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CHARACTER CREATION
1 CHOOSE A DISCIPLINE

our Discipline is your character’s profession and, more importantly, his way of

life. Every Discipline is comprised of adepts who wield magic in a very specific

and unique way. Even within a Discipline, no two Namegivers see their path
in quite the same light. You begin the game as a 1st Circle character in one of the
following Disciplines:

2. CHOOSE A RACE

Your character’s race determines his starting attributes and abilities. Some races
are more likely to follow a Discipline than others, but any combination is legal with a
good backstory. The below Races comprise the most common types of ‘Namegivers’
within Barsaive as well as their base attributes. Racial Abilities are discussed further
in step 5.



3. GENERATE ATTRIBUTES

You have 25 attribute points with which to purchase
up your six core attributes. To modify your attributes
consult the cost table below. You may also lower your
stats slightly to receive more points to spend on the other
attributes.

Unused Attribute Points will increase your Max Karma
at a one-to-one cost. Your final Max Karma will equal your
Karma Modifier + Unspent Points.

Attribute Descriptions

Dexterity (DEX)

Dexterity measures your character’s agility, speed,
and hand-eye coordination. Dexterity determines your
character’s basic ability to engage in and avoid physical
attacks.

Important For: Air Sailor, Archer, Beastmaster,
Cavalryman, Scout, Sky Raider, Swordmaster, Thief, Warrior

Strength (STR)

Strength measures a character’s muscle power. It determines the base damage
inflicted by physical attacks, what weapons he can use, and how much a character can
lift and carry.

Important For: Sky Raider, Warrior



Toughness (TOU)

Toughness measures a character’s endurance and general health. It gauges a
character’s ability to absorb damage and keep going, as well as his natural ability to
heal himself.

Important For: Warrior

Perception (PER)

Perception measures a character’s mental quickness, alertness, and ability to
notice things. Perception is important to the casting of magical spells, as well as
avoiding the effects of spells.

Important For: Archer, Cavalryman, Elementalist, [llusionist, Nethermancer,
Scout, Thief, Troubadour, Weaponsmith, Wizard

Willpower (WIL)

Willpower measures a character’s concentration, sense of self, and determination.
It helps characters resist magic and potentially damaging spells. Willpower also
increases the effectiveness of spellcasting.

Important For: Air Sailor, Beastmaster, Elementalist, Illusionist, Nethermancer,
Weaponsmith, Wizard

Charisma (CHA)

Charisma measures a character’s persuasiveness, social savvy, and ability to
create a positive impression on others. Charisma determines a character’s success or
failure at using charm, persuasion, or other social skills.

Important For: Air Sailor, Beastmaster, Cavalryman, Illusionist, Nethermancer,
Sky Raider, Swordmaster, Thief, Troubadour, Weaponsmith, Wizard

4 DETERMINE CHARACTERISTICS

A character’s Attribute values determine their characteristics as follows:

¢  Every Attribute should have the Step (and Dice) listed next to it

« Initiative step is equal to Dexterity Step (and may be modified by armor later)

¢  Physical Defense is based off of Dexterity Value (not Step), see Characteristics Table

e Mystic Defense is based off of Perception Value (not Step), see Characteristics Table

¢ Social Defense is based off of Charisma Value (not Step), see Characteristics Table

e Carrying Capacity is based off of Strength Value (not Step), see Characteristics Table

¢ Unconsciousness and Death Ratings are based off of Toughness Value (and will be
modified by the Durability of your Discipline later), see Characteristics Table

¢  Wound Threshold and Recovery Tests Per Day are also determined by Toughness
Value, see Characteristics Table

¢  Physical Armor is initially 0, Mystic Armor is determined by Willpower Value, see
Characteristics Table






5. RECORD RACIAL ABILITIES

Every race of Namegiver offers certain racial abilities. For the most part, these
racial abilities are a static ability that the character can use. Here again is the list of
Abilities gained by each Namegiver Race as well as a brief description of each Ability.

