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Master Skills List 
Skill Statistic Skill Statistic Skill Statistic 
Acting Charisma General Knowledge Knowledge Potions / Poisons Knowledge 
Animal Lore Knowledge Gunnery (Specific Type) Perception Politics Knowledge 
Arcane Lore Knowledge High tech (Specific Type) Knowledge Public Speaking Charisma 
Athletics Body History Knowledge Ranged Weapon (Specific Type) Dexterity 
Awareness Perception Intimidation (Physical / Mental) Body / Cha Read (language) Knowledge 
Battle Cool Spirit Knowledge (Specific) Knowledge Resist Magic Spirit 
Bargain Charisma Law Knowledge Resist Pain Spirit 
Climbing Body Leadership Charisma Ride (Animal) Body 
Computer Hacking Knowledge Lip Reading Perception Seduction / Charm Charisma 
Computer Programming Knowledge Magic (Specific Sphere)* Spirit Sense Mood Perception 
Conversation / Whit Charisma Medicine Knowledge  Sing Charisma 
Craft (Specific) Dexterity Melee Weapons (Specific Type) Dexterity Slight of Hand Dexterity 
Cryptography Knowledge Natural World Knowledge  Social Skills Charisma 
Culture (Specific) Knowledge Navigation (Specific Type) Perception Speak (Language) Knowledge 
Disguise Charisma Painting Perception Stealth Dexterity 
Dodge Dexterity Perform Charisma Streetwise Charisma 
Drive (Specific Type) Dexterity Persuade / Lie Charisma Storytelling Charisma 
Electronic Design / Repair Knowledge Philosophy Knowledge Swim Body 
Electronic Security Knowledge Pilot (Specific Type) Dexterity Tactics Knowledge 
Engineeering Knowledge Play (Specific Instrument) Dexterity Theology Knowledge 
First Aid Knowledge Poetry Charisma Unarmed Combat Dexterity 

* Purchasing magic skills, requires the purchase of the 
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Flight  Normal (Can Fly at normal running pace, ½ if flying upwards 1½ if flying downwards).
½ if flying upwards 1½ if flying downwards).

Amphibious (Can swim at human walking pace at a depth of up to a 200 yd depth indefinitely)

double human running speed for distances of up to 50 miles per dice in body statistic

   



 
Isis R.P.G - Character Generation 

      

Characters can begin with or gain villainy points. Villainy points (VP s) represent the dark side of the hero point system.   

A character may gain villainy points (VP s) by doing any one of the following actions (and others) at the GM s discretion.  

 

Murder, Rape or any other extreme crime. 

 

Extreme brutality or Torture towards a foe. 

 

Ignoring a situation that will result in the death of innocents. 

 

Breaking the codes of honour attached to any cult or group the character is a member of.  

The Result of gaining Villainy Points  

Villainy Points have a direct Game effect on how a character is perceived by both non-player characters and also other entities as 
shown in the table below, VP s also affect how much use Hero Points will be to a character.  

Number of VP s Result 

1 to 5  The character seems to be exhibiting strong moral problems and a lack of scruples. 
- The number of VP s to the total of any action when using a hero point or interacting with a non-evil NPC s. 
+ The number of VP s to interaction rolls with dark entities (Demons, the undead, Dark Gods, etc) 

6 to 10 The character seems to be exhibiting extreme moral problems and a lack of scruples. 
- The number of VP s x2 to the total of any action when using a hero point or interacting with a non-evil NPC s. 
+ The number of VP s x2 to interaction rolls with dark entities (Demons, the undead, Dark Gods, etc) 

11+ The character is a paragon of evil and becomes an NPC controlled by the GM 
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2. The character can use the xp s to improve skills or start new ones. Each pip costs the current no of dice in the skill for an 
increase. New Skills start at the relevant statistic  1d, for example a character trying to learn pilot (helicopter) with a 
Dexterity statistic of 3d+1 will start with a skill level of 2d+1. It will cost 2xp to bring this skill level to 2d+2 Note that a 
skill can never go to more than 3 times the relevant stat. 
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Group Size Bonus to Combat Group Size Bonus to Combat Group Size Bonus to Combat 

