A New Pie

The complete “New Pie” is actually a collection of modular campaign qualities for Mastercraft and various character options that rely on them. The relevant text for all three is presented here in the order the modified rules would appear in the Fantasy Craft core rulebook.

BIG DAMN HEROES
(Campaign Quality)
The premise is simple: Player characters don’t die. The party is the centerpiece of the story, the persistent window through which players see and affect the GM’s setting. They get top billing in the flashy opening and they pretty much always stick around until the credits roll.
They also get their asses kicked occasionally just to show why real victories are so sweet.
MAD SKILLS
(Campaign Quality)
New players get guidance, veteran players get freedom. It’s a win-win. Mad Skills does away with Origin Skills and non-Class Skill restrictions. Players may spend their skills points on any standard skill (FX skills like Spellcasting must be unlocked by their usual means). Class skill lists still make an appearance but primarily to provide guidance to new players.

NEW PIE 
(Campaign Quality)
An alternative scheme for Mastercraft’s Attributes and Skills intended for creating heroes in contemporary and futuristic settings. The core of this overlay is a set of 6 new Attributes and 18 Skills given names that should produce an immediate, intuitive grasp of what they mean to your character at the gaming table.

ONE TRACK DAMAGE
(Campaign Quality)
An simplified system for tracking damage replacing Wounds/Vitality with Health/Morale. Lethal, Stress, and Subdual damage are all applied against a single pool of points. Critical hits are also restructured to introduce more of a random element and give the GM greater freedom to spend action dice on critical hits with the same enthusiasm players so often do...

ORIGINS, ASSEMBLE!

(Campaign Quality)
Most FantasyCraft Origins will work fine in the New Pie, but this campaign quality offers a new array of Origin Benefits and complete rules for making your own. The new benefits focus on offering fewer -but more important- advantages making it easier to remember to use them during play. These Origins also separate out the bonus feat normally locked to your Specialty, allowing the player to choose both their Level 1 feats for themselves.

CHAPTER 1: Hero
1st LEVEL? YOU MUST BE NEW HERE...

Making characters in a new (or home-brewed) game can be a bit daunting. Here’s the things you need to know about Level 1 the most when making a hero with the New Pie.

· There’s some new names to learn. Your 6 attributes are new and you track damage with Health and Morale. Don’t worry, you’ll pick up the lingo fast!

· You get to pick 2 feats when you start out. Normally you pick one and get 1 from your Specialty, but in New Pie Specialties don’t give you your second starting feat; YOU choose them both.

· You can spend you skill points on any standard skill (that’s the ones in chapter 2). There are no non-Class Skill penalties or restrictions. If you’re really new to this, you can put your skill points into the skills listed for your class and be sure you’re on a solid path.

THE ATTRIBUTES
Awareness (Awr): Attention to your surroundings. Your Awareness modifier is added to initiative rolls, ranged defense, and Reflex saves. The key skill for Awareness is Vigilance and it’s also tied to Research and Sense Motive checks.

Determination (Dtr): The drive to reach your goals. Your Determination modifier is added to morale per level, social defense, and Will saves. The key skill for Determination is Focus and it’s also tied to Intimidate and Survival checks.

Fitness (Fit): Physical integrity and power. Your Fitness modifier is added to melee/unarmed attack checks and Affliction Saves. Fitness score sets Health. The key skill for Fitness is Athletics and it’s also tied to Competition and Stealth checks.

Grace (Grc): Your agility and elegance. Grace modifier is added to lifestyle, melee/unarmed Defense, and spell (FX) save DCs. The key skill for Grace is Impress and it’s also tied to Acrobatics and Acting checks.

Guile (Gul): Cunning and creativity. Your Guile modifier is added to social attack checks and skill points per level. Guile score sets Spells (FX) known. The key skill for Guile is Parley and it’s also tied to Deception and Tactics checks.

Precision (Prc): Accuracy and attention to detail. Your Precision modifier is added to starting proficiencies, ranged attack checks, and spellcasting (FX) checks. The key skill for Precision is Expertise and it’s also tied to Mischief and Profession check.

Table 1.1 Attribute Modifiers

	Attribute
	Modifies…
	Combat
	FX
	Key Skill
	Support Skills

	Awareness
	Initiative
	Ranged Defense
	Reflex Save
	Vigilance
	Research, Sense Motive 

	Determination
	Morale
	Social Defense
	Willpower Save
	Focus
	Intimidate, Survival

	Fitness
	Health
	Melee Attack
	Fortitude Save
	Athletics
	Competition, Stealth

	Grace
	Lifestyle
	Melee Defense
	FX Penetration
	Impress
	Acrobatics, Acting

	Guile
	Skill Points
	Social Attack
	FX Known
	Parley
	Deception, Tactics

	Precision
	Proficiencies
	Ranged Attack
	FX Cast
	Expertise
	Profession, Mischief


THE USSUAL

SUSPECTS

The 11 non-human species from FantasyCraft recreated using Origins, Assembled! benefits and pricing.

All Origins have a reach of 1 unless otherwise noted. The design point values for each facet of the Origin are listed in (boldface). The total value should always add up to 6.

Drake
Under that cold, scaly exterior beats a heart of pure molten fire.

Type: Large (2×3) quadruped Beast with a reach of 2. Your Health equals your Fitness score × 1.5. (1.5) (–2)
(You lacks hands and can’t take actions requiring fine manipulation of objects. Armor, handheld gear, and non-natural weapons must be specifically modified for your use before you can ready them.)
· +2 Fitness or Guile, –2 Precision (0)
· Base Speed: 30 ft. (0)
· Fire-breather: Once per round as a full action you may breathe fire in a 20-ft. line. Make a single ranged attack against all characters and objects in the path; each target hit makes a Reflex Save (DC 10 + the number of Species feats you have + your Con modifier) or takes (2d6 + your Con modifier) fire damage. Those that save take 1/2 damage (rounded down). (2.5)
· Natural Attacks: You gain the Bite II and Claw II natural attacks. (1.5)
· Winged Flight: You gain Winged Flight: 50 ft. While aloft you’re considered 1 Size larger for Blend, & Sneak checks and Defense. Your error range with attacks and Spellcasting checks increases by 2 or 4 while hovering. (2.5)
Dwarf
The children of stone and craft, your people make light of toil and take joy in finely made things.

Type: Medium biped Folk. Your Health equals your Fitness score. (0)
· +4 Determination, –2 Grace (2.5)
· Base Speed: 20 ft. (–.5)
· Banned Actions: You may not Kick or make Jump or Swim checks. You sink like a stone and they’re going to have to toss you. (–1.5)
· Call of the Clans: If your first Career Level is Explorer, Keeper, or Soldier, you gain the class abilities from the next level of that class and your Class Level is considered 1 higher when determining the effects of the that class’ abilities. This does not grant other class benefits, such as class features or table modifiers. If your first Career Level is not one of these classes or if you reach level 20 in one of these classes, you instead gain Great Fortitude. (3)
· Darkvision I: You ignore the penalties of dim and faint lighting (see page 218). (1)
· Improved Stability: You’re considered 1 Size category larger for carrying capacity, Trample attacks, and resisting Bull Rush and Trip attempts so long as you are standing firmly on the ground and not climbing, flying, or riding. (1)
· Insular: The cost for you to activate Blend, Influence, Outmaneuver or Question check critical successes against non-Dwarves is increased by 1 action die. (–.5)
· Long Practice: Choose 1 skill. You maximum rank in that skill rises by 1. (1)
Elf
Immortality has its downsides.

Type: Medium biped Fey. Your Health equals your Fitness score. (0)
(Animal bystanders refuse to attack you unless they’re trained to hunt fey. You are immune to diseases that do not specifically affect fey. Your attributes do not change as you age.)

· +4 Awareness, –2 Determination (2.5)
· Base Speed: 40 ft. (1)
· Burden of Ages: Your will to live has been worn down by long ages of struggle and you find it difficult to express the fire of the younger races. Any effect that cures or restores your morale has only one half the normal effect (rounded up). (–2)
· Light Sleeper: Sleeping is never a terminal situation for you. (.5)
Choose 2 of the following:

· All-Terrain: You may run through difficult terrain and only have to spend 5 ft. of movement for each square of difficult terrain you enter rather than the usual 10 or 15 ft. If you gain all-terrain from more than one source, you gain an insight bonus to Balance, Climb, and Swim checks equal to the total number of all-terrain abilities you have. (2)
· Eagle Eyes: Your vision range increments are equal to your Awareness score × 80 ft. You also ignore range penalties from the 2nd and 4th range increments while you are aiming. (2)
· Overwhelming Presence: Your appearance modifier increases by +2 (see page 153). (2)
· Sharp Hearing: Your hearing range increments are equal to your Awareness score × 10 ft. Further, you may always act during the surprise round unless you were deafened beforehand. (2)
Giant
You are a big’un, aren’t ya?

Type: Large (1×1) biped Folk with a reach of 2. Your Health equals your Fitness score × 1.5. (1.5)
· No Attribute adjustments (–1)
· Base Speed: 50 ft. (2)
· Hurled Proficiency: You gain the Hurled proficiency. (1)
· Improved Stability: You’re considered 1 Size category larger for carrying capacity, Trample attacks, and resisting Bull Rush and Trip attempts so long as you are standing firmly on the ground and not climbing, flying, or riding. (1)
· Sterner Stuff: The keen quality of all attacks against you is reduced by 4. (.5)
· Trample: You gain the Trample II natural attack. (1)
Goblin
“Nasty, brutish, and short? You must mean ME!”

Type: Small biped Folk. Your Health equals your Fitness score × 2/3. (0)
· +2 Fitness & Determination, –2 Grace & Guile (1)
· Base Speed: 20 ft. (–.5)
· Darkvision I: You ignore the penalties of dim and faint lighting (see page 218). (1)
· Fear the Warg-Riders: If your first Career Level is Lancer, Priest or Scout, you gain the class abilities from the next level of that class and your Class Level is considered 1 higher when determining the effects of the that class’ abilities including Caster Level. This does not grant other class benefits, such as class features or table modifiers. If your first Career Level is not one of these classes or if you reach level 20 in one of these classes, you instead gain Ambush Basics. (3)
· Light Sensitive: Each time you enter a more brightly lit area, you suffer 20 points of flash damage (see page 210). (–.5)
· Untouchable: Your base defense increases by 2. (2)
Ogre
Not (quite) all Ogres are man-eaters...

Type: Large (1×1) biped Folk. Your Health equals your Fitness score × 1.5. (1)
· +2 Fitness & Determination, –2 Guile (2)
· Base Speed: 30 ft. (0)
· Adaptable Diet: You gain a +4 bonus to Forage checks for yourself or others with adaptable diet. (.5)
· Banned Actions: You may not make Influence, Outmaneuver or Tumble checks. (–1.5)
· No Pain: You may ignore the first fatigued or shaken condition you would gain each scene. (2)
· Terrors of Blood and Bone: If your first Career Level is Mage, Priest, or Soldier you gain the class abilities from the next level of that class and your Class Level is considered 1 higher when determining the effects of the that class’ abilities including Caster Level. This does not grant other class benefits, such as class features, table modifiers, or spell points. If your first Career Level is not one of these classes or if you reach level 20 in one of these classes, you instead gain Basic Skill Mastery (Athletics/Intimidate). (3) 

· Reviled: The disposition of non-Ogres bystanders and enemies decreases by 10. (–1)
Orc
The warrior-folk have many names... But what need do the defeated and the dead have of our name?