Astral Sight: This Ability functions
exactly the same as a talent. It should
be listed under the talents section (and
labeled with an ‘O’ to indicate that it is
part of your optional talent pool). Astral
Sight is related to the Perception attribute
and requires a simple action and a point
of strain to use. It allows the user to see
into the astral plane for RANK rounds up
to a distance of RANK x 10 yards.

Flight: The character can carry

themselves aloft on gossamer wings.

The character can fly for twenty minutes

straight, afterwards a Toughness (5) Testis required to remain in the air. Failure causes

a point of strain. These wings also become heavy and fragile when wet, reducing the
time they can stay in the air to five minutes.

Gahad: Every Ork experiences Gahad in a slightly different fashion. Characters
with Gahad should choose at least two stimuli that can trigger their Gahad. When
Gahad is triggered the Character can either succumb to the Gahad or attempt to resist
the impulse with a Willpower (6) Test. If Gahad is successfully resisted the character
suffers a ‘Gahad Hangover’ and counts as Harried until the pain goes away. Orks in the
throes of Gahad receive plus one on attack and effect tests.

Heat Sight: The character sees warmer objects in a fashion similar to infravision.
In areas with prevalent visible light, Heat Sight fades into the background and requires
concentration to use. Heat Sight is effective even in areas of complete darkness. Heat
Sight can not be used to see through objects.

Increased Physical Defense: Due to the character’s size, their Physical Defense
is increased by 2.

Increased Wound Threshold: The character has a rock-like carapace that is
resistant to catastrophic damage. Add 3 points to the character’s Wound Threshold.

Low-Light Vision: A character with low-light vision can see very well even in dim
light. Under a new moon they see as well as a human would at dusk. A single torch can
light a 30-yard by 30-yard feasting hall. The character ignores penalties for low-light
conditions, but is still blind in complete darkness.



Natural Armor: The character has very tough skin and has innate Physical Armor
rating of 3. However, this may only be combined with other forms of Living Armor.

Strong Back: This character counts having a strength score two points higher
when determining their carrying capacity.

Tail Combat: This character has a whip-like tail that can be used as an attack.
They may make an Unarmed Attack with their tail (as a Standard Action). Alternately,
the character may attach a weapon to their tail of up to Size 2. This also unlocks the
‘Tail Attack’ Combat Option (see pg. 386 of the Earthdawn Player’s Guide).

Versatility: Human characters have a special talent that gives them a flexibility of
spirit. This ability should be listed amongst the character’s talents (and labelled with
an ‘O’ to indicate that is part of their Optional Pool). Each rank of Versatilityallows
the adept them to learn a new talent not normally affiliated with their Discipline. For
more details see pg. 177 of the Earthdawn Player’s Guide.

6. ASSIGN TALENT RANKS AND SPELLS

Talents

All Talents are fueled, in some capacity or another, by magic and force of will.
Because of this fact, an Adept may pour a point of Karma into any Talent roll.

Each Discipline has Discipline Talents and Talent Options. Discipline Talents
represent Talents that are core to the Discipline. They all need to be improved for your
Character to ‘Gain a Circle’ and gain access to new Talents. Talent Options are just
that, optional. They are not necessary to go up in circle but they provide additional
abilities that may prove invaluable. Some Disciplines also receive Free Talents. These
are Talents that you need never improve. They are always of a rank equal to your
character’s Circle (starting at 1).

Every Adept has 8 ranks that they can put into their Talents. No single Talent
may be assigned more than 3 ranks during character creation. You may place points
into any of your First Circle Discipline Talents and you may select one Talent from
your Novice Talent Options. Additionally, if you are a Windling or a Human, you have
another Optional Talent from your race (see step 5).

