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FOREWORD

[ was very excited when Wizards of the Coast approached
me about doing a roleplaying game based on my books,
The Wheel of Time™ series. That brought back a lot of
memories. When my son Will was young, he and his
friends liked to play DUNGEONS & DRAGONS. I, of
course, was the Dungeon Master. It was a lot of fun,
though I made them stick to the rules. No creating in-
vincible characters out of thin air. If they did something
incredibly stupid, and the dice said they died, then they
died. And had to start over with a basic character that
needed to be built up with experience, No “instant rein-
carnation,” which they always wanted. Will and the oth-
ers always complained that I made the scenarios too
hard. Other Dungeon Masters were willing to cut them
some slack, give them a break now and then. But I no-
ticed that they never played with those other DMs unless
1 wasn’t available. An invincible character that walks
around killing everything in sight gets boring after a
while. When you can do anything, take anything, with
no possible consequences, the challenge goes away. And
so does the fun, except for a few who no doubt are des-
tined to be junk-bond brokers, used car salesmen, or
worse, politicians.

The stacks of D&D books are long gone from our
house now, given to others to enjoy. Will is thirty-two
and a painter. His friends have gone on to diverse careers.
Museum curator, salvage consultant, product manager
for a major pharmaceutical company, and another
painter, among others. They thought they were playing a
game, and they were, but they learned a few things along
the way, about working together, about thinking things
through. It might have been just a roleplaying game, but
[ tried to make it real for them, to make it seem that was
the world they had been born in, and so they gained
something else. They have been adventuring where the
monsters are, adventuring where their wits are as impor-
tant to survival as their physical skills. That spirit of ad-
venture remains with them even if they don't realize
where it came from.

Are you ready to go adventuring? The world of The
Wheel of Time is different from anywhere you have seen
before. A world of Trollocs and Myrddraal, a world under
the shadow of the Dark One, a world of fallen empires
and empires rising, of clashing nations and war, of shift-
ing allegiances, uncertain allies and ever-present intrigue,
a world of powerful friends and powerful enemies, a
world where women can be as deadly and dangerous as
men. If you want a taste of how different it is, if you want
to know what it would be like to be born in that world
instead of merely visiting, go the Wizards of the Coast
website, www.wizards.com/wheeloftime, and read “The
Shaping of a World” written by me. Are you ready?

Then come on in and go adventuring.

Robert Jordan
Charleston, SC



NTRODUCTION

The Wheel of Time novels by Robert Jordan depict a won-
drous fantasy realm filled with unusual and sophisticated
cultures, fearsome monsters, the awesome forces of evil,
and world-shaping prophecies. Since the debut of Jor-
dan’s first novel, The Eye of the World, the stories of Rand,
Egwene, Perrin, and the other denizens of this world have
captivated millions, and the novels themselves have spent
weeks on the bestseller lists. With the Wheel of Time Role-
playing Game, you can recreate the feelings of adventure
and wonder that fill the novels by crafting your own sto-
ries set in Jordan’s world. All you need are some dice, a
few friends, and your imagination.

THIS IS THE
WHEEL OF TIME

The terrifying and seductive might of the One Power,
with which channelers can remake the very world around
them . . .

Deadly subhuman Trollocs, armed with weapons
forged in Thakan'dar, and driven into battle against the
forces of light by eyeless Myrddraal . . .

The machinations of the Aes Sedai, the Children of
the Light, the Seanchan, the Porsaken, the Aiel, and
countless other groups as they seek to save the world—or
to conquer it . . .

The destiny and anguish of Rand al’Thor, the Dragon
Reborn himself . . .

The Wheel of Time is modern epic fantasy at its finest,
full of drama, adventure, action, intrigue, magic, and that
sense of wonder and imagination that ties it all together.
The heroes, though larger than life and possessed of pow-
ers almost beyond comprehension, nevertheless feel all-
too-human doubts and fears. The villains, as the very
embodiments of utter evil, stand ready to take advantage
of the heroes’ weaknesses and cast the entire world under
the Shadow. The story is grand, the stakes are high, the
world is lushly detailed. Plus, it’s fun. The heroes get to
destroy evil creatures with magic, outwit the conspirators
in the Aes Sedai, experience new cultures, go on quests to
find items of amazing power, and fall in love. It’s the sort
of story we want to be a part of.

THIS IS A
ROLEPLAYING
GAME

A roleplaying game is a game of your imagination, in
which you use the rules and your own creativity to tell
stories and have adventures. You take on the role of a
character you create—not a character from one of the novy-
els, but one of your own devising. The game resembles a

movie, except that the action and adventure takes place
In your imagination, not on a screen. There isn’t even a
script, other than the notes or rough outline used by one
of the people involved, the Gamemaster. The Gamemas-
ter serves as the director and special effects designer. He
decides what sort of story to tell-a mission to rescue a
kidnapped noble, the search for a long-lost ter'angreal, or
a battle against a tremendous horde of Trollocs, for ex-
ample—and then lets the players place their characters
into the story and participate in it (perhaps in the process
changing it from what he had in mind). The Gamemaster
also takes on the roles of all characters not played by the
players—the villains, the extras, the special guest stars.
Last but not least, the Gamemaster knows and keeps track
of the rules, interprets what happens when a character
performs an action, and describes the events of the story
in light of what the characters do. By working together,
the players and the Gamemaster create a story, and every-
body has a great time.