Type: Medium biped Folk. Your Health equals your Fitness score. (0)
· +3 to Determination and Fitness, –3 to Guile (3)
· Base Speed: 30 ft. (0)
· Always Ready: You may always act during surprise rounds. (2)
· Banned Actions: You may not make Calm or Influence checks. (–1.5)
· Black Hand, Black Heart: If your first Career Level is Burglar, Priest, or Soldier you gain the class abilities from the next level of that class and your Class Level is considered 1 higher when determining the effects of the that class’ abilities including Caster Level. This does not grant other class benefits, such as class features, table modifiers, or spell points. If your first Career Level is not one of these classes or if you reach level 20 in one of these classes, you instead gain Basic Skill Mastery (Intimidate/Survival). (3) 

· Light Sensitive: Each time you enter a more brightly lit area, you suffer 20 points of flash damage (see page 210). (–.5)
Pech
“You may not have heard of my folk... We don’t travel much.”

Type: Small biped Folk. Your Health equals your Fitness score × 2/3. (0)
· +3 Grace (3)
· Base Speed: 30 ft. (0)
· Enlightened Focus: You maximum rank in Focus rises by 1.

· Hearty Appetite: You benefit from the first 2 food and 2 drink you consume each day. (1)
· Hurled Proficiency: You gain the Hurled proficiency. (1)
Rootwalker

‘The woods have eyes’ is more than just a saying...

Type: Large (1×1) biped Plant. Your Health equals your Fitness score × 1.5. (1)(2.5)
(You are immune to diseases, poisons, and sneak attack damage that do not specifically affect plants.)
· No Attribute adjustments (–1)
· Base Speed: 30 ft. (0)
· Achilles’ Heel (fire): All fire damage you suffer is doubled and cannot be resisted. If you gain Achilles' Heel against the same type of damage from more than 1 source, each additional Achilles' Heel instead increases the threat range of all attacks causing that damage type by 2. (–.5)
· Camouflage: Choose Desert, Forest/Jungle, or Swamp. You gain a +5 gear bonus to sneak checks while in that terrain. (.5)
· Light Sleeper: Sleeping is never a terminal situation for you. (.5)
· Lumbering: You suffer a –2 to all Reflex saves, and become flanked any time two opponents are adjacent to you. (–1)
· Thick Hide 2: You are considered to be wearing partial armor that provides Damage Reduction 3. This damage reduction does not stack with other armor (only the best protection applies while wearing additional armor). If you gain thick hide from multiple sources, use the highest value +1 for each additional thick hide. (1)
· Warders of the Wood: If your first Career Level is Explorer, Keeper, or Priest, you gain the class abilities from the next level of that class and your Class Level is considered 1 higher when determining the effects of the that class’ abilities including Caster Level. This does not grant other class benefits, such as class features or table modifiers. If your first Career Level is not one of these classes or if you reach level 20 in one of these classes, you instead gain Iron Will. (3)
Saurian
Definitely not your daddy’s ‘lizard men’.

Type: Medium biped Folk. Your Health equals your Fitness score. (0)
· +2 Grace & to one attribute of you choice, –2 to one attribute of you choice (2)
· Base Speed: 30 ft. (0)
· Cold-Blooded: You require only one-quarter of the amount of food that a warm-blooded character your size does to survive. However, you suffer 1 additional point of damage per die from cold and are sickened for a number of rounds equal to one-half the cold damage taken. If you are suffering continuous cold damage – such as from the environment – you are sickened until escaping the source of the damage. (-.5)
· Darkvision I: You ignore the penalties of dim and faint lighting (see page 218). (1)
· Natural Attacks: You gain the Bite II and Tail Slap II natural attacks. (1.5)
· Untouchable: Your base defense increases by 2. (2)
Unborn
“This one will now serve one’s self.”

Type: Medium biped Construct with a reach of 1. Your Health equals your Fitness score. (6)
(You are immune to diseases, poisons, and sneak attack damage that does not specifically affect constructs. You take half damage from stress (rounded up). You recover Health by being repaired rather than healed (requiring an appropriate field other than Medicine matching your composition) and do not recover Health over time without being repaired. Your attributes do not change as you age and you don't eat, sleep, or breathe.)

· +2 to any attribute, –2 to Grace (0)
· Base Speed: 30 ft. (0)
· Achilles’ Heel (electricity): All electrical damage you suffer is doubled and cannot be resisted. If you gain Achilles' Heel against the same type of damage from more than 1 source, each additional Achilles' Heel instead increases the threat range of all attacks causing that damage type by 2. (–.5)
· Limited Proficiencies: You begin with play with 2 fewer weapon proficiencies (minimum 0). (–.5)
· Lumbering: You suffer a –2 to all Reflex saves, and become flanked any time two opponents are adjacent to you. (–1)
· Thick Hide 3: You are considered to be wearing partial armor that provides Damage Reduction 3. This damage reduction does not stack with other armor (only the best protection applies while wearing additional armor). If you gain thick hide from multiple sources, use the highest value +1 for each additional thick hide. (2)
ORIGINS, ASSEMBLE!
Players establish the background and many of their non-class-based abilities of their character by choosing an Origin. This a done by combining a Talent (for human characters) or Species (for non--human characters) and a Specialty. Talents usually describe the character’s personality or ethnic background, while Specialties typically represent the character education, training, or a career path prior to the campaign start.

Most settings include a pre-set list of Origins created by the setting designer that will help players quickly ground their characters in the setting. Alternatively players can create their own Origins with GM approval.

CREATING A TALENT

Setting Designers and players can create new Talents for human characters by following a simple process of setting an attribute adjustment, selecting benefits, and if necessary choosing up to 3 drawbacks to bring the total cost of the package in line. Creating a new Species follows the same steps, but a wider range of attribute adjustments are permitted and there are additional benefits and drawbacks to choose from.

The essential rule of Origin creation is the finished package must come to a total design point value of 6.

SIZE, TYPE, & SPEED
While human talents generally fit the mold of Medium-sized Folk with a speed of 30 feet, there can be some variation. Species often play with Size and Type to create a unique presence alongside or compared to humanity.

Table 1.A Attributes Adjustments

	Adjustments (Talents & Species)
	Cost
	Examples

	No Adjustment
	–1
	No attribute adjustment

	+1 to a specific Attribute
	0
	+1 Guile

	+2 to a specific Attribute, –2 to a specific Attribute
	0
	+2 Grace, –2 Precision

	+1 to lowest attribute then +1 to lowest attribute 
	.5
	+1 to lowest attribute then +1 to lowest attribute

	+1 to lowest attribute then +1 to highest attribute
	1
	+1 to lowest attribute then +1 to highest attribute

	+2 to lower of Pair
	1
	+2 to lower of Fitness & Determination

	+1 to two specific Attributes
	1
	+1 Awareness & Guile

	+2 to a specific Attribute
	1.5
	+2 Determination

	Adjustments (Species Only)
	Cost
	

	–2 to a specific Attribute
	–2
	–2 Fitness

	–1 to a specific Attribute
	–1.5
	–1 Precision

	+2 to a specific Attribute, –4 to a specific Attribute
	–1
	+2 Precision, –4 Fitness

	+2 to a specific Attribute, –2 to two specific Attributes
	–1
	+2 Awareness, –2 Determination & Grace

	+1 to a specific Attribute, –1 to a specific Attribute
	–.5
	+1 Precision, –1 Determination

	+2 to lower of Pair, –2 to a specific Attribute
	–.5
	+2 to lower of Fitness or Guile, –2 Grace

	+3 to lower of Pair, –3 to a specific Attribute
	0
	+3 to lower of Grace or Guile, –3 Determination

	+4 to a specific Attribute, –6 to a specific Attribute
	.5
	+4 Grace, –6 Determination

	+2 to two specific Attributes, –4 to a specific Attribute
	.5
	+2 Awareness & Determination, –Guile

	+4 to a specific Attribute, –2 to three specific Attributes
	1
	+4 Guile, –2 Grace, Fitness, & Precision

	+3 to a specific Attribute, –3 to a specific Attribute
	1
	+3 Grace, –3 Awareness

	+2 to two specific Attributes, –2 to two specific Attributes
	1
	+2Finess & Guile, –2 Determination & Precision

	+3 to lower of Pair, –1 to a specific Attribute
	1
	+3 to lower of Grace or Guile, –1 Determination

	+4 to a specific Attribute, –4 to a specific Attribute
	1.5
	+4 Fitness, –4 Precision

	+3 to lower of Pair
	2
	+3 to lower of Determination or Fitness

	+4 to a specific Attribute, –2 to two specific Attributes
	2
	+4 Precision, –2 Guile & Grace

	+4 to lower of Pair, –2 to a specific Attribute
	2
	+4 to lower of Awareness or Guile, –2 Fitness

	+3 to a specific Attribute, –1 to a specific Attribute
	2
	+3 Determination, –1 Grace

	+2 to two specific Attributes, –2 to a specific Attribute
	2
	+2 Grace & Precision, –2 Awareness

	+3 to two specific Attributes, –3 to two specific Attribute
	2.5
	+3 Awareness & Fitness, –3 Guile & Grace

	+4 to a specific Attribute, –2 to a specific Attribute
	2.5
	+4 Grace, –2 Determination

	+3 to a specific Attribute
	3
	+3 Precision

	+2 to two specific Attributes
	3
	+2 Grace & Fitness

	+4 to lower of Pair
	3
	+4 to lower of Grace or Guile

	+2 to three specific Attributes, –2 to a specific Attribute
	3
	+2 to Determination, Fitness, & Grace, –2 to Guile

	+3 to two specific Attributes, –3 to a specific Attribute
	3
	+3Grace & Fitness, –3 Determination


Table 1.B Size, Type, & Speed
	Size Category

	Cost

	Notes


	Small

	0

	Your maximum Health equal 2/3 your Fitness score (round up)


	Medium

	0

	Your maximum Health equal your Fitness score


	Hulking

	1

	You use weapons scaled for Medium-sized characters.

Your maximum Health equal your Fitness score ×1.5 (round down)


	Large (reach 1)

	1

	Your maximum Health equal your Fitness score ×1.5 (round down)


	Large (reach 2)

	1.5

	Your maximum Health equal your Fitness score ×1.5 (round down)


	Character Type

	Cost

	
	Beast

	–2

	You lacks hands and can’t take actions requiring fine manipulation of objects. Armor, handheld gear, and non-natural weapons must be specifically modified for your use before you can ready them.


	Fey

	0

	Animals bystanders refuse to attack you unless they’re trained to hunt fey. You are immune to diseases that do not specifically affect fey. Your attributes do not change as you age.


	Folk

	0

	
	Plant

	2

	You are immune to diseases, poisons, and sneak attack damage that do not specifically affect plants.


	Outsider/Folk

	2.5

	
	Outsider

	3

	
	Horror

	4

	
	Construct/Folk

	4

	You are immune to diseases, poisons, and sneak attack damage that do not specifically affect constructs. You take half damage from stress (rounded up). You recover Health by being repaired rather than healed (requiring an appropriate field other than Medicine matching your composition).