Almost all Talents are related to an Attribute. To determine your Step (the dice
that you roll when using the Talent), add the Talent’s Rank to the related Attribute’s
Step. Additionally, you may spend Karma when rolling a talent step, allowing you to
roll an extra Six-Sided Die (D6).

Different Talents require different types of actions. A character may only use a
single ‘Standard’ action on their turn. They may use any number of ‘Simple’ actions on
their turn. ‘Free’ actions can be done out of turn and are typically done as a reaction
to another character.

Some Talents require Strain. Strain represents damage that your character must
take to use this talent. This Strain damage can not be resisted in any way.

Full talent descriptions begin on page 124 of the Earthdawn Player’s Guide.
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Spells

Elementalists, Illusionists, Nethermancers, and Wizards are all spellcasting
Disciplines. They must select which spells are in their Grimoire at character creation.
They may select a number of spells equal to their Perception Step.

Each discipline has their own set of Discipline Talents, Talent Options, and
(possibly) Spells. Ask your GM for your Discipline specific notes.

7. ASSIGN SKILL RANKS

Unlike Talents, Skills are entirely mundane. You may not use Karma to enhance
skill rolls, and you may not improve them via simple meditation. Namegivers in the
world who are not Adepts must make do with Skills as their only means of getting the
job done. For you, however, they mostly represent the life you led before you became
a member of a Discipline. Your magical abilities will rapidly outstrip your skills as you
grow in power.

Knowledge Skills

You have 2 free ranks of knowledge skills. A knowledge skill represents
something that your character knows about or has studied. Anything your character
knows about could be a knowledge skill. Below is a short list of examples to get you
started:

Artisan SKkills

You have 1 free rank to spend on an artisan skill. This reflects an art form at
which your character excels. This is important in the world of Earthdawn as many
believe that those tainted by the Horrors are unable to create, only mimic. Adepts
tend to be the most prone to suspicion and Horror taint, so it is in their best interest
for them to prove that they retain that creative instinct.

11



Language SKkills

All characters can speak their own racial language as well as Throalic (which
is the dwarf/trade tongue). Dwarves may select a second language of their choice. All
characters begin the game with the ability to write in one language. Most writing in
the world is in Throalic, but every racial language has its own alphabet and history.

General Skills

In addition to the above, every adept has 8 ranks that they may spend on any
general skill. These points may be spent on Knowledge, Artisan, or Language skills
previously listed, or they may also be spent on any Novice-tier skills on the list below.
As with talents you may not start with a skill above rank 3.
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8 EQUIP YOUR CHARACTER

All characters begin the game with some standard items as well as 100 silver
pieces they can use to purchase further equipment. The Goods and Services chapter
begins on page 401 of the Player’s Guide (tables on page 433). In an effort to make
things simple, you will find a few packages suggesting ways to spend your starting
silver.
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Standard Gear
All characters have:
e AnAdventurer’s Kit (backpack, bedroll, flint & steel, torch, waterskin, large sack)
e Basic Artisan Tools (As appropriate for your selected Artisan Skill)
e Adagger (Size 1, Damage Step: Str+2, Min Str: 4) or knife (Size 1, Damage: Str+1,
Min Str: 3)
¢ Grimoire (Elementalist, [llusionist, Nethermancer, and Wizard only)
e Traveler’s Garb (soft boots, shirt, belt, robe or breeches, traveler’s cloak)
e Trail Rations (1 week)

9. FLESH OUT YOUR CHARACTER

Remember that your character is more than just a collection of stats. They are a
living and breathing Namegiver in the world of Barsaive. Give some thought to your
Adept’s personality. Perhaps listing a few key words that others would use to define
him.

Example: Perhaps you have created an Archer adept who is Greedy,
Brusque, and Closed Off- Nothing these personality traits could help you to de-
termine how he would react in the future.

You should also consider how your character’s personality meshes with their
Discipline. Not every Nethermancer is a cackling maniac and not every Beastmaster
is a barbaric brute. It is frequently helpful to come up with a one-sentence framework
for your character of how they view the world through the lens of their Discipline.