THIS IS THE
WHEEL OF TIME
ROLEPLAYING

GAME

When you combine the wondrous elements of the Wheel
of Time setting with the imagination-powered engine of a
roleplaying game, you get your chance to have your own
adventures in Jordan’s world. Everything you need is in
this book except the dice. To get started quickly, use one
of the Fast-Track methods of character creation (see pages
9-15) and play the starting adventure (see Chapter 15:
What Follows in Shadow). That should give you a good
feel for the game. After you've finished, you can look
through the rest of the book and decide if you want to
create your own characters and adventures, or keep on
playing the characters you used in the first game. This
book provides you with a wealth of options—you can play
just about any type of character you can think of, in any
part of the Wheel of Time world. The only limits are the ex-
tent of your imagination, and what the Gamemaster will
allow in his game,

When you play the Wheel of Time Roleplaying Gamre,
you create a unique fictional character who lives in your
imagination and the imaginations of your fellow players.
One of the players, the Gamemaster (GM), controls the
villains, the folk on the street, and other people who live
in the Wheel of Time world. He or she is the one who
comes up with the stories your group will tell, and who
places dramatic obstacles in the way of your success—as
players, you and your friends face the dangers and ex-
plore the mysteries the GM presents as part of the story.
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The series of stories you and the GM create, and the ad-
ventures your characters have, are referred to collectively
as your campaign.

Anything is possible in the Wheel of Time Roleplaying
Game. Your character can attempt anything you can
think of—leaping across a broad chasm, scaling a sheer
tower, fighting a duel with one of the Forsaken, or de-
stroying a group of Trollocs with the One Power, to
name just a few examples. If the GM lets you try it, and
the dice (representing the random factors of fate) roll in
your favor, then your character succeeds. If you attempt
something that’s too difficult for you, or the dice don’t
roll well, then you’ll fail, with potentially serious conse-
quences.

This game uses a core mechanic for all actions, keep-
ing play fast and intuitive. This involves the use of a
twenty-sided die (or “d20”). Whenever the GM or the
rules require you to roll dice to see if your character suc-
ceeds with a task (such as an attack, the use of a skill or
an ability, or an attempt to save yourself from harm), you
do this:

& roll a d20.

® add any relevant modifiers.

® compare the result to a target number (set by the GM
or the rules).

If the roll equals, or is higher than, the target number,
your character succeeds. Otherwise, he fails.

Now, get ready. The Wheel of Time turns, weaving as it
will, and it’s bringing you adventure. Enjoy!

CHARACTERS: Your characters are the main charac-
ters of your story—the “stars” of the “movie” you and
your friends create as you play the game. This book
sometimes refers to them as “heroes”— meaning the main
protagonists of the story, not just the good guys. Each
character is different from every other character; having
his or her own background and unique combination of

profession, skills, and personality. Your character could
be s

A grizzled old Cairhienin noble, a veteran of the po-
litical Game of Houses.

A young soldier, eager for his first taste of battle and
glory.

A roguish gambler, whose gruff and sarcastic nature
conceals a heart of gold.

A wilder desperately trying to hide her powers from
the Aes Sedai.

A member of the fanatical Children of the Light.

An Ogier scholar, traveling outside his mystical sted-
ding to learn more about the world.

A fierce Aiel warrior of the desert, ready to dance the
spears with anyone who offends or challenges him.
An initiate of the Aes Sedai, eager to explore the ex-
tent of her newfound abilities.

Or anything else you can imagine.

@ & & e¢ © @ @ @

WHAT YOU NEED TO PLAY: Here’s what you

need to start playing the Wheel of Time Roleplaying Game:

#® This book, which tells you how to create and play
your character.

® A copy of the character sheet for your character; this
is your record of what she can do and how well she
can do it.

® A pencil and some scratch paper; in some cases, you'll
find graph paper useful, too.

# One or two four-sided dice (d4), four or more six-
sided dice (d6), an eight-sided die (d8), two ten-sided
dice (d10), a twelve-sided die (d12), and a twenty-
sided die (d20). If you don’t have these already, you
can buy them at your local hobby store.

# In some games, a miniature, an action figure, or some-
thing else that represents your character in the game.

WHAT YOU NEED TO READ: If you're a player,
you only have to read the front sections of this book—the
parts describing character creation, skills, feats, and
equipment. If you're a Gamemaster, you will also need to
access the back sections, which provide advice for run-
ning the game, tell you how to create thrilling encoun-
ters, and describe some opponents you can use in the
adventures you create. Either way, you don’t have to read
all of that material in depth. Scan over it, reading the
parts that interest you or are needed for your game. Much
of the rest is reference that you can refer to as needed. At
the very back of the book is a starting adventure, What
Follows in Shadow, that you can run if you like.