	Construct

	6

	You are immune to diseases, poisons, and sneak attack damage that do not specifically affect constructs. You take half damage from stress (rounded up). You recover Health by being repaired rather than healed (requiring an appropriate field other than Medicine matching your composition) and do not recover Health over time without being repaired. Your attributes do not change as you age and you don't eat, sleep, or breathe (unless you gain the Folk type).


	Mobility

	Cost
	
	Immobile

	–2

	
	Base Speed: 10 ft.

	–1

	
	Base Speed: 20 ft.

	–.5

	
	Base Speed: 30 ft.

	0

	
	Base Speed: 40 ft.

	1

	
	Base Speed: 50 ft.

	2

	
	Base Speed: 60 ft.

	2.5

	
	Base Speed: 75 ft.

	3

	
	Swim Speed: 30 ft.

	1.5

	
	Swim Speed: 40 ft.

	2

	
	Winged Flight: 30 ft. (beast)

	2

	While aloft you’re considered 1 Size larger for Blend, & Sneak checks and Defense. Your error range with attacks and Spellcasting checks increases by 2 or 4 while hovering.


	Winged Flight: 40 ft.

	2.5

	While aloft you’re considered 1 Size larger for Blend, & Sneak checks and Defense. Your error range with attacks and Spellcasting checks increases by 2 or 4 while hovering.


	Winged Flight: 50 ft. (beast)

	2.5

	While aloft you’re considered 1 Size larger for Blend, & Sneak checks and Defense. Your error range with attacks and Spellcasting checks increases by 2 or 4 while hovering.


	Winged Flight: 60 ft.

	3

	While aloft you’re considered 1 Size larger for Blend, & Sneak checks and Defense. Your error range with attacks and Spellcasting checks increases by 2 or 4 while hovering.


	Winged Flight: 75 ft. (beast)

	3

	While aloft you’re considered 1 Size larger for Blend, & Sneak checks and Defense. Your error range with attacks and Spellcasting checks increases by 2 or 4 while hovering.



	
	


SPECIES & TALENTS BENEFITS
Benefits form the library of tweaks, perks, and twists that give an Origin its feel and impact on play. Benefits are listed in descending order of cost- in general it is best to examine (and dismiss) high point value options first when scouting for appropriate mechanics to flavor a new Origin. Generally a Talent should feature no more than 5 benefits/drawbacks, and 3 is preferable. While the majority of benefits use whole number costs, a few end with a .5 which may require some juggling to bring the total in at exactly 6 design points.

You may include a maximum of 3 Drawbacks (entries with a negative cost). Drawbacks are listed following benefits.

Entries marked with a ‘^’ are unlikely to appear in human Talents. Exceptions might include Talents representing cybernetic, modest genetic modification, or extreme training.

3 Point Benefits
While specific published examples are included here, 3 design points is the standard cost for including a feat in a Species or Talent. These feats are always first tier feats (i.e. they do not have other feats in their prerequisites).

· Charisma: Once per scene, you may improve the disposition of any 1 Ally or Bystander NPC by 10. You may not target the same NPC more than once.

· Destiny: You gain a +4 bonus with all skill checks and damage rolls you make during dramatic scenes.
· Faith’s Reward: Characters with opposing Alignments suffer a –4 penalty with skill checks targeting or opposed by you.

· Intuitive Leaps: Once per scene, you may request a free hint from the GM. If he refuses, you gain 2 bonus action dice.

· Mark of [Path Name]: You take the first step on the Path of [Path Name]. When you gain a feat from your Career Level you may instead take another step along this path if after selecting class abilities your step will be no greater than one-half your Career Level, rounded up. Your Caster Level is considered equal to you Career Level for any benefits from these steps. [This last sentence may be omitted if the path has no spellcasting abilities or Casting Level-based benefits.]
· Phalanx: You gain a +3 morale bonus to your defense and all saving throws if there are at least 2 other characters who share your Alignment adjacent to you.

-Actions-

· Engaging Diversion: You may Distract up to 3 opponents at once (see page 219). You roll only once for the action, while each opponent rolls to resist separately. If you gain this ability from two or more sources, the number of opponents you may target increases by 1 for each additional war of attrition ability.

· Menacing Threat: You may Threaten up to 3 opponents at once (see page 220). You roll only once for the action, while each opponent rolls to resist separately. If you gain this ability from two or more sources, the number of opponents you may target increases by 1 for each additional menacing threat ability.
· Second Sight: You may anticipate up to 3 opponents at once (see page 218). You roll only once for the action, while each opponent rolls to resist separately. If you gain this ability from two or more sources, the number of opponents you may target increases by 1 for each additional second sight ability.

· War of Attrition: You may Tire up to 3 opponents at once (see page 221). You roll only once for the action, while each opponent rolls to resist separately. If you gain this ability from two or more sources, the number of opponents you may target increases by 1 for each additional war of attrition ability.

-Attribute-

· Educated: You gain 1 additional skill point each level.

· Rock-Solid: You gain 1 additional wound each Career Level.

-Favored Class-

· Favored Class ([Base Class A], [Base Class B], or [Base Class C]): If your first career level is in [Base Class A], [Base Class B], or [Base Class B], you gain the class abilities from the next level of that class and your Class Level is considered 1 higher when determining the effects of the that class’ abilities. This does not grant other class benefits, such as class features or table modifiers. If your first Career Level is not one of these classes or if you reach level 20 in either class, you instead gain [Feat A].

· Battle-Born: If your first Career Level is Soldier, Stormbringer or Strategist, you gain the class abilities from the next level of that class and your Class Level is considered 1 higher when determining the effects of the that class’ abilities. This does not grant other class benefits, such as class features or table modifiers. If your first Career Level is not one of these classes or if you reach level 20 in either class, you instead gain Combat Focus.

· Call of the Clans: If your first Career Level is Explorer, Keeper, or Soldier, you gain the class abilities from the next level of that class and your Class Level is considered 1 higher when determining the effects of the that class’ abilities. This does not grant other class benefits, such as class features or table modifiers. If your first Career Level is not one of these classes or if you reach level 20 in either class, you instead gain Great Fortitude.

-Feats-

· Great Fortitude: You gain the Great Fortitude feat (see page 86).

· Iron Will: You gain the Iron Will feat (see page 86).

· Lightning Reflexes: You gain the Lightning Reflexes feat (see page 86).

· Yeoman’s Work: You gain the Yeoman’s Work feat (see page 98).
-Retaliation-

· Grueling Retaliation: Each time an adjacent opponent attacks you and misses, he suffers 1d6 subdual damage.

· Harrowing Retaliation: Each time an adjacent opponent attacks you and misses, he suffers 1d6 stress damage.

2 Point Benefits
· All-Terrain: You may run through difficult terrain and only have to spend 5 ft. of movement for each square of difficult terrain you enter rather than the usual 10 or 15 ft. If you gain all-terrain from more than one source, you gain an insight bonus to Balance, Climb, and Swim checks equal to the total number of all-terrain abilities you have.

· Always Ready: You may always act during surprise rounds.

· If I Recall…: You gain a +5 bonus on all knowledge checks if you have 4 or more ranks in the skill being used.

· Hard Core: Each time you suffer attribute impairment, that impairment is reduced by 2 (minimum 1).

· Last Chance: You may spend and roll 2 action dice to boost any save.
· No Pain: You may ignore the first exhausted, injured, or shaken condition you would gain each scene.

· Slow and Steady: The cost to activate any errors rolled by you or your teammates during downtime is increased by 2 action dice.
· Sneak Attack: Your attacks gain 1 die of sneak attack damage.
· Split Decision: You may take 2 Ready actions at the same time as 1 full action, each with separate triggers and reactions. After the first of the 2 triggers occurs, the other Ready action is lost.

· Step In: Once per scene, you may choose to receive all of the damage being inflicted upon an adjacent character by a single attack. You may apply your damage reduction and damage resistance to this attack normally, as if you had been the original target of the attack.

-Body-

· Gullet^: You benefit from the first 3 food and 3 drink you consume each day.

· Integrated Weapons^: You considered to be armed with 2 [1h melee weapon] at all times. You do not need to hold these weapons in your hands to ready them, but they may not be thrown or disarmed. If broken, they regenerate at the rate of one per day. You may purchase upgrades for this weapon for triple the normal price, but you must upgrade both at the same time and in the same manner (for a total of 6× the normal cost).
· Thick Hide 3^: You are considered to be wearing partial armor that provides Damage Reduction 3. This damage reduction does not stack with other armor (only the best protection applies while wearing additional armor). If you gain thick hide from multiple sources, use the highest value +1 for each additional thick hide.

· Fire-breather: Once per round as a full action you may breathe fire in a 20-ft. line. Make a single ranged attack against all characters and objects in the path; each target hit makes a Reflex Save (DC 10 + the number of Species feats you have + your Con modifier) or takes (2d6 + your Con modifier) fire damage. Those that save take 1/2 damage (rounded down).
-Attribute-

· Celebrated: Your Legend increases by 2.

· High Impact: Your Fitness-based damage rolls inflict an additional +2 damage.

· Overwhelming Presence: Your appearance modifier increases by +2 (see page 153).
· Tenacious Spirit: You gain 1 additional vitality point each level.

· Untouchable: Your base defense increases by 2.

-Environment-

· Cold Tolerance^: You gain cold protection II.
· Heat Tolerance^: You gain heat protection II.
-Inspiration-

· Encouragement: Once per scene, you may speak to 1 of your teammates for a full action to grant them a +2 morale bonus with all saving throws until the end of the current scene.

· Oo’Rah!: Once per scene, you may speak to 1 of your teammates for a full action to grant them a +2 morale bonus to all damage rolls until the end of the current scene.

-Senses-

· Bloodhound^: Your base scent range is equal to your Awareness score × 10 ft. and, you gain a +6 bonus with Track checks.
· Eagle Eyes^: Your vision range increments are equal to your Awareness score × 80 ft. You also ignore range penalties from the 2nd and 4th range increments while you are aiming.

· Sharp Hearing^: Your hearing range increments are equal to your Awareness score × 10 ft. Further, you may always act during the surprise round unless you were deafened beforehand.
-splatter-

· Acid Blood^: Each time you take damage from a physical attack you may make one adjacent enemy make a Reflex Save (DC 10 + the number of Species feats you have + your Fitness modifier). This DC increases by 2 if you took lethal damage. If they fail they take 1d6 + your Fitness modifier acid damage.

· Fiery Blood^: Each time you take damage from a physical attack you may make one adjacent enemy make a Reflex Save (DC 10 + the number of Species feats you have + your Fitness modifier). This DC increases by 2 if you took lethal damage. If they fail they take 1d6 + your Fitness modifier fire damage.

· Holy Mantle: Each time you take damage from a physical attack you may make one adjacent enemy make a Reflex Save (DC 10 + the number of Species feats you have + your Fitness modifier). If they fail they take 1d6 + your Fitness modifier divine damage.

1.5 Point Benefits

· Natural Attacks: You gain the [BLAH] II and [BLAH] II natural attacks (see page 235).

· Undaunted: Any morale penalties to your attributes, attack checks, skill checks, or saves are reduced by 2.

1 Point Benefits

This is the also correct value for various specific proficiencies and tricks not individually listed.