Example: Using the Archer from before, perhaps the lends he uses to view
the world could be summed up as Always Keep the World Beyond Arm’s Reach.’
You could now consider this sentence whenever attempting to discern how your
adept would react in a given situation.

Finally, your character has already come a long way to become the First Circle
adept they are today. Where did your character grow up? Does he remember life in
the Kaers? Did he battle in either of the Theran Wars? How did she meet her mentor?
Who was the Namegiver who trained your character and why did they seem like a
promising recruit? Your character’s homeland, past experiences, and first mentor are
all likely huge influences on the person they are today.

10. PLAY THE GAME

Your First Circle Character is now complete and ready to adventure in the world
of Barsaive! Remember that it is your hero’s legend that will define their power. It is
the impression they leave on others that will determine their strength. Go forth, and
be the hero that Barsaive so desperately needs in these trying times. Perhaps you can
line your own pockets while you're at it...

15
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DISCIPLINES

AIR SAILOR

You have Air Sailing as a Free Talent. This Talent Rank is always equal to your
Circle (1 to start) and you may not spend ranks to improve it.

Your Durability is 5. Add 5 (Durability) points to your Unconsciousness Rating
and 6 (Durability + Circle) points to your Death Rating.

You may spend a point of Karma whenever you roll on a Talent. In addition, you
may spend one point of Karma per round as long as you are on board an airship.

You may assign 8 ranks to any of the following Discipline Talents (plus one Talent
from your Novice Talent Options List). You may not assign more than 3 Ranks to any
single Talent.

17



ARCHER

You have Call Missile as a Free
Talent. This Talent Rank is always equal
to your Circle (1 to start) and you may not
spend ranks to improve it.

Your Durabilityis 5. Add 5 (Durability)
points to your Unconsciousness Rating
and 6 (Durability + Circle) points to your
Death Rating.

You may spend a point of Karma
whenever you roll on a Talent. In addition,
you may spend one point of Karma on
Perception tests that rely on sight.

You may assign 8 ranks to any of the
following Discipline Talents (plus one
Talent from your Novice Talent Options List). You may not assign more than 3 Ranks
to any single Talent.
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BEASTMASTER

Your Durabilityis 7.Add 7 (Durability)
points to your Unconsciousness Rating
and 8 (Durability + Circle) points to your
Death Rating.

You may assign 8 ranks to any of the
following Discipline Talents (plus one
Talent from your Novice Talent Options
List). You may not assign more than 3
Ranks to any single Talent.
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CAVALRYMAN

You begin the game with a mount.
Windlings begin with the lizard-like Kue.
Trolls begin with thicker stock horses
known as Granlain. Dwarves begin with
a pony. Obsidimen are too heavy to use
standard mounts, and should not become
cavalrymen. Other races begin with
Riding Horses.

Your Durabilityis 7.Add 7 (Durability)
points to your Unconsciousness Rating
and 8 (Durability + Circle) points to your
Death Rating.

You may assign 8 ranks to any of the
following Discipline Talents (plus one

Talent from your Novice Talent Options List). You may not assign more than 3 Ranks

to any single Talent.
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ELEMENTALIST

You have two Standard Matrix
Talents as Free Talents. These are always
of a Rank equal to your Circle (one to
start). And each may hold a spell for safe
casting.

Your Durabilityis 3. Add 3 (Durability)
points to your Unconsciousness Rating
and 4 (Durability + Circle) points to your
Death Rating.

You may assign 8 ranks to any of the
following Discipline Talents (plus one
Talent from your Novice Talent Options
List). You may not assign more than 3
Ranks to any single Talent.