Of course, the rich and detailed world of The Wheel of
Time is too grand to be covered exhaustively in this
book. You have probably already read many or all of the
Wheel of Time novels. If not, reading them at your leisure
can help flesh out the details and atmosphere of this
game’s background.

DICE: To determine the outcome of events and actions
when a chance of failure exists, players roll dice as de-
scribed above. For ease of reference, the rules abbreviate
dice rolls with phrases such as “3dé6+1," which means
“three six-sided dice plus 1" (generating a number be-
tween 4 and 19). The first number tells you how many
dice to roll (you add all of them together), the number
after the “d” tells you what type of dice to use, and any
number after that indicates a quantity you add to or sub-
tract from the result.

For example:

2d4: Two four-sided dice, generating a number from
2 to 8. This is the amount of damage a boarspear deals.

3d8: Three eight-sided dice, generating a number
from 3 to 24, This is the amount of damage the create fire
weave does when cast at 4th level.

d%: The “d%” (percentile dice) is a special case. You
generate a number between 1 and 100 by rolling two dif-
ferent-colored ten-sided dice. One color (designated be-
fore you roll) is the tens digit. The other is the ones digit.
A roll of 8 and 5, for example, gives you a result of 85. A
0 and 3 equals 3. Rolling 0 and 0 represents 100.



Tliustration by Adam Rex

ERAS AND PLACES
OF PLAY

The Wheel of Time Roleplaying Game allows you to set ad-
ventures and campaigns in any era or region of the Wheel
of Time world, Most campaigns will take place in the time
depicted in the novels: the period in which the turning of
the Wheel reveals Rand al’Thor as the Dragon Reborn,
and the fate of the entire world hangs in the balance as he
opposes the mind-numbing power of the Dark One.
That's where most of our material 1s centered, and where
the adventures in this book and the Prophecies of ihe
Dragon adventure book are set.

But you don’t have to set your game during the novels
if you don’t want to. If you prefer, you can run a campaign
that takes place twenty years earlier, during the Aiel War.
Characters in that campaign would either be Aiel, striving
to destroy the wetlander foes who have so grievously in-
sulted them, or typical denizens of the Wheel of Time world,
trying to protect Cairhien, Tar Valon, and the other king-
doms against the threat of the fierce desert spearmen.

Gamemasters willing to do a little more work to set
up their campaigns can choose even earlier times for their
games. A game set during the War of the Hundred Years,
the time of Artur Hawkwing, the Ten Nations period, or
the Age of Legends before the Breaking of the World
presents many intriguing possibilities for wondrous ad-
ventures and exciting storytelling. And since we don’t
know as much about those eras as we do about modern

times, the GM has a little bit more leeway when it comes
to creating his own characters, places, and events.

On the other hand, some Gamemasters may want to
engage in even more speculation and create a campaign in
the period after the novels end. In this case, you have to
decide what the ultimate outcome of the Wheel of Time
saga will be—victory for Rand and the forces of Light, the
triumph of the Dark One and a new age of torment for
the world, or something in between—and then describe to
the players what has occurred. This option provides for
the widest scope of GM creativity, since everything, right
down to the very shape of the world, could change. How-
ever, it also requires more work to create the campaign set-
ting, since the GM can'’t just rely on information from the
novels (he has to make up a lot of new material himself).

You also have to decide where you will set your game.
Again, for most campaigns, the choice 1s obvious: the main
part of the world, where all the action of the novels takes
place. The characters can search for adventure in Tarabon,
Illian, Altara, Tear, Cairhien, Andor, Shienar, and other
kingdoms familiar to them from thousands of pages of
reading. For a slightly different twist, the Gamemaster can
run a campaign set in the Aiel Waste, forcing the characters
to confront issues such as dehydration and heatstroke in
addition to Trollocs and other, more typical, threats.

The world of the Wheel of Time is large, so you don’t have
to play a game set on the main continent if you don’t want
to. Imagine the possibilities in a game set in Seanchan,
Shara, or the mysterious “Land of the Madmen” that only

An armsman, Aes Sedai, wanderer, and noble make their way through the Mountains of Mist.
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the Atha’an Miere have seen. Who knows what the charac-
ters might encounter in such a place—new races of sentient
beings, remnants from the Age of Legends, strange forms of
magic, terrifying monsters and creatures, or wonderful treas-
ures? As with a game set in earlier historical periods, a game
that features a relatively unknown geographical location of-
fers the Gamemaster a lot of freedom to create things on his
own—but on the other hand, it also requires him to create
them, and not every GM wants to do that much work.

Characters in any of these times or settings have cer-
tain aspects in common. They carry weapons such as
swords and axes, using them to fight against terrible ene-
mies. They manipulate the One Power, wielding it as the
greatest weapon of all in their struggles against evil (or,
sometimes, on behalf of evil). They interact with nobles
and kings, innkeepers and peasants, wanderers and sol-
diers. But their world is more than this. No matter what
time or place the Gamemaster chooses, neither he, nor
his players, can escape the effects of the Wheel of Time.
The Wheel always turns, bringing new ages, new oppor-
tunities, and new dangers. The characters will need strong
arms, clever minds, good friends, and perhaps the One
Power to see them through to victory.