· Calling: You may gain levels as a [Expert Class A] or [Expert Class B] beginning at Career Level 4 if you meet all other prerequisites for that class.

· Dual Heritage: You are considered a [Species] in addition to being a [human/this species] for all prerequisites, requirements, and targeting. You may select feats as a [human/this species] or [Species].

-Body-

· Darkvision I^: You ignore the penalties of dim and faint lighting (see page 218).
· Hearty Stock^: You add your Determination modifier as a second attribute bonus to saves against disease and poisons (minimum +1).
· Hearty Appetite: You benefit from the first 2 food and 2 drink you consume each day.
· Improved Stability^: You’re considered 1 Size category larger for carrying capacity, Trample attacks, and resisting Bull Rush and Trip attempts so long as you are standing firmly on the ground and not climbing, flying, or riding.

· Integrated Weapon^: You considered to be armed with a [1h melee weapon] at all times. You do not need to hold this weapon in your hands to ready it, but it may not be thrown or disarmed. If broken, it regenerates after one day. You may purchase upgrades for this weapon for triple the normal price.

· Natural Attack^: You gain the [BLAH] II attack (see page 235).

· Prehensile Tail^: You may move small objects with you tail as if it were an additional hand ((i.e. you can tug a rope, but cannot tie a knot in one using your tail). You gain a +1 bonus when you distract, disarm, taunt, or trip an opponent.
· Sure Footed^: Your encumbrance loads increase by 50%. When you take a Run action, your move multiplier increases by 1 (typically to × 5).
· Thick Hide 2: You are considered to be wearing partial armor that provides Damage Reduction 3. This damage reduction does not stack with other armor (only the best protection applies while wearing additional armor). If you gain thick hide from multiple sources, use the highest value +1 for each additional thick hide.

-Desperation-

· Desperate Blows: While you are desperate you may re-roll a number of melee and/or unarmed attacks equal to your starting action dice. 

(Each check may be re-rolled only once. You must accept the second result even if it is worse.)

· Desperate Fortitude: While you are desperate you may roll twice when making Fortitude saves, keeping the result you prefer.

(Each check may be re-rolled only once. You must accept the second result even if it is worse.)

· Desperate Reflexes: While you are desperate you may roll twice when making Reflex saves, keeping the result you prefer.

(Each check may be re-rolled only once. You must accept the second result even if it is worse.)

· Desperate Shots: While you are desperate you may re-roll a number of ranged attacks equal to your starting action dice.

(Each check may be re-rolled only once. You must accept the second result even if it is worse.)

· Desperate Will: While you are desperate you may roll twice when making Will saves, keeping the result you prefer.

(Each check may be re-rolled only once. You must accept the second result even if it is worse.)

· Desperate Words: While you are desperate you may re-roll a number of Distract, Feint, Taunt, Threaten, and or Tire checks equal to your starting action dice.

(Each check may be re-rolled only once. You must accept the second result even if it is worse.)

-Environment-

· Cold Acclimation: You gain cold protection I.
· Heat Acclimation: You gain heat protection I.
-Interests-

· Broad Learning: You gain 2 additional study Interests (see page 61).

· Linguist: You gain 2 additional language Interests (see page 61).

· Inquisitive Mind: You gain 2 additional Interests (see page 61).

-Proficiencies-

· Blunt Proficiency: You gain the Blunt proficiency.

· Bow Proficiency: You gain the Bows proficiency.

· Edged Proficiency: You gain the Edged proficiency.

· Extra Proficiency: You gain an additional weapon proficiency.

· Hurled Proficiency: You gain the Hurled proficiency.
-Skills-

· Enlightened Acrobatics: You maximum rank in Acrobatics rises by 1.

· Enlightened Acting: You maximum rank in Acting rises by 1.

· Enlightened Athletics: You maximum rank in Athletics rises by 1.

· Enlightened Competition: You maximum rank in Competition rises by 1.

· Enlightened Deception: You maximum rank in Deception rises by 1.

· Enlightened Expertise: You maximum rank in Expertise rises by 1.

· Enlightened Focus: You maximum rank in Focus rises by 1.

· Enlightened Impress: You maximum rank in Impress rises by 1.

· Enlightened Intimidate: You maximum rank in Intimidate rises by 1.

· Enlightened Mischief: You maximum rank in Mischief rises by 1.

· Enlightened Parley: You maximum rank in Parley rises by 1.

· Enlightened Profession: You maximum rank in Profession rises by 1.

· Enlightened Research: You maximum rank in Research rises by 1.

· Enlightened Sense Motive: You maximum rank in Sense Motive rises by 1.

· Enlightened Stealth: You maximum rank in Stealth rises by 1.

· Enlightened Survival: You maximum rank in Survival rises by 1.

· Enlightened Tactics: You maximum rank in Tactics rises by 1.

· Enlightened Vigilance: You maximum rank in Vigilance rises by 1.

· Long Practice: Choose 1 skill. You maximum rank in that skill rises by 1.

-Tricks-

· Called Shot: You gain the Called Shot trick.

· Cheap Shot: You gain the Cheap Shot trick.

· Mix-up: You gain the Mix-up trick.

· Relentless Attack: You gain the Relentless Attack trick.

· Triumphant Swing: You gain the Triumphant Swing trick (see page 222).

.5 Point Benefits

Extremely minor and/or situational benefits, these options are often used to fill in a final half point when other more prominent abilities have left a fractional shortfall.

· Adaptable Diet: You gain a +4 bonus to Forage checks for yourself or others with adaptable diet.
· Cat Fall: You take 1 less die of damage from falling (see page 215).
· Cultural Literacy: You gain the [Specific Interest] interest.
· Favored Specialties: If your specialty is [list of 7] you gain the [1 point Talent/Species benefit] benefit.

· Inscrutable: The error range of all Sense Motive checks targeting you increases by 2.

· Lean Season: You require only one-quarter the normal amount of food for a character your size to survive.

· Light Sleeper: Sleeping is never a terminal situation for you.

· Camouflage: Choose [Terrain type A], [Terrain type B], or [Terrain type C]. You gain a +5 gear bonus to sneak checks while in that terrain.

· Slippery Devil: You gain a +3 bonus to defense when being grabbed.

· Sterner Stuff: The keen quality of all attacks against you is reduced by 4.

0 Point Benefits

These benefits are mostly uses to resolve bookkeeping issues or to note quirks.

· [Species] Heritage: You are considered a [Species] rather than a [human/this species] for all prerequisites, requirements, and targeting. You may select feats as a [this species] or [Species].

· Matched Set^: You gain a +4 bonus when attempting to disguise yourself as another [this species/this talent].

–.5 Point Drawbacks

· Achilles’ Heel (electricity)^: All electrical damage you suffer is doubled and cannot be resisted. If you gain Achilles' Heel against the same type of damage from more than 1 source, each additional Achilles' Heel instead increases the threat range of all attacks causing that damage type by 2.
· Achilles’ Heel (fire)^: All fire damage you suffer is doubled and cannot be resisted. If you gain Achilles' Heel against the same type of damage from more than 1 source, each additional Achilles' Heel instead increases the threat range of all attacks causing that damage type by 2.
· Cold-Blooded^: You require only one-quarter of the amount of food that a warm-blooded character your size does to survive. However, you suffer 1 additional point of damage per die from cold and are sickened for a number of rounds equal to one-half the cold damage taken. If you are suffering continuous cold damage – such as from the environment – you are sickened until escaping the source of the damage.
· Fatal Falls^: You suffer 1 additional point of damage per die from falling and the damage gains the keen (20) quality.
· Insular: The cost for you to activate Blend, Influence, Outmaneuver or Question check critical successes against non-[your Species] is increased by 1 action die.

· Language Barrier: You must spend 2 interests per language to learn any additional languages.
· Light Sensitive: Each time you enter a more brightly lit area, you suffer 20 points of flash damage (see page 210).

· Limited Proficiencies: You begin with play with 2 fewer weapon proficiencies (minimum 0).
· Naive: The cost for you to activate Haggle and all Sense Motive check critical successes against non-[your Species] is increased by 1 action die.

· Repulsive Habits: You suffer a –2 penalty to Appearance (see page 153).

–1 Point Drawbacks
· Lumbering: You suffer a –2 to all Reflex saves, and become flanked any time two opponents are adjacent to you.
· Restricted Skills: When you make [List of 3 skill checks] checks, you are always considered unskilled.
· Reviled: The disposition of non-[your Species] bystanders and enemies decreases by 10.
–1.5 Point Drawbacks
· Banned Actions: You may not make [List of 3 skill checks or actions] checks.

–2 Point Drawbacks

· Burden of Ages^: Your will to live has been worn down by long ages of struggle and you find it difficult to express the fire of the younger races. Any effect that cures or restores your morale has only one half the normal effect (rounded up).

ADAPTING ESTABLISHED CLASSES
This section provides alternate text to use the classes in Fantasy Craft with New Pie campaign qualities.

Several classes share duplicate complex mechanics summarized with a ‘keyword’. Complete keyword text is presented with the abilities in full presentations of classes, but will often be omitted from condensed offerings such as character write-ups, examples, and discussion of game play.

ASSASSIN
Favored Attributes: Guile & Grace 
Class Skills: Acting, Athletics, Deception, Focus, Intimidate, Mischief, Parley, Stealth, Tactics, Vigilance

Skill Points: 6 + Guile modifier

Morale: 9 + Determination modifier

Starting proficiencies: 4 + Precision modifier

Hand of Death: At Level 1 your Acting & Focus are flawless.

(When you fail a flawless skill check without rolling an error, you still succeed if the check DC (or opposing check result) is equal to or less than your Class Level + 20 as if you rolled the lowest possible positive result.

If you gain the same flawless skill from multiple classes, add together your Class Levels in all contributing classes to determine the highest DC at which you still succeed.)

Quick on Your Feet: At Level 3, your Disguise checks are trained even when you lack a  Disguise kit. Also, once per session, you may make an Ambush or Disguise check as a free action.
Masks – Expert Skill (was Expertise): You gain the Expert Skill feat, choosing an Assassin Class Skill.

Masks – Fake It: You gain a +20 bonus to Disguise, Imitate, and Lie checks any time you need to credibly pretend to possess a field, interest, or skill you don’t actually have. This does not actually allow you to use the skill — it merely allows you to act like you could (e.g. you can stand next to a physician tending the injured and pretend to know what’s going on but can’t perform a surgery yourself).
Masks – Follow My Lead: Allies that can see and hear you gain a teamwork bonus to Disguise & Imitate check equal to your Guile modifier, minimum +1.

(Teamwork stacks, but cannot exceed +4)
Finish Him!: At Level 14, your threat range with attack and skill checks against special characters increases by 4. Also, when you defeat an enemy they cannot be rallied by other enemies this scene (see page XX).
BURGLAR
Favored Attributes: Fitness & Precision
Class Skills: Acrobatics, Athletics, Competition, Deception, Expertise, Intimidate, Mischief, Parley, Research, Stealth, Tactics, Vigilance

Skill Points: 8 + Guile modifier

Morale: 6 + Determination modifier

Starting proficiencies: 3 + Precision modifier

Very, Very Sneaky: At Level 1 your Acrobatics & Stealth are flawless.

(When you fail a flawless skill check without rolling an error, you still succeed if the check DC (or opposing check result) is equal to or less than your Class Level + 20 as if you rolled the lowest possible positive result.