You must select which spells are in your Grimoire, you may select a number of
spells equal to your Perception Step. Your spell list and the workings of magic are

on the following page.
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Elementalist Spells

Casting Spells

You must choose which spells are placed in your various ‘Spell Matrix’ Talents.
The circle of the spell may not exceed the rank of the Spell Matrix Talent. These are the
spells that you may cast safely, without risking the Taint of Horrors. These spells can
be swapped out after ten minutes of meditation or you may attempt to swap a single
spell in one round for 1 Strain.

If a spell requires one or more threads, you must take an action to weave Threads
to the spell. The turn after the minimum number of Threads is woven, the character
may make a Spellcasting test to push the spell through the Matrix and expend the
Threads woven to the spell.
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ILLUSIONIST

You have two Standard Matrix
Talents as Free Talents. These are always
of a Rank equal to your Circle (one to
start). And each may hold a spell for safe
casting.

Your Durabilityis 3. Add 3 (Durability)
points to your Unconsciousness Rating
and 4 (Durability + Circle) points to your
Death Rating.

You may assign 8 ranks to any of the
following Discipline Talents (plus one
Talent from your Novice Talent Options
List). You may not assign more than 3
Ranks to any single Talent.

You must select which spells are in your Grimoire, you may select a number of
spells equal to your Perception Step. Your spell list and the workings of magic are

on the following page.
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Illusionist Spells

Casting Spells

You must choose which spells are placed in your various ‘Spell Matrix’ Talents.
The circle of the spell may not exceed the rank of the Spell Matrix Talent. These are the
spells that you may cast safely, without risking the Taint of Horrors. These spells can
be swapped out after ten minutes of meditation or you may attempt to swap a single
spell in one round for 1 Strain.

If a spell requires one or more threads, you must take an action to weave Threads
to the spell. The turn after the minimum number of Threads is woven, the character
may make a Spellcasting test to push the spell through the Matrix and expend the
Threads woven to the spell.

24



NETHERMANCER

You have two Standard Matrix
Talents as Free Talents. These are always
of a Rank equal to your Circle (one to
start). And each may hold a spell for safe
casting.

Your Durabilityis 3. Add 3 (Durability)
points to your Unconsciousness Rating
and 4 (Durability + Circle) points to your
Death Rating.

You may assign 8 ranks to any of the
following Discipline Talents (plus one
Talent from your Novice Talent Options
List). You may not assign more than 3
Ranks to any single Talent.

You must select which spells are in your Grimoire, you may select a number of
spells equal to your Perception Step. Your spell list and the workings of magic are
on the following page.
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Nethermancer Spells

Casting Spells

You must choose which spells are placed in your various ‘Spell Matrix’ Talents.
The circle of the spell may not exceed the rank of the Spell Matrix Talent. These are the
spells that you may cast safely, without risking the Taint of Horrors. These spells can
be swapped out after ten minutes of meditation or you may attempt to swap a single
spell in one round for 1 Strain.

If a spell requires one or more threads, you must take an action to weave Threads
to the spell. The turn after the minimum number of Threads is woven, the character
may make a Spellcasting test to push the spell through the Matrix and expend the
Threads woven to the spell.




SCOuT

You have Navigation as a Free Talent.
This Talent Rank is always equal to your
Circle (1 to start) and you may not spend
ranks to improve it.

Your Durabilityis 5.Add 5 (Durability)
points to your Unconsciousness Rating
and 6 (Durability + Circle) points to your
Death Rating.

You may spend a point of Karma
whenever you roll on a Talent. In addition,
you may spend one point of Karma on any
test made to find something.

You may assign 8 ranks to any of the
following Discipline Talents (plus one

Talent from your Novice Talent Options List). You may not assign more than 3 Ranks

to any single Talent.
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e
SKY RAIDER
Your Durability is 7. Add 7 (Durability) points to your Unconsciousness Rating

and 8 (Durability + Circle) points to your Death Rating.
You may assign 8 ranks to any of the following Discipline Talents (plus one Talent

from your Novice Talent Options List). You may not assign more than 3 Ranks to any
single Talent.
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SWORDMASTER

Your Durability is 7. Add 7 (Durability) points to your Unconsciousness Rating
and 8 (Durability + Circle) points to your Death Rating.