TERMS AND
DEFINITIONS

The following terms appear throughout the Wheel of Time
Roleplaying Game. When you can’t remember what a par-
ticular term means, you can always turn back to this glos-
sary and look it up.

ability: One of the six basic character qualities—
Strength (Str), Dexterity (Dex), Constitution (Con), Intel-
ligence (Int), Wisdom (Wis), and Charisma (Cha).

action: A character activity. There are attack actions,
move actions, full-round actions, and free actions.

adventure: A story for characters to experience,
sometimes called a “scenario” or a “mission.” The events
depicted in a given Wheel of Time novel, such as The
Dragon Reborn, often make up one long adventure, some-
times broken down into a series of “subadventures.”

attack: Any of numerous actions intended to harm,
disable, or neutralize an opponent.

attack action: A type of action that allows you to do
something, such as make an attack, or use a skill or feat.

attack roll: A roll to determine whether an attack hits.
To make an attack roll, roll 1d20 and add the appropriate
modifiers for the attack type. An attack hits if the result
equals or exceeds the target’s Defense.

bonus: A positive modifier to a die roll.

campaign: A series of linked adventures that form the
backdrop against which the characters interact and partic-
ipate in the campaign world. The events depicted over the
course of the Wheel of Time novels make up a campaign.

channel: To wield the One Power, a magiclike force
open to those with a natural gift for it.

channeler class: A character class that represents the
ability to channel. The initiate and wilder classes, for ex-
ample, are channeler classes.

character: A fictional individual in the Wheel of Time
game setting.

character class: One of the following player character
types: algai’d’siswai, armsman, initiate, noble, wanderer,
wilder, or woodsman. Class defines a character’s predom-
inant talents and general function within a group, and
sometimes his profession or calling as well.

check: A method of deciding the result of a character’s
action (other than attacking or making a saving throw)
that has a chance of failure. Checks depend on a relevant
character ability, skill, or other characteristic. To make a
check, roll 1d20 and add any relevant modifiers. If the
check result equals or exceeds the Difficulty Class of the
task or the result of an opponent’s check, the character
succeeds.

critical hit (crit): A hit that strikes a vital area and
therefore deals extra damage. To score a critical hit, an at-
tacker must first score a threat (usually a natural 20 on an
attack roll, depending on the weapon he uses) and then
succeed on a critical roll (just like another attack roll).

DC: Difficulty Class.

damage: A decrease in hit points, an ability score, or
some other aspect of a character, caused by injury, illness,
or the One Power.

deal damage: To cause damage to a target with a suc-
cessful attack.

Defense: A measure of how difficult a character 1s to
hit in combat.

Difficulty Class (DC): The target number a player
must equal or exceed on a check or saving throw to succeed.

dying: Near death and unconscious. A dying charac-
ter has run out of hit points and can take no actions.

experience points (XP): A numerical measure of a
character’s personal achievement and advancement. The
GM awards XP at the end of each adventure based on
what the characters have accomplished.

fail: To achieve an unsuccesstul result for a check, sav-
ing throw, or other determination involving a die roll.

flat-footed: Especially vulnerable to attacks at the be-
ginning of a battle. Characters are flat-footed until their
first turns in the initiative cycle. Flat-footed characters
cannot use their Dexterity bonuses to Defense.

free action: A minor activity that consumes very lit-
tle time and effort.

full-round action: An action that uses all of your ef-
fort in a round. Some skills, feats, and weaves require full-
round actions, as does making multiple attacks (if you are
permitted to do so).

Gamemaster (GM): The player who portrays charac-
ters not controlled by the other players, makes up the
story setting for the game, and serves as the referee.

Gamemaster character (GM character): A character
controlled by the Gamemaster, as opposed to a character
controlled by a player. Also referred to as an “NPC”
(nonplayer character).

hero: A character controlled by a player, one of the
main protagonists of an adventure or campaign. Also re-
ferred to as a “player character.”

hit points: A measure of a character’s ability to
withstand injury. When a character takes damage from
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an attack, that damage reduces his
hit point total. When a character’s
hit points reach zero, he is disabled
(and thus near death). When his hit
points reach —10, he is dead.

melee attack: A physical attack
used in close combat, such as
punching someone, slashing at him
with a sword, or chopping at him
with an axe.

melee weapon: A handheld
weapon designed for close combat,
such as a sword, spear, or axe.

modifier: Any bonus or penalty
applied to a die roll.

move action: This type of ac-
tion allows you to move a number
of feet equal to your speed, climb,
draw a weapon, pick up an item, or
perform some other similar activity.

natural: A natural result on a
roll or check is the actual number
appearing on the die, not the modified re-
sult obtained by adding bonuses or sub-
tracting penalties.