If you gain the same flawless skill from multiple classes, add together your Class Levels in all contributing classes to determine the highest DC at which you still succeed.)

From the Shadows: At Levels 3, 5, 7, 9, 11, 13, 15, 17, and 19, you gain 1 additional Basic Combat, Melee Combat, or Covert feat.

Uncanny Dodge I: At Level 4, you retain your attribute and second attribute bonus to Defense (if any) even when flat-footed.
Bag of Tricks – Bloody Mess: At the start of each round when an opponent is bleeding from one of your attacks, he suffers additional damage equal to your Precision modifier, minimum 1.
Bag of Tricks – Expert Skill (was Expertise): You gain the Expert Skill feat, choosing a Burglar Class Skill.

Bag of Tricks – Slippery: Acrobatics in place of Focus

Bag of Tricks – Stick Close and Don’t Make a Sound: Stealth check
I’ll Cut You!: Precision modifier

CAPTAIN
Favored Attributes: Guile, Awareness, Determination
Class Skills: Competition, Expertise, Focus, Intimidate, Parley, Profession, Sense Motive, Survival, Tactics, Vigilance

Skill Points: 6 + Guile modifier
Morale: 9 + Determination modifier
Starting proficiencies: 3 + Precision modifier

Take Command: Competition checks to ride, Expertise checks to maneuver, heal, or repair

Watchful (was Allure): At Levels 5, 9, 13, and 17, your Awareness score rises by 1.
COURTIER
Favored Attributes: Guile & Grace 
Class Skills: Acting, Deception, Focus, Impress, Intimidate, Mischief, Parley, Research, Sense Motive, Vigilance

Skill Points: 6 + Guile modifier
Morale: 9 + Determination modifier
Starting proficiencies: 3 + Precision modifier

With a Word: At Level 1 you gain Flawless Impress and Parley.

(If you do not roll an error when you fail a skill check with a DC (or opposing check result) no greater than your Class Level + 20 you instead succeed as if you had rolled the lowest possible positive outcome. If you gain the same flawless skills from two or more classes, add together your Class Level in all contributing classes to determine the maximum result.)

Gifts and Favors III: Profession checks

Eloquence: lower of Grace or Guile

Power Play – Expert (was Expertise): You become an expert with 1 Courtier Class Skill.

(‘Taking 10’ doesn’t double the time required and ‘taking 20’ takes only 10 times as long.)

Power Play – Slanderous: Guile modifier

Master Plan I: Guile modifier (minimum 2)

EXPLORER
Favored Attributes: Guile, Determination 
Class Skills: Acrobatics, Acting, Athletics, Expertise, Focus, Mischief, Parley, Research, Survival, Vigilance

Skill Points: 6 + Guile modifier
Morale: 9 + Determination modifier
Starting proficiencies: 4 + Precision modifier

Tomb Raider: At Level 1, your Athletics and Research are flawless.

(If you do not roll an error when you fail a skill check with a DC (or opposing check result) no greater than your Class Level + 20 you instead succeed as if you had rolled the lowest possible positive outcome. If you gain the same flawless skills from two or more classes, add together your Class Level in all contributing classes to determine the maximum result.)

Uncanny Dodge I: Attribute bonus to defense

Rugged: Determination

Lifeline: Morale 

KEEPER
Favored Attributes: Precision, Guile
Class Skills: Acting, Expertise, Focus, Impress, Mischief, Parley, Profession, Research, Sense Motive, Survival, Tactics, Vigilance

Skill Points: 8 + Guile modifier
Morale: 6 + Determination modifier
Starting proficiencies: 2 + Precision modifier

Man of Reason: At Level 1, your Expertise and Profession are flawless.

(If you do not roll an error when you fail a skill check with a DC (or opposing check result) no greater than your Class Level + 20 you instead succeed as if you had rolled the lowest possible positive outcome. If you gain the same flawless skills from two or more classes, add together your Class Level in all contributing classes to determine the maximum result.)

Trade Secrets: choose one: Acting, Expertise, Focus, Impress, Mischief, Parley, Profession, Research, Sense Motive, Survival, Tactics, Vigilance
Bright Idea: Awareness-, Determination-, or Guile-based skill check

The Right Tools – Crafting Recognition: Field

The Right Tools – Expert (was Expertise): You become an expert with 1 Keeper Class Skill.

(‘Taking 10’ doesn’t double the time required and ‘taking 20’ takes only 10 times as long.)

Perfectionist (was Brilliant): At Levels 6, 9, 12, 15, and 18, your Precision score rises by 1.
Instant Solution: Precision-based

LANCER
Favored Attributes: Determination & Fitness
Class Skills: Athletics, Competition, Focus, Impress, Intimidate, Survival, Tactics, Vigilance

Skill Points: 4 + Guile modifier

Morale: 12 + Determination modifier

Starting proficiencies: 6 + Precision modifier

Total Warrior (Core Ability): Before spending your skill points from Career level 1, you gain 1 rank in each of the 8 Lancer Class Skills. When you spend an action die to boost an Athletics, Focus, or Vigilance check the threat range is also increased by 2. If this is you last die, it is increased by 4.

Born in the Saddle: At Level 1, your Competition & Intimidate are flawless.

(When you fail a flawless skill check without rolling an error, you still succeed if the check DC (or opposing check result) is equal to or less than your Class Level + 20 as if you rolled the lowest possible positive result.

If you gain the same flawless skill from multiple classes, add together your Class Levels in all contributing classes to determine the highest DC at which you still succeed.)

Mettle I: At Level 2, you gain the Armor Basics feat and your maximum Focus rank increases to your Career Level + 6.

Mettle II: At Level 11, you gain the Armor Mastery feat and your maximum Focus rank increases to your Career Level + 7.

Mettle III: At Level 19, you gain the Armor Supremacy feat and your maximum Focus rank increases to your Career Level + 8.

(Maximum skill rank benefits do not stack; only the highest applies)
Thrill of the Chase: At Level 10, once per session you may set the result of a Pursuit check to 50 instead of rolling.
At Level 20 you may use this ability twice per session.

MAGE
Requirements: Sorcery campaign quality

Favored Attributes: Grace, Guile, Precision

Caster: Each level in this class increases your Casting Level by 1.

Class Skills: Deception, Expertise, Focus, Impress, Intimidate, Parley, Profession, Research, Sense Motive, Survival, Vigilance

Skill Points: 8 + Guile modifier
Morale: 6 + Determination modifier
Starting proficiencies: 2 + Precision modifier

Arcane Might: highest of your Grace, Guile, or Precision

PRIEST
Requirements: Miracles campaign quality, Alignment
Favored Attributes: Determination 

Caster: Each level in this class increases your Casting Level by 1.

Class Skills: Focus, Impress, Intimidate, Profession, Sense Motive, Vigilance, Alignment Skills

Skill Points: 6 + Guile modifier

Morale: 9 + Determination modifier

Starting proficiencies: 4 + Precision modifier

Masks of God - Perceptive: Awareness

Masks of God - Rebuke: Focus

Saved! I-II: Determination

SAGE
Favored Attributes: Any

Class Skills: Competition, Expertise, Mischief, Parley, Profession, Research, Sense Motive, Survival, Tactics, Vigilance

Skill Points: 6 + Guile modifier

Morale: 9 + Determination modifier

Starting proficiencies: 4 + Precision modifier

Take Heart: Morale

SCOUT
Favored Attributes: Precision, Determination

Class Skills: Acrobatics, Athletics, Competition, Expertise, Focus, Profession, Stealth, Survival, Tactics, Vigilance

Skill Points: 6 + Guile modifier
Morale: 9 + Determination modifier

Starting proficiencies: 4 + Precision modifier

Stalker: At Level 1, your Survival and Tactics are flawless.

(If you do not roll an error when you fail a skill check with a DC (or opposing check result) no greater than your Class Level + 20 you instead succeed as if you had rolled the lowest possible positive outcome. If you gain the same flawless skills from two or more classes, add together your Class Level in all contributing classes to determine the maximum result.)

Huntsman – Expert (was Expertise): You become an expert with one Scout Class Skill.

(‘Taking 10’ doesn’t double the time required and ‘taking 20’ takes only 10 times as long.)

SOLDIER
Favored Attributes: Fitness, Precision, Determination (not always in that order)

Class Skills: Athletics, Competition, Focus, Intimidate, Profession, Survival, Tactics, Vigilance

Skill Points: 4 + Guile modifier

Morale: 12 + Determination modifier

Starting proficiencies: 6 + Precision modifier

Boot Camp (Core Ability): Before spending you skill points from Career level 1, you gain 1 rank in each of the 8 Soldier Class Skills. When you spend an action die to boost or confirm a critical hit on an attack check, you gain Fervor equal to your starting action dice. If this is your last action die, the amount of Fervor gained is doubled.
Weapon Specialist – Master Weaponsmith: Ranks in Profession

One in a Million: Determination- or Fitness-based skill check

Table 1.2 Base Class Skills
	Skill
	Attribute
	Asn
	Brg
	Cpt
	Crt
	Exp
	Kep
	Lnc
	Mag
	Prs
	Sag
	Sct
	Sol

	# of class skills:
	10
	12
	10
	10
	10
	12
	8
	12
	6+
	10
	10
	8

	Acrobatics
	Grace
	—
	√
	—
	—
	√
	—
	—
	—
	—
	—
	√
	—

	Acting
	Grace
	√
	—
	—
	√
	√
	√
	—
	—
	—
	—
	—
	—

	Athletics
	FITNESS
	√
	√
	—
	—
	√
	—
	√
	—
	—
	—
	√
	√

	Competition
	Fitness
	—
	√
	√
	—
	—
	—
	√
	—
	—
	√
	√
	√

	Deception
	Guile
	√
	√
	—
	√
	—
	—
	—
	√
	—
	—
	—
	—

	Expertise*
	PRECISION
	—
	√
	√
	—
	√
	√
	—
	√
	—
	√
	√
	—

	Focus
	DETERMINATION
	√
	—
	√
	√
	√
	√
	√
	√
	√
	—
	√
	√

	Impress
	GRACE
	—
	—
	—
	√
	—
	√
	√
	√
	√
	—
	—
	—

	Intimidate
	Determination
	√
	√
	√
	√
	—
	—
	√
	√
	√
	—
	—
	√

	Mischief*
	Precision
	√
	√
	—
	√
	√
	√
	—
	—
	—
	√
	—
	—

	Parley
	GUILE
	√
	√
	√
	√
	√
	√
	—
	√
	—
	√
	—
	√

	Profession*
	Precision
	—
	—
	√
	—
	—
	√
	—
	√
	√
	√
	√
	—

	Research
	Awareness
	—
	√
	—
	√
	√
	√
	—
	√
	—
	√
	—
	—

	Sense Motive
	Awareness
	—
	—
	√
	√
	—
	√
	—
	√
	√
	√
	—
	—

	Stealth
	Fitness
	√
	√
	—
	—
	—
	—
	—
	—
	—
	—
	√
	—

	Survival
	Determination
	—
	—
	√
	—
	√
	√
	√
	√
	—
	√
	√
	√

	Tactics
	Guile
	√
	√
	√
	—
	—
	√
	√
	—
	—
	√
	√
	√

	Vigilance
	AWARENESS
	√
	√
	√
	√
	√
	√
	√
	√
	√
	√
	√
	√


CHAPTER 2: Lore
MAD SKILLS
Players may spend their skills points on any standard skill even if it is not a Class Skill. Players no longer receive (or need) Origin Skills. FX skills like Spellcasting or other “Chapter 3” style skill must be unlocked by their usual means.