2 +1d 25 +6d 250 +11d 
4 +2d 40 +7d 400 +12d 
6 +3d 60 +8d 600 +13d 
10 +4d 100 +9d 1000 +14d 
15 +5d 150 +10d 1500 +15d 
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Isis R.P.G - Appendix B: Example Fantasy Templates  
Template: Human Ranger  

 

Suggested Advantages: Animal Empathy (+1d on rolls involving animals) (Cost 1d)  

Recommended Skills (11d): Melee Weapon (Broad Sword), Ranged Weapon (Short Bow), Climbing, Stealth, Dodge, Natural World, 
Swim, Ride (Horse), First Aid, Speak (Own Language).   

Template: Elven Bowman  

 

Suggested Advantages:  (Cost 1d)  

Recommended Skills (11d): Melee Weapon (Broad Sword), Ranged Weapon (Short Bow), Climbing, Stealth, Dodge, Natural World, 
Swim, Ride (Horse), First Aid, Culture (Eleven), Speak (Own Language), Speak (Human).   

Template: Dwarven Warrior  

 

Suggested Advantages:  (Cost 1d), 

  

Recommended Skills (8d): Melee Weapon (Broad Sword), Ranged Weapon (Short Bow), Stealth, Dodge, Tactics, Swim, Ride 
(Horse), First Aid, Culture (Dwarven), Speak (Own Language), Speak (Human).   

Template: Human Wizard  

 

Suggested Advantages: 

  

Recommended Skills (10d): Arcane Lore, Melee Weapon (Broad Sword), Stealth, Dodge, Swim, Ride (Horse), First Aid, Culture 
(Own), Speak (Own Language), Speak (Other language), Read / Write (Human), Read / Write (Arcane), Several Magical Spheres.      



Isis R.P.G - Appendix C: Wuxia Add in  
Wuxia (Wire Fu)  

This is a high action combat system, which can be added into your combats and character creation if it is appropriate to the flavour of 
your campaign.  

Drain of using Wuxia powers  

The ability to balance on improbable surfaces, tightropes, tree branches, etc while fighting. An agility/athletics roll must 
still be made each round but at a reduced difficulty. EG: Balancing on a tightrope while fighting is a ludicrous task (Target 35) 
Target: Normal skill target  

Boomerang Blade: The ability to throw a weapon and have it strike a target and then return to the attackers hand. A normal attack 
roll must be made for each attack the weapon makes. 
Target: 10 for first round, 20 for second 30 for third etc

 

Chi Strikes: The ability to paralyse limbs, stop an enemies breathing and so on if a strike to a target is successful. This skill an also 
be used to reverse the effects of a chi strike, thus freeing up someone who has been paralysed etc. 
Target: Targets defence roll +10, defender gets to make a Spirit vs. Spirit roll to avoid the effects of the attack. 

Flurry of Blows/Objects: The ability to throw multiple attacks/missiles at a single target as a single action. 
Cost: Target 10 per +1d on attack skill due to the flurry of attacks (maximum +3d, target 30), an attacker performing a flurry of 
thrown objects must have access to at least 3 objects to throw per +1d bonus. 

Flying: Used for the short flying up into trees and over buildings type moves seen in some wuxia films. 
Target: 20  

Missile Parrying/Catching: The ability to parry multiple, bullets, arrows, etc. 
Target: 15 per missile to be parried, 20 per missile to be caught. Defence roll must be made but at full defence skill rather than half.  

Wall Walking: The ability to climb surfaces like a spider, up to and including holding on when completely horizontal. Used in much 
the same way as the balance maneuver, but using the climbing skill as the basic skill rolled. 
Target: 10 for first round, 20 for second 30 for third etc. 

Wire Fu: Used for jumping/flying attacks, running up walls, etc. Used in much the same way as the balance maneuver, but using the 
athletics/attack skill as the basic skill rolled. 
Target: Normal skill target     
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