One Power, the: The mystical source of
energy that channelers draw upon to create
their magical weaves. It actually consists of
two sources: saidin, the male half usable only
by male channelers, and saidar, the female
half accessible only to female channelers.

penalty: A negative modifier to a die
roll.

range increment: Each full range increment of dis-
tance between an attacker using a ranged weapon and a
target gives the attacker a cumulative -2 penalty on the
ranged attack roll. Thrown weapons have a maximum
range of five range increments. Projectile weapons have a
maximum range of ten range increments.

ranged attack: Any attack made at a distance using a
ranged weapon.

ranged weapon: A thrown or projectile weapon de-
signed for attacking from a distance, such as a throwing
knife, thrown spear, or bow.

round: A six-second unit of game time used to man-
age combat. Every character in combat may take at least
one action every round.

saving throw (save): A roll made to avoid (at least
partially) damage or harm. The three types of saving
throws are Fortitude, Reflex, and Will.

stack: To combine for a cumulative effect. In most
cases, modifiers to a given check or roll stack if they have
different descriptors, regardless of their sources. If the
modifiers to a particular roll do not stack, only the best
bonus or worst penalty applies. Dodge bonuses, circum-
stance bonuses, and synergy bonuses, however, do stack
with each other unless otherwise specified.

target: The intended recipient of an attack, action, or
One Power weave.

threat: A possible critical hit.

Tairen wanderer

threat range: All natural die
roll results that constitute a threat
when rolled for an attack. Most
weapons have a threat range of
20. Some weapons have greater
threat ranges. However, any attack
that doesn’t result in a hit does
not constitute a threat.
trained: Having at least 1 rank
in a skill.
unarmed attack: A melee at-
tack made without the use of a
weapon.
untrained: Having no ranks in
a skill. Some skills can be used
untrained, others cannot.
weave: An magiclike effect
constructed (or “woven”) by a
channeler from the One Power.
weave level: The magnitude of
a weave. Beginning channelers
cannot cast weaves as powerful as those of ex-
perienced channelers. Many weaves can be
cast at varying levels, depending on the power
level the channeler intends the effect to have.

FAST-TRACK
CHARACTER
CREATION

The Wheel turns, . . .

Once again, war and darkness threaten the world. The
Dark One stirs fitfully in his prison in Shayol Ghul,
struggling against the bonds the Creator set upon him at
the moment of creation. If he, or his chief servants the
Forsaken, break free, they could plunge the world into a
new age of shadow and despair, when evil things oppress
and abuse good people.

A time such as this demands heroes. Perhaps you are
such a hero—perhaps you have what it takes to protect
your family, friends, home, and the world from the threat
posed by the Dark One and his minions. Brave, daring,
and ready to prove yourself, you're prepared for whatever
fate the Wheel weaves for you . . . or so you think. Ac-
companied by friends as bold and adventurous as your-
self, armed with swords, determination, and perhaps the
eerie might of the One Power itself, you stand ready to
face what lies ahead. This is your story. . . .

USING A HERO TEMPLATE: In the Wheel of Time
Roleplaying Game, the quickest way to create a character is
to select a hero template. A template gives you a ready-to-
play character, complete with a background, class, ability
scores, skills, feats, weapons, equipment, money, and a
colorful quotation. Once you provide a name and any
other details you’d like, and you're ready to take on any
adventure your Gamemaster comes up with. Turn to page
11 to check out the templates.

NOLLDNAOMINT
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RANDOM CHARACTER CREATION: If you
don’t have a specific type of character in mind, or you’d
prefer to create your own Ist-level character from scratch
instead of using a hero template, all you have to do is fol-
low these steps. You'll need a photocopy of the character
sheet (found on page 318-319), a pen or pencil, some
scratch paper, and four six-sided dice.

0. Check with Your Gamemaster and Fellow
Players: First, consult with your GM. He may have es-
tablished campaign basics (such as a time period, setting,
or preferred type of player character) that you need to be
aware of. For example, if the GM wants all characters to
come from the western or southern coastal kingdoms,
you're just wasting your time if you create an Aiel charac-
ter. Additionally, your GM may have “house rules”—spe-
cial rules for his game that vary from the standard rules
presented in this book (for instance, perhaps he's changed
the damage that longswords do).

Last but not least, you should also talk to the other play-
ers. It will help you to know what character types they plan
to play, so that you can create a character who fits well into
the group. For example, if several other players have de-
signed armsman characters, or other characters whose pri-
mary talents lie in combat, you might have more fun with a
noble, wanderer, or channeler—someone different from the
rest of the group, so that you have your own special “niche.”

I. Ability Scores: Determine your character’s six
ability scores by rolling four six-sided dice for each one.
Ignore the lowest die and add up the other three. Write
down your six results on scratch paper.

If you roll poorly and get low scores, you can roll
again. Your scores are considered too low if your total
modifiers (before changes according to background) are 0
or less, or if your highest score is 13 or lower. (See Table
1-1: Ability Modifiers for ability score modifiers.)

2. Choose Background: Where is your character
from? Except for Ogier characters, all of the character in a
Wheel of Time Roleplaying Game campaign are human; what
sets them apart 1s where they grew up—their social and cul-
tural background, in other words. Backgrounds you can
choose for play are: Aiel; Atha’an Miere (Sea Folk); Bor-
derlander; Cairhienin; Domani; Ebou Dari; Illianer; Mid-
lander; Tairen; Taraboner; and Tar Valoner. You can also
play an Ogier. Chapter 2: Backgrounds provide a complete
description of each of these options. After you select a
background, write it down on your character sheet.