Class skill lists are still included in class descriptions. They provide guidance to new players and may be referenced by some of that class’ abilities.

FIELDS
Fields are areas of professional competence, each linked to a category of gear and its use in dramatic situations. The range of fields available is dictated by era of the campaign setting and specific options the GM wishes to make available. While studies can be directed towards nearly any topic, fields only become available when a type of gear allowed in the setting suggests a group of professionals must also exist to provide that gear. Fields allow a character to use the three Precision-based skills Expertise, Mischief, and Profession to perform checks relevant to the equipment the field encompasses. A Player Character gains 1 field of their choice each time they spend a skill point to gain their first rank in Expertise, Mischief, and Profession. A character with ranks in two of those skills would choose 2 fields. A character with ranks in all three skills would have 3 fields, each useable with all three skills. Additional fields may be offered by Origins, Class Abilities, and Feats. If a character receives a specific field from a character option and already has that field, he may instead choose any other field allowed by the setting. NPCs can be given 1 field at no cost for each Precision-based skill they have that has its own rating (rather than a bonus based on competence).

Once a character has a field, his ways of using that knowledge are expressed by the number of ranks purchased in Expertise, Mischief, and Profession. Expertise represents the ability to apply this knowledge and the tools it creates to challenging situations. Mischief is the ability to turn this knowledge to nefarious ends, circumventing/disrupting the proper operation of the devices, quickly and cheaply producing convincing replicas for the purpose of deception, and altering items to be dangerous to other users. Profession represents the ability to build, repair, innovate, and gain money from this knowledge. Characters with a field do not suffer the penalties for being unskilled when making related Expertise, Mischief, or Profession checks even if they have 0 ranks in that particular skill. Not all fields are equally desirable when used in conjunction with a particular skill... Some may have great impact on play when used with Expertise, but little consequence when used with Profession or vice-versa.

Examples of Fields Suitable for Contemporary Settings

Ground Vehicles. Expertise would be used for extreme stunts and chases (Maneuver check). Profession would be use for building or adding features to a car (Assembly check), repairing crash damage (Repair check), designing vehicles for profit (Income check). Mischief would be used for jimmying car doors and hotwiring the starter (Bypass check), for sugaring gas tanks (Disable check), for kitting out a vehicle to mimic the look of a more expensive one (Counterfeit check), and for weakening brake lines to trigger a crash later (Sabotage check). Ground vehicle knowledge might proved the make and models of a vehicle or reveal fasted road routes.

Medicine. Expertise is used to run complex diagnostic instruments and to perform specialized surgery (Operate check). Profession will produce medicines (Assembly check), provide general care (Repair check), and represent work in research or maintaining a private practice (Income check). Mischief covers acquiring patient records or controlled drugs without a prescription (Bypass check), discretely wrecking X-ray machines (Disable check), mixing up some interesting snake oil- er, placebos (Counterfeit check), and sticking unwelcome things like cortex bombs in people (Sabotage check).

Site Security. Expertise would aid in manning the controls of an active locks, barriers, and camera system (Operate check). Profession would be used for installing and testing biometric locks (Assembly check), reconstructing or recovering video logs that have been tampered with (Repair check), or heading up a patrol force (Income check). Mischief would be used for spoofing building ID scanners (Bypass check), Cutting phone service to the building (Disable check), putting together a makeshift company uniform (Counterfeit check), and rigging garage dock doors to fall on pursers as you flee the scene (Sabotage check). Knowledge checks could be used to recall point of contact information for the alarm company or assess a building’s internal security devices after a walk around the perimeter.

Behind the Curtain: Fields and Technological Expectations

Fields allow a fixed skill list to dynamically adapt to changing gear lists across multiple settings. Using fields, designers and GMs can introduce new technologies - even extremely campaign-specific technologies such as The Iron Kingdoms’ warjack cortexes or Full-Metal Alchemist’s automail cybernetics  - without disrupting the balance or roles of the character classes. Fields also allow the designer/GM to collapse multiple fields as they appear in earlier eras into fewer, broader fields in later eras to represent the evolution of ideas, tools, and education. Creating a completely new field begins with creating or organizing the gear category that it addresses. If the use of this gear is self-explanatory ("drink the potion to gain effect") the field will probably not require any new Expertise skill checks. If the gear only functions in the hands of an expert (i.e. a fully furnished surgical operating theater) scripting a check to bring those benefits to bear will be necessary unless an existing Expertise check can be repurposed to serve. Since fields often combine multiple branches of knowledge into a practical whole it is not unusual or improper that two different fields may share some checks. 
THE SKILLS
The Mastercraft Skill checks have been reorganized into 18 new skills based on their relationship to the New Pie Attributes. Each attribute is associated with 3 skills. These skills can be loosely grouped in to environmental, social, and technical applications of each Attribute.

Key Skill
Each attribute has a key skill - this skill is the archetypical, stereotypical way that the attribute is used.
Table 2: Skill Checks Summary

	Skill
	Attribute**
	Checks
	Combat Actions

	Acrobatics
	Grace
	Balance, Breakfall, Tumble (page 69)
	Trip, Avoid Trip

	Acting
	Grace
	“Blend” (page 71), “Disguise” (page 74), Imitate (new)
	

	Athletics
	FITNESS
	Climb, Jump, Swim (page 70)
	

	Competition
	Fitness
	Pursuit (new), Push Limit (page 69), Sports (new)
	Bull Rush, Avoid Bull Rush

	Deception
	Guile
	Conceal Action, Stash (page 79)
	Distract, Feint,

Avoid Anticipate

	Expertise*
	PRECISION
	Maneuver (page 80), “Use it” (page 78)
	Stabilize (medical)

	Focus
	DETERMINATION
	Concentrate (page 80), Confidence (new)
	Avoid Threaten/Tire

	Impress
	GRACE
	Calm (page 78), Influence, Persuade (page 74)
	

	Intimidate
	Determination
	Browbeat, Coerce (page 75)
	Threaten

	Mischief*
	Precision
	“break it” (page 79), “fake it” (new), “boobytrap” (new)
	

	Parley
	GUILE
	Bargain (page 74), Lie (page 72), Negotiate (Spycraft 2.0)
	Taunt

	Profession*
	Precision
	“make it”, “fix it”, “scavenge it”, (page 72-73, 82-83)
	

	Research
	Awareness
	Decipher (page 76), Identify, Research (page 77)
	

	Sense Motive
	Awareness
	Canvass (page 76), Detect Lie (page 82), Question (new)
	Anticipate, 

Avoid Distract/Taunt

	Stealth
	Fitness
	Hide (page 82)
	

	Survival
	Determination
	Forage, Track (page 82)
	

	Tactics
	Guile
	Ambush, Outmaneuver (page 83)
	Tire

	Vigilance
	AWARENESS
	“Detect” was awareness (page 78), Perception (page 81)
	Avoid Feint


* These are “Field skills” with variable checks depending on the Fields the character knows.
** UPPER CASE indicates this is the Key Skill for that attribute.
MELEE COMBAT FEATS
Combined Melee Attacks
Benefit: Once per round when an adjacent ally makes a melee attack, if you have the same weapon readied you may grant that ally a +1 teamwork bonus to their attack check, damage roll, and keen quality. These bonuses increase to +3 if you are a special character. To qualify as “the same weapon” the two weapons must share the same stat line and craftsmanship upgrade, if any (i.e. both are “Orcish Longswords”). They do not have to have matching material or customization upgrades or the same essences or charms.

(Teamwork stacks, but cannot exceed +4)

RANGED COMBAT
FEATS

Combined Ranged Attacks
Benefit: Once per round when an adjacent ally makes a ranged attack, if you have the same weapon readied you may grant that ally a +1 teamwork bonus to their attack check, damage roll, and keen quality. These bonuses increase to +3 if you are a special character. If the weapon is hurled or uses ammo this consumes 1 shot. To qualify as “the same weapon” the two weapons must share the same stat line and craftsmanship upgrade, if any (i.e. both are “Elven Longbows”). They do not have to have matching material or customization upgrades or the same essence or charms.

(Teamwork stacks, but cannot exceed +4)
CHANCE FEATS

Fortunate

You’re just a little more lucky than the average hero.

Benefit: When you spend an action die, roll a d20. If the result is even, you gain a bonus action die at the end of the round. You may gain a maximum number of action dice per session from this feat equal to the number of Chance feats you have.

On a Roll

That was awesome! For my next trick...

Prerequisites: Special character only

Benefit: Each time you gain a bonus action die you also gain 1 Edge. 

Not as Bad as It Looks...

...Its just grazed me, really.

Prerequisites: Lucky Break

Benefit: each time you spend an action die, you also shed 1 grade of exhausted, injured, or shaken. If it is your last action die, you shed 1 grade each of exhausted, injured, and shaken.

GEAR FEATS

Bandage

You know a lot more than just to ‘keep pressure on that’.

Prerequisite: 1+ ranks of Expertise.
Benefit: You gain the medicine field and your Expertise (medical) checks are trained even when you lack a doctor’s bag. When you have a doctor’s bag you may Mend each character one additional time per session.
Crafting Basics

You’re a disciplined and efficient craftsman, producing items of exceptional quality and value.

Prerequisites: Profession 1+ ranks

Benefit: When crafting items you generate double the item value from each check. Also, your maximum Crafting Complexity increases by the number of Gear feats you have.
Crafting Mastery

Your broad knowledge and experience lets you complete projects with consistency and grace.

Prerequisite: Crafting Basics

Benefit: When crafting items you now generate triple the item value from each check and you may incorporate coin and raw materials worth up to double this value to accelerate the process.

Crafting Supremacy

Your exhaustive knowledge lets you create masterpieces under conditions most call ‘impossible’.

Prerequisite: Crafting Mastery

Benefit: When crafting items you now generate quadruple the item value from each check and you may lower the time to make the item by 1 step (i.e. years become months, months become weeks, weeks becomes days, and days become hours).
SKILL FEATS

Basic Skill Mastery

It certainly looks like you’ve found your calling.

Benefit: Choose two skills, no more than one of which may be a key skill (see page XX). You gain a +2 insight bonus and a threat range of 19–20 with those skills.
Special: You may take this feat multiple times, choosing new skills each time. Each feat has a separate name such as Basic Skill Mastery (Athletics & Tactics), Basic Skill Mastery (Acting & Impress), etc.
SPECIES FEATS

Cling to Life

The will to survive is strong in this one.

Prerequisites: Big Damn Heroes campaign quality
Benefit: Your maximum Health increases by 5. When you become desperate you immediately lose the baffled, enraged, fixated, frightened, and/or stunned conditions.
Guts

Things are lookin’ bad? Time to man-up.
Benefit: You gain a +4 bonus with Push Limit checks and suffer only 1 point of impairment per grade of exhausted, injured, or shaken instead of 2.

True Grit

I ain’t got time to die.

