacted s at t alEther os loothr e ) . Magic Weapon Attack an enchanted
attackers may hit by scoriregiual orhigher than sword may enhance some aspect o
t he oDERseared s combat, such as added damage.

If either attack is successfudamage is Spell Attack spell casters tend to work
rolled. | f both combatantds theitmagicfrsm ad geeht b Gistanaes the
successful, they both dtamage to the other, and OPAT 1 6860 OAI CA xEII

that ends the turn. Damage in this case is also are typically longer than one turn.
assumed to happen simultaneoudly.neither

attacker hits, tb turn is over and a new turn The following two examples cover the

begins. basics of fighting for most combat situations. The
If either combatant scores enough damage first is between two foés6 A 0 played by the

against the other to reduce their LP to 0, the fight GM, 6 B6 i s byl ptayee dhe second

is over. Otherwise, the fight can continue, and the exampleis between multiple foésone group
next round begins. Assuming neither foe changes controlled by the GM, the other by crew of
tactics, they again roll to attack. This can continue  players.