3. Choose Class: In the next step, you choose your
character’s class. A class represents the primary way of life
your character has fully embraced—his profession, avoca-
tion, and/or lifestyle. Since it's such an important part of
who he is, his class provides an excellent starting point
from which you can define your character—it’s a hook on
which you can hang the character’s abilities, personality,
skills, and other traits.

The seven classes you can choose from in the Wheel of
Time Roleplaying Game are: algai’d’siswai, armsman, initi-

ate, noble, wanderer, wilder, and woodsman. Chapter 3:
Classes describes each one in detail, including any re-
strictions the class suffers from. After you select a class,
write it (and any relevant information from Chapter 3)
down on your character sheet.

4. Assign and Adjust Ability Scores: Now that
you know your character’s background and class, assign
the scores you rolled in Step 1 to your character’s six abil-
ities: Strength, Dexterity, Constitution, Intelligence, Wis-
dom, and Charisma.

Consider two things when deciding how to assign
your scores. First, think about what sort of person your
character is. What are his strengths and weaknesses? What
is he like, both physically and mentally? If he’s strong and
tough, that means he has relatively high scores in Strength
and Constitution. A character with a wily, ingratiating per-
sonality might have high Intelligence, Dexterity, and/or
Charisma abilities. A wise old man who has survived
many scrapes might have high Wisdom and Constitution.

Second, think about your character’s class. It usually
helps you in the game if you put high scores in abilities
that accentuate your character’s class. Each class descrip-
tion explains which abilities are important for that class.
For example, armsmen benefit from high Strength, and
nobles from high Charisma. However, you should keep
these class considerations secondary to your character
conception. Sometimes going against the stereotype—by,
for example, creating a highly intelligent armsman—is
more fun than obtaining some game-related benefit.

After you assign your scores, record the modifier for
each ability, as shown on Table 1-1: Ability Modifiers.
This number tells you how far above (or below) average
your character is in that ability.

5. Record Background and Class Features:
Your character’s background and class grant certain fea-
tures—special powers, feats, skills, and other benefits (and
drawbacks). Most the character gets automatically, but
some require you to make choices. Look ahead in the
rules if you need more information to make these
choices. And remember, you can always backtrack and do
something over if you get a better idea.

6. Select Skills: Depending on your character’s class
and Intelligence modifier, you receive a certain number
of skill points. You spend these points to buy skills for
your character.

The rules of the Wheel of Time Roleplaying Ganmte measure
skills with ranks. Each rank adds +1 to checks (rolls) you
make to use a skill. Each rank costs 1 skill point. At 1st level,
you can buy up to 4 ranks in a class skill or up to 2 ranks in
a cross-class skill (a skill from another class’s list of skills).
See Chapter 3: Classes for a list of each class’s skills, and
Chapter 4: Skills for a complete description of all skills.

A quick tip: The process of buying skills goes faster if
you simply spend 4 skill points (the maximum you can
spend at 1st level) on every skill you buy. You won’t end
up with as many skills as you might otherwise, but you'll
finish buying them in just a couple of minutes.
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7. Select Feats: Feats are special features that grant a
character new capabilities, or improve capabilities he al-
ready has. All 1st-level characters start with at least one
feat (in addition to feats gained due to background or
class). See Table 5-1: Feats for a list of available feats.

8. Select Equipment: Next, you have to select
equipment for your character. You have two options.
First, you can select the equipment listed with the hero
template most closely related to your character. If you
choose this option, your character also has additional
spending money equal to one-fourth (25%) of the
amount listed on the table below for his class.

Second, you can choose to buy all of your equipment
piece by piece. Your character has a number of silver
marks randomly determined according to the Random
Starting Money table. After he buys his equipment, any
money left over becomes his spending money for the
early part of the campaign. (Hopefully he’ll earn some
more before he spends it all!).

Class Starting Silver Marks
Algar’d’siswai 3d4 x10
Armsman 5d4 x10
Initiate 3d4 x10
Noble 5d6 =10
Wanderer 4d4 %10
Wilder 3d4 x10
Woodsman 4d4 %10

9. Record Combat and Skill Numbers: Based
on your character's background, class, ability modi-
fiers, feats, and equipment, determine the follow-
ing numbers:

Attack bonus, Defense, hit points, saving
throws, and initiative modifier (Chapter 8:
Combat); skill medifiers (Chapter 4: Skills);
and weapon statistics (Chapter 7: Equip-
ment).

10. Finishing Touches: You're almost
done—just a few finishing touches left to
polish up the character and get him ready
to play. Come up with a name for your
character, and then devise a brief back-
ground. (Something as simple as “A wilder
from an Andoran village who ran away from
home to seek her fortune” will do.) You can
add as much detail as you like later, or even
change some details after you get a better feel
for your character—assuming your Gamemaster
permits the changes, of course!