Prerequisites: Guts

Benefit: Each time you take damage that would defeat you, roll a single d20. If the result is even, you instead take 1 point of damage and your maximum morale is reduced by the original damage taken or your Career level until the end of the current scene (whichever is greater).

STYLE FEATS

Too Pretty to Die

Hey now, he's the one with the great hulking axe... Shouldn't you be looking at him?

Prerequisites: Big Damn Heroes campaign quality; Grace or Guile 17+

Benefit: You may add your Grace or Guile modifier to your melee/unarmed defense as a second attribute bonus while you are within 15 ft. of a teammate with a higher Base Attack Bonus than your own. When you become desperate, each of your teammates able to see and hear you immediately recovers morale as if they had taken a refresh action.
TERRAIN FEATS

The Extra Mile

You go to extreme lengths to make sure everyone comes back alive.
Prerequisites: Medical field, 1+ ranks of Expertise
Benefit: You gain +4 threat ranged when making a stabilize checks to rally a defeated character (see page XX). Once per adventure, if you are not captured when the party wipes you can prevent the capture of one character of your choice.
CHAPTER 5: Combat
EXAMPLES OF
DIFFICULT GROUND

Difficult ground makes movement slower but not automatically dangerous to characters who must traverse it. Some difficult terrain is identified by how high it comes on a character’s body, so a larger-than Medium sized character might ignore some obstacles, while smaller-than-Medium characters may find that space especially difficult to move through.

Characters may not Run through difficult terrain.

Terrain that requires 10 ft. of movement per square~

· Icy/slick surfaces (frozen lake, oily garage)

· Steep slope (45-60 degree incline)

· Ankle-deep mud (wet cropland, soft riverbank)

· Knee-deep water (shallow pond, surf line)

· Knee-high clutter (small boxes, low tables or benches, scattered bushes)

· Waist-high clutter with some pathways (dinning room tables, airliner aisle)

· Light forest (scattered small trees, light underbrush)

· Jumbled surface (mudslide or earthquake aftermath)

Terrain that requires 15 ft of movement per square~

· Combination of any 2 of the above (e.g. steep & icy slope, waist high clutter with knee-high junk in the walkways)

· Knee-deep mud (animal wallow, swamp)

· Knee-deep water with strong current (small rapids, running sewer, surf line with riptide)

· Waist-deep water (pond, easy river fording)

· Waist-high clutter without pathways (disused warehouse, tipped over furniture, hedges)

· Tall obstacles with minimal gaps (overly tight library stacks, scaffolding)

· Medium Forest (briar patch, dense bamboo, unyielding trees with narrow gaps, heavy underbrush)

· Shattered surface (talus, lava field)

Surfaces even more challenging than these likely require a skill check (often Acrobatics or Athletics) or alternate movement speed to traverse (i.e. a Burrow, Climb or Swim Speed).

RANGE

Engaged (within reach): You are considered to be “engaged” by all enemies who have you within their reach or the reach of  their readied melee or natural weapons. Most Medium characters have a reach of 1, so you will only be engaged by them when they are adjacent to you.

While you are engaged, you suffer a -2 penalty to ranged attack and skill checks targeting enemies that are not engaging you and if the check fails, you become flat-footed.

However, when an attacker rolls an error on a ranged attack targeting you, you may force them to re-roll that attack against a character within 1 Size Category of you of your choice who is engaging you. You may spend action dice to boost the result of the redirected attack check. If the redirected attack results in another error, it cannot be redirected again.

HEALTH & MORALE

The distance between you and defeat is measured in Health and Morale. Health is your actual physical condition - it is based on your Fitness score adjusted by your size category. It represents the last reserves you can fall back on as things go badly for you. It creates a small window where you gain the strength of desperation before either triumphing over adversity or falling into defeat. Once lost, points of Health are exceedingly difficult to recover. Morale is your primary damage buffer, allowing you to face all manner of both physical and emotional threats while pressing on in heroic fashion. Player characters gain morale from their class levels adjusted by their Determination modifier. Outside of immediate peril (combat or dangerous environments) morale recovers rapidly. However, many effects can temporarily reduce you maximum morale, making you progressively more vulnerable to sudden defeat.

Unlike traditional Mastercraft, standard NPCs have morale rather than making damage saves, receiving a number of points equal to their morale grade × times the threat level of the scene. Standard NPC are defeated by any critical hit unless they are able to absorb critical hits with the Tough quality. While they have Health scores, in practice it’s unnecessary to track their Health if they do not have grades of Tough (see taking damage, below). Mooks are still defeated by a single successful attack.
TAKING DAMAGE

All three types of damage – lethal, stress, and subdual – are subtracted from the target’s Morale. If a character has 0 Morale, damage is subtracted from their Health.

When damage removes a character’s last point of Morale, they suffer the effects of a critical hit with any remaining damage carrying over against their Health.
When damage removes a character’s last point of Health, they are defeated.
CRITICAL HITS

When you score a threat on an attack or damaging skill check, you may spend an action die or roll the check again. If you spent a die or the second check is also a threat, it is confirmed as a critical hit with the following additional affects.
· Defeat (all damage types): If the target is a standard character, they are immediately defeated. The attacker may choose to kill the target as part of this defeat. The GM may spend 4 action dice to kill the defeated character regardless of the attacker’s intentions.

· Lethal Critical: The target is injured and the attack ignores damage reduction and gains keen equal to your Fitness score on melee/unarmed attacks or Precision score on ranged attacks. If you substituted a different attribute modifier or gained a second attribute bonus when making the attack check, you may use that attribute score instead.

· Stress Critical: The target is shaken & flat-footed, remaining flat-footed until they take an action even if they are attacked multiple times before then.

· Subdual Critical: The target is exhausted & sprawled.
DESPERATION

Special characters don’t like to give up. The first time a special character is reduced to 0 morale after the start of a scene or after rallying he becomes desperate, gaining a bonus action die or 2 bonus dice if it is a dramatic scene. These dice are discarded at the end of the current scene. While desperate the character gains any bonuses he's entitled to as if this were a dramatic scene (i.e. the heroism Origin benefit) if it is not already a dramatic scene. Becoming desperate and being desperate may also act as triggers for other character options. A character ceases to be desperate as soon as he has regained morale points greater than his Determination score (or his maximum morale points if that is less).

FERVOR

Some characters have an extraordinary drive to win – the ability to overcome hardship and strife to achieve victory. This resilience can come from within or be inspired by the words and actions of others. Fervor is an expression of this heroic zeal as it applies to combat. Fervor points act as an additional buffer, absorbing damage before it reaches a character’s Morale or Health. Fervor has the following properties.

· Lethal, stress, and subdual damage are all applied to fervor after any applicable DR and resistances with each point removing 1 point of Fervor. If any damage remains after the character’s fervor is reduced to 0, it affects the character normally.

· When you gain Fervor, you either keep your current Fervor or replace it with the new value, whichever is higher – multiple sources of Fervor DO NOT stack unless they explicitly say so.

· Fervor cannot be healed or restored, only gained or lost.

· All Fervor is lost at the end of each scene.

DEFEATED, NOT DEAD?

So what is defeat (the game term), and why is it maybe worse than death? Defeated is a condition that takes the place of death for most negative outcomes - when you reach 0 Health you are defeated. For standard NPCs its a catch all for beaten into submission or possibly dead, depending on the attacker’s mood. For Special NPCs its beaten badly enough they can no longer press the fight... and possibly dead. For Player characters its the point were you are out of the story... for a while. The reason it may be worse than death is NPCs, particularly friendly NPCs, don’t share in this protection. If the entire party is defeated its a wipe and bad things happen - villains advance their schemes unopposed, critical allies get killed, current party goals may be come unachievable, and best (or worst of all) the players have to live with the consequences. Them’s the breaks of immortality.

RALLYING

After being defeated, players can return to active play three ways.

· Battlefield Rally: Spells or character abilities may offer a battlefield rally. This returns the character to play immediately. The amount of health and morale restored is described with each option. Battlefield rallies frequently reduce the rallied character’s maximum morale until the end of the scene.
· Regroup: Once all non-defeated members of the player party are out of combat and any dangerous environments they may rally the other players and any surviving NPCs. Characters rally with their maximum morale reduced to one-half until the end of the current scene (rounded up). They recover 1d6 health and their maximum (adjusted) morale. If the party wipes, the GM may choose to allow the players to regroup in place, where they can directly experience the consequences of their defeat with play typically resuming 1 hour after any surviving hostile characters have withdrawn.
· Fall Back!: When all of the Player characters and their allies have been defeated the party is forced to fall back. One way players can prepare for setbacks is to select a rally point by unanimous decision. Rally points fall into 3 categories: secure locations (such as a friendly town or pre-prepared safe house), their present location if they are not directly under threat (such as the party’s current campsite), or a proposed location within 1 day’s travel for the slowest player character that is unlikely to be under direct threat. These three categories primarily affect the number of action dice the GM must spend to torment the players should they suffer a wipe and be forced to fall back. Undefeated Players may (by unanimous decision) choose to concede combat to the enemy, retreating to the rally point prior to a party wipe. Play resumes after a reasonable amount of time has passed to allow characters to slink off back to the rally point singly or in small groups. If the Players have not agreed upon a rally point prior to wiping the GM chooses one for them, with the modifiers for meddling with their rally as for proposed locations.
CONDITIONS

Defeated: You may not take actions except to speak (with GM approval). If you are a special character you may take a 5 foot step each round if there are no enemies adjacent to you. You do not contribute to flanking or block movement through or around your space. Other characters within 1 size category of you may not end their movement in you space. This condition ends when you rally.
Exhausted (I–IV + defeat): You may not Run. You suffer 2 points of Fitness and Precision impairment and your Speed drops by 5 ft. per grade. You are defeated by your fifth grade of exhausted. You shed half your grades of exhausted at the end of each scene (round up) and 1 grade per full night’s sleep (minimum 6 uninterrupted hours).

Grappling: You lose all dodge bonuses. If you become sprawled, move beyond your reach from the character you are grappling, or have less than 1 free hand your grapple immediately ends and the opponent is no longer pinned/held by you. When multiple attackers grapple a single opponent, the target remains held/pinned if some but not all of them lose their grip - multiple holds and pins overlap but do not otherwise stack.

Held: You may not take movement actions or attack with weapons requiring more than 1-hand. You lose all dodge bonuses and suffer a –4 penalty to attack checks against all targets other than characters grappling you. If you take a 5-foot step, any characters grappling you may immediately move into the nearest empty square adjacent to you maintaining the hold, moving in the order that they began grappling you (“first-to-grab, first-to-move”).

Injured (I–IV + defeat): You may not Refresh. You suffer 2 points of Determination and Grace impairment and a –1 penalty with all saves per grade. You are defeated by your fifth grade of injured. You remove half your grades of injured at the end of each scene (round up) and 1 grade per full night’s sleep (minimum 6 uninterrupted hours).

Pinned: You may not leave your current square or make attacks with weapons. You lose all dodge bonuses and suffers a –4 penalty to defense and to attack checks. These penalties supersede those of being held if there characters both pinning and holding you (i.e. they do not stack).

Rooted: All of the your speeds are reduced to 0 and you may not take 5 ft. steps.