You may assign 8 ranks to any of the following Discipline Talents (plus one Talent

from your Novice Talent Options List). You may not assign more than 3 Ranks to any
single Talent.
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THIEF

You have Danger Sense as a Free
Talent. This Talent Rank is always equal
to your Circle (1 to start) and you may not
spend ranks to improve it.

Your Durabilityis 5.Add 5 (Durability)
points to your Unconsciousness Rating
and 6 (Durability + Circle) points to your
Death Rating.

You may spend a point of Karma
whenever you roll on a Talent. In addition,
you may spend one point of Karma on any
Charisma test made to deceive a target.

You may assign 8 ranks to any of the
following Discipline Talents (plus one
Talent from your Novice Talent Options
List). You may not assign more than 3
Ranks to any single Talent.
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TROUBADOUR

You have Entertainer as a Free
Talent. This Talent Rank is always equal
to your Circle (1 to start) and you may
not spend ranks to improve it. Unlike the
Entertainer skill, you need not choose a
specialty.

Your Durabilityis 5.Add 5 (Durability)
points to your Unconsciousness Rating
and 6 (Durability + Circle) points to your
Death Rating.

You may spend a point of Karma
whenever you roll on a Talent. In addition,
you may spend one point of Karma on any
Interaction test.

You may assign 8 ranks to any of the following Discipline Talents (plus one Talent
from your Novice Talent Options List). You may not assign more than 3 Ranks to any
single Talent.
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WARRIOR

Your Durability is 7. Add 7 (Durability) points to your Unconsciousness Rating
and 8 (Durability + Circle) points to your Death Rating.

You may assign 8 ranks to any of the following Discipline Talents (plus one Talent

from your Novice Talent Options List). You may not assign more than 3 Ranks to any
single Talent.
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WEAPONSMITH

You have Craftsman as a Free Talent.
This Talent Rank is always equal to your
Circle (1 to start) and you may not spend
ranks to improve it. Unlike the Craftsman
skill, you may use this talent to Craft
anything, including weapons and armor.

Your Durabilityis 5. Add 5 (Durability)
points to your Unconsciousness Rating
and 6 (Durability + Circle) points to your
Death Rating.

You may spend a point of Karma
whenever you roll on a Talent. In addition,
you may spend one point of Karma on any
test to craft or repair an item.

You may assign 8 ranks to any of the following Discipline Talents (plus one Talent
from your Novice Talent Options List). You may not assign more than 3 Ranks to any
single Talent.
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WIZARD

You have two Standard Matrix
Talents as Free Talents. These are always
of a Rank equal to your Circle (one to
start). And each may hold a spell for safe
casting.

Your Durabilityis 3. Add 3 (Durability)
points to your Unconsciousness Rating
and 4 (Durability + Circle) points to your
Death Rating.

You may assign 8 ranks to any of the
following Discipline Talents (plus one
Talent from your Novice Talent Options
List). You may not assign more than 3
Ranks to any single Talent.

You must select which spells are in your Grimoire, you may select a number of
spells equal to your Perception Step. Your spell list and the workings of magic are
on the following page.
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Wizard Spells

Casting Spells

You must choose which spells are placed in your various ‘Spell Matrix’ Talents.
The circle of the spell may not exceed the rank of the Spell Matrix Talent. These are the
spells that you may cast safely, without risking the Taint of Horrors. These spells can
be swapped out after ten minutes of meditation or you may attempt to swap a single
spell in one round for 1 Strain.

If a spell requires one or more threads, you must take an action to weave Threads
to the spell. The turn after the minimum number of Threads is woven, the character
may make a Spellcasting test to push the spell through the Matrix and expend the
Threads woven to the spell.
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