PLANNED CHARACTER CREATION: [
If you want a little more control over the type
of character you create—say, you have a spe-
cific type of Ist-level character in mind—use (§
this method of character creation instead of
the random one (but make sure you have the

Gamemaster’s permission to do so). Follow all the steps
listed for random characater creation, but modify Step 1
as described below.

1. Ability Scores: Instead of rolling dice to deter-
mine your character’s scores, you select them by spend-
ing points. This requires you to do more up-front
planning. You have to know exactly what kind of charac-
ter you want to create, so you can select appropriate abil-
ity scores. Before proceeding, determine your character’s
background, the class he will belong to, and if necessary
the type of career he will pursue within that class. (For
example, an armsmen built to become a mercenary sol-
dier will probably differ from one built to become a
noble’s bodyguard.)

With this method, all of your character’s ability scores
start at 8. You have 25 points to spend to increase these
scores. The table below shows how many points it costs
to increase a score.

Score Cost Score Cost
8 0 14 6
9 1 15 8
10 2 16 10
11 3 17 13
12 4 18 16
13 5

The Standard Score Package: Alternatively, you
can use a balanced mix of ability scores, arranging them
any way you wish to design your hero character. This
mix creates a character with mostly above-average
scores, but one score that entails a penalty. As with the
point-based method described above, you apply back-
ground modifiers after you assign the scores to specific
abilities.

The standard score mix is:

15, 14, 13, 12, 10, and 8

AES SEDAI ACCEPTED
Domani Level 1 Initiate
Ability Scores
Str 8, Dex 12, Con 10, Int 15, Wis 14, Cha 13
Hit Points: 4
Defense: +3
Reputation: 1

/ Skills

Bluff +5 Concentration +4
Decipher Script +6 Diplomacy +5
Gather Information  +3 Heal +6
Intimidate +3 Knowledge (arcana) +6
Sense Motive +6 Composure +6
Weavesight +6

Feats: Extra Talent, Persuasive, Street Smart

Weapons: Dagger

Gear: Jeweled signet ring (70 mk), white Accepted’s dress

Money: 78 mk

Description: You were just a simple villager or city girl until
an Aes Sedai detected in you the potential to channel
the One Power. She took you away with her to Tar

Domani Aes Sedai

11
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Valon, where you became an Aes Sedai novice. For
years you divided your time between hard labor in the
Tower, and harder labor in the classroom, as you
learned to touch the True Source. Eventually, after you
had learned enough, you took and passed the test of the
three-arched fer'angreal and became an Accepted. With
the Great Serpent ring on your finger, you can already
feel the shawl of a full Aes

Sedai on your shoulders. All

you have to do is prove

yourself to your

superiors, and
everything
you want
will be

yours.

Ogier Protector of the Forests

ANDORAN CHILD OF THE LIGHT
Midlander Level 1 Armsman
Ability Scores

Str 15, Dex 14, Con 13, Int 12, Wis 8, Cha 10
Hit Points: 11

Defense: +4

Reputation: 0

Skills
Climb +6 Handle Animal +4
Heal +3 Intimidate +8
Jump +6 Ride +6

Feats: Bullheaded, Mounted Combat, Ride-By Attack
Weapons: Longsword, boar spear

Gear: Mail shirt, small steel mirror

Money: 55 mk

Description: All your life, you’ve known how terrible
the Aes Sedai, and the false Dragons, and anyone else
who could channel the “One Power” could be. After
all, they're the ones who Broke the World! There’s no
reason to believe that they’re any less trustworthy
now that the Dark One has had a few centuries to
work his influence upon them. Anyone can see how
deep into His clutches they are, the way they use
their powers to manipulate, oppress, and harm true
followers of the Light. Fortunately, you've found a
way to fight back. The Children of the Light stand
firm against these and all Darkfriends, and you stand
with them.

FOREST PROTECTOR

Ogier Level 1 Woodsman
Ability Scores

Str 18, Dex 9, Con 15, Int 12, Wis 10, Cha 8
Hit Points: 12
Defense: +1
Reputation: 0
Skills

Animal Empathy +3 Climb +8
Intuit Direction +4 Knowledge (geography)+4
Knowledge (nature) +5 Listen +6
Search +5 Wilderness Lore +4

Feats: Latent Treesinger, Track

Weapons: Quarterstaff, battleaxe

Gear: Flint and steel, backpack, tent, explorer’s

outfit

Money: 87 mk

Description: The forests of the land are sacred and
precious. They must be protected from men who
would exploit them, fires that would destroy them—
and above all from the servants of the Dark One, who
would ravage and abuse them until their cries deafened
every Ogier. You have taken on the task of defending
them, and you're prepared to give your very life in the
performance of your duty if necessary. Fortunately,
you have found humans who share your convictions
and beliefs, giving you allies in your struggle. You even
have dreams of one day founding new stedding. . . .