Shaken (I–IV + defeat): You may not take 10 or 20. You suffer 2 points of Awareness and Guile impairment and a –1 penalty with all attack checks per grade. You are defeated by your fifth grade of shaken. You shed half your grades of shaken at the end of each scene (round up) and 1 grade per full night’s sleep (minimum 6 uninterrupted hours).
COMBAT ACTIONS
If an action’s description includes a kit, the character must have that kit or the check is considered unskilled.

Bull Rush: Competition (Fit) vs. Competition (Fit)

Feint: Deception (Gil) vs. Vigilance (Dtr)

Taunt: Parley (Gil) vs. Sense Motive (Awr)

Threaten: Intimidate (Dtr) vs. Focus (Dtr)

Tire: Tactics (Gil) vs. Focus (Dtr)

Trip: Acrobatics (Grc) vs. Acrobatics (Grc)

Anticipate: Sense Motive (Awr) vs. Deception (Gil). Defense bonus = Awareness modifier

Distract: Deception (Gil) vs. Sense Motive (Awr)

Grab

1 half action ● unarmed attack
Make an unarmed attack check against a character within your reach and no more than 1 size category larger than you. You must have at least 1 free hand to make this attack and gain a teamwork bonus to the check equal to one-half the number of free hands you have (rounded down).
If you hit you inflict 1d4 + your Fitness modifier subdual damage and may move the target into any empty square adjacent to you. If you succeed by 4 or more you may begin grappling the target, holding them until the end of your next initiative count. If you succeed by 10 or more instead of holding the target, you may pin them until the end of your next initiative count.
If you miss you become flat-footed at the end of your initiative count.
Behind the Curtain: On the Ropes

Grab replaces the Grapple action. Rather than a skill check, it uses an unarmed attack check to simplify offensive and defense modifiers. The base result is straight forward: you damage your enemy and put them where you want them. Controlling a target with grappling requires you to get the upper hand by a wide margin and keep doing so every round. Wrestling stunts like flamboyant throws and the infamous screaming club become Grab tricks - moving the expanded complexity out of the basic rule and into options interested players must specifically seek out.
Held foes lose their dodge bonus which may make it easier to grab them again the following round, but players may find even seemingly helpless targets quite a handful. Miss once and your target may flee before you can lay hands on them again. Held characters will often focus their attacks on the character holding them, but beware: they still have the option to harm others. A pin will control their weapons entirely, but a mere hold could leave you with a very unwelcome gunshot going off in a direction not of your choosing...
Mend

1 minute (10 rounds) ● initiative action ● Doctor’s Bag
You give medical attention a character within your reach. Make an Expertise (medical) check with a DC of 15. A character may only be Mended once per scene.
If you succeed, the target heals 2d6 damage. On a critical success, add your Expertise ranks to the healing provided. Up to 3 points of this healing may be applied to the character’s Health.
On a critical failure, the target suffers 1d6 lethal damage that cannot be resisted or reduced.
Refresh

1 full action ● initiative action
You recover morale equal to your base Fortitude Save bonus + half your Determination score (round up). You may spend a single action die to add your Career Level to the number of morale points recovered.

Run

1 Full Action • Movement Action

You break into a full sprint. If you are wearing full armor, you move up to 3× your Base or Flying Speed; otherwise, you move up to 4× your Base or Flying Speed. You may not move though difficult terrain and must run in a straight line. You become flat-footed at the end of your initiative count.

Stabilize

1 full action ● initiative action ● Doctor’s Bag
You apply first aid to a character within your reach. Make an Expertise (medical) check with a DC and results depending on the condition you are treating. You may only attempt to stabilize each condition on the target only once per scene (including by cooperating on a Stabilize check).

· Bleeding (DC 15): The condition ends.
· Exhausted (DC 5 + 10 per grade): The effects of one grade are suspended for 1 hour.

· Injured (DC 5 + 10 per grade): The effects of one grade are suspended for 1 hour.

· Poisoned (DC equal to the poison Save DC): The effects of the poison are suspended for 1 hour.

· Shaken (DC 5 + 10 per grade): The effects of one grade are suspended for 1 hour.

· Defeated (DC 15): On a critical success the character rallies with 1 Health and Morale equal to your Expertise Ranks. The character’s maximum morale is reduced by their Career Level until the end of the scene.

ADVANCED ACTIONS

Each advanced action costs 1 Weapon Proficiency.

TRICKS

Each trick costs 1 Weapon Proficiency.

Go to Ground (Refresh trick): You may also make a standard move as part of this refresh action if that move ends with you in a location that grants at least 1/2 cover towards 1 or more adversaries.

Take Stock, then Rock (Refresh trick): You may also take a use item action to ready, stow, or reload a weapon on you person during this refresh action.
CHAPTER 6: Foes
All-terrain (1 XP): You may run through difficult terrain and only have to spend 5 ft. of movement for each square of difficult terrain you enter rather than the usual 10 or 15 ft. If you gain all-terrain from more than one source, you gain an insight bonus to Balance, Climb, and Swim checks equal to the total number of all-terrain abilities you have.

CHAPTER 7: Worlds
ENVIRONMENTAL 
HAZARDS
Be it less lost in less hospitable stretches of the wilds or trekking across alien worlds, heroes often find themselves in dangerous conditions. Though unknown beasts may seem the greater threat, the weather has ended may an adventurer’s days, leaving little but a shriveled husk behind to mark their passing. The following hazards represent the challenges of dealing with extreme weather and terrain.

Cold Exposure I
(11°F to 32° F / –11° to 0° C )

Characters must make a Fortitude save at the end of each hour exposed to this “freezing cold” (DC 16 + 1 per additional hour without relief) or suffer 1d6 cold damage. Cold damage and fatigue cannot be recovered naturally until the character has at least one full hour of relief from all cold exposure hazards.

Cold Protection I or better negates this hazard.

Cold Exposure II
(–14°F to 10° F / –25° to –12° C)

Characters must make a Fortitude save at the end of each 20 minutes exposed to this “gripping cold” (DC 20 + 2 per additional 20 minutes without relief) or suffer 2d6 cold damage. Touching solid ice, metal, or stone with bare flesh inflicts 1 point of lethal damage per round. This lethal damage is subject to cold resistance.

Cold Protection II or better negates this hazard. Cold Protection I partially reduces this hazard to Cold Exposure I. 

Cold Exposure III
(–50°F to –15° F / –45° to –26° C)

Characters automatically suffer 3d6 cold damage every 5 minutes they are exposed to this “numbing cold”. Touching cold ice, metal, or stone with bare flesh inflicts a cumulative 1 point of lethal damage per round (i.e. 2 points the second round, 3 points the third, and so on). This lethal damage is subject to cold resistance.

Cold Protection III or better negates this hazard. Cold Protection II partially reduces this hazard to Cold Exposure II. Cold Protection I provides no benefit against this hazard.

Cold exposure IV
(below –50° F / below –45° C)

Characters automatically suffer 5d6 cold damage every minute they are exposed to this “killing chill”. Touching cold ice, metal, or stone with bare flesh inflicts a cumulative 1 point of lethal damage per round (i.e. 2 points the second round, 3 points the third, and so on). This lethal damage is subject to cold resistance.

Cold Protection IV negates this hazard. Cold Protection III partially reduces this hazard to Cold Exposure III. Cold Protection I or II provides no benefit against this hazard.

Heat Exposure I
(95° to 115° F / 35° to 46° C)

Characters must make a Fortitude save at the end of each hour exposed to this “extreme heat” (DC 16 + 1 per additional hour without relief) or suffer 1d6 heat damage. ACP penalties from armor or heavy clothes are applied to this save. Heat damage and fatigue cannot be recovered naturally until the character has at least one full hour of relief from all heat exposure hazards.

Heat Protection I or better negates this hazard.

Heat Exposure II
(116° to 140° F / 47° to 60° C)

Characters must make a Fortitude save at the end of each 20 Minutes exposed to this “blistering heat” (DC 20 + 2 per additional 20 minutes without relief) or suffer 2d6 heat damage. ACP penalties from armor or heavy clothes are applied to this save. Touching hot metal, stone, or water with bare flesh inflicts 1 point of lethal damage per round. This lethal damage is subject to heat resistance.

Heat Protection II or better negates this hazard. Heat Protection I partially reduces this hazard to Heat Exposure I.

Heat Exposure III
(141° to 170° F / 61° to 76° C)

Characters automatically suffer 3d6 heat damage every 5 minutes they are exposed to this “blazing heat”. Touching hot metal, stone, or water with bare flesh inflicts a cumulative 1 point of lethal damage per round (i.e. 2 points the second round, 3 points the third, and so on). This lethal damage is subject to heat resistance.

Heat Protection III or better negates this hazard. Heat Protection II partially reduces this hazard to Heat Exposure II. Heat Protection I provides no benefit against this hazard. 

Heat exposure IV
(171° to 211° F / 77° to 99° C)

Characters automatically suffer 5d6 heat damage every minute they are exposed to this “killing heat”. Touching hot metal, stone, or water with bare flesh inflicts a cumulative 1 point of lethal damage per round (i.e. 2 points the second round, 3 points the third, and so on). This lethal damage is subject to heat resistance.

Heat Protection IV negates this hazard. Heat Protection III partially reduces this hazard to Heat Exposure III. Heat Protection I or II provides no benefit against this hazard.
BIG DAMN HEROES:
HERE’S THE DEAL

The execution of the “Big Damn Heroes” social contract is a bit more complex than ‘do whatever you want, because you’re safe from all harm’. The Game Master promises not to kill the player characters, but he won’t stop them from killing themselves. Situations prompted by the GM can lead to a character’s defeat, but never death. If a sudden wind or slap of a wyvern’s tail sends a player off the side of a dizzyingly high and narrow mountainside trail, that character always end up hanging from the ledge by their fingertips or snagged in the branches of a lonely tree part way down; perhaps defeated and out of play but still alive. Players still have the power to commit suicide - if the player chooses to jump off into that chasm, he’s done. Whenever a player announces that they intend to take an action that will categorically result in their death, the GM must spell out in no uncertain terms that’s a ‘fatal decision’. After that its on the player’s head. The GM has a fair bit of latitude in determining what constitutes a fatal decision - maybe more than players are used to. If he says “going into the dragon’s cave armed and skilled as you are now is certain death” he’s not kidding. If players choose to go anyway, that’s the end of them - no combat scene required, just a few gouts of flame, some screaming, and off to roll up new characters. There is a subtle but critical distinction between saying that and saying “going into the dragon’s cave armed and skilled as you are now is almost certain defeat.” That’s the signpost that you can go, but don’t look shocked if you wind up getting pounded, and pounded badly. The safety net is to keep players from getting killed, not to prevent them from running headlong into the wrong end of a level-inappropriate encounter.

   Not sure if your GM is telling you you're about to make a fatal decision? Ask them. Its not a trick question. It's the GM’s responsibility to make the prospect of fatal decisions clear more so than to entertain by couching them in flowery language.

GM ACTION DICE

Interfering with Rallying

If the players have selected a secure location to rally at the total number of dice required is increased by 1. If they have selected a proposed location to rally at it is reduced by 2 (to a minimum of 1).

1 die brief delay

1 die harrowing trek (increased morale cap penalty)

1 dice minor loss (reduced prudence)

1 die injury (table of ouch)

2 dice long delay

3 dice major loss (gear destroyed)

1 die per character - the character is captured by their opponents.