HUNTER FOR THE HORN
llianer Level 1 Noble
Ability Scores
Str 14, Dex 8, Con 10, Int 13, Wis 12, Cha 15
Hit Points: 8

Defense: +2

Reputation: 3

Skills
Bluff +8 Diplomacy +6
Gather Information +4 Listen +5
Ride +3 Search +7
Sense Motive +3  Spot +3

Feats: Sharp-Eyed, Street Smart

Weapons: Light crossbow, longbow

Gear: Courtier’s outfit, mail shirt, backpack, 20 bolts
Money: 81 mk

Description: As a boy growing up in Illian, you heard

Laypp gy vaY Ng uoypAgsHgly



version after version of The Great Hunt of the Horn, the
greatest bardic lay in the world. The tales of the hero-
ics of the hunters, and the many bold adventures they
took part in, fired your blood. Shortly after you came
of age, a Hunt was called, and nobles and wanderers
from every kingdom assembled in Illian to begin the
latest stage of the great quest. You couldn’t resist the
call. Joining the Hunt has been the best thing you ever
did—you haven’t found the Homn yet, but you've seen
and experienced things you never would have other-
wise. And you're positive that you'll find the Homn
one day.

MAIDEN OF THE SPEAR
Arel Level 1 Algai’d’siswai
Ability Scores
Str 15, Dex 14, Con 13, Int 10, Wis 8, Cha 12
Hit Points: 11

Defense: +6

Reputation: 0

Skills
Balance +6 Climb +6
Hide +8 Intimidate +7
Move Silently +8

Feats: Bullheaded, Stealthy, Weapon Focus (shortspear)

Weapons: 3 Aiel spears, shortbow

Gear: 20 arrows, buckler, cadin’sor

Money: 67 mk

Description: Your ears have always been deaf to the calls
of hearth, home, husband, and children. Ever since
you were a girl-child playing on the sands of the
Three-fold Land, all you've ever wanted to do is
dance the spears and defeat the enemies of your peo-
ple. You've spent many years, and long hours on the
practice floor, mastering the spear, and many other
weapons as well. Now you are ready to slay Leafb-
lighter’s servants, treekiller scum, and anyone else
who threatens the Aiel. But part of you wonders what
life is like in the wetlands, far from the homes of
your sept. . . .

MALE CHANNELER
Ebou Dari Level 1 Wilder
Ability Scores
Str 13, Dex 8, Con 12, Int 10, Wis 15, Cha 14
Hit Points: 7

Defense: +2

Reputation: 0

Skills
Concentration +5 Diplomacy +8
Intimidate +6 Gather Information  +6
Move Silently +2  Weavesight +4

Feats: Duelist, Martial Weapon Proficiency: Longsword

Weapons: Longsword

Gear: Studded leather armor, traveler's outfit, jeweled
dagger

Money: 49 mk

Description: You expected to spend your life working in
your father’s shop, and then to inherit it when he
died. All that changed when you began to develop

strange . . . powers . . . after your sixteenth birthday.
You soon realized, to your horror, that you could
channel! Now you're not sure if you're some sort of
freak, or one of those false Dragons you keep hearing
about, or . . . perhaps . . . the Dragon Reborn? Fear-
ing what your neighbors—or the Aes Sedai!-would
do to you if they found out about your powers,
you've run away from home hoping to find some
way of controlling your abilities before they come to
control you.

PLAYER OF THE GREAT GAME
Cairbienin Level 1 Noble
Ability Scores
Str 10, Dex 13, Con 8, Int 14, Wis 12, Cha 15
Hit Points: 7

Defense: +4

Reputation: 3

Skills
Appraise +8 Bluff +8
Diplomacy +6 Forgery +6
Innuendo +5 Intimidate +6
Sense Motive +5

Feats: Silver Palm, Two-Weapon Fighting

Weapons: Rapier, dagger

Gear: Noble’s outfit, signet ring, flint and steel

Money: 177 mk

Description: Cairhienin society is shot through with
conspiracy, intrigue, political maneuvering, desper-
ate social gambles, furtive meetings in back alleys to
exchange information, and grand fetes which
amount to little more than thinly-veiled wars—and
you wouldn’t have it any other way. Born the
daughter of a noble family of Cairhien, you took to
the Great Game like a fish to water, and have scored
more than your share of victories. Your beauty and
charm cause men to lower their guard around you,
and your intellect, wit, and keen perception allow
you to take advantage of every opening they give
you.

RUNAWAY FROM THE STEDDING
Ogter Level 1 Wanderer
Ability Scores
Str 19, Dex 8, Con 13, Int 14, Wis 8, Cha 10
Hit Points: 7

Defense: +1

Reputation: 0

Skills
Craft (stonemasonry) +8 Decipher Script +7
Intuit Direction +3 Knowledge

Knowledge (arcana) +6
Knowledge (geography)-+6

(Age of Legends)  +6
Knowledge (history) +6
Knowledge (nature) +6 Listen +5
Perform +4 Spot +3
Feats: Skill Emphasis (Decipher Script)
Weapons: Quarterstaff
Gear: Ink (1 oz. vial), paper (20 sheets), pen, traveler’s
outfit
Money: 107 mk
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Description: Although Ogier law and custom say you
aren’t yet old enough to leave your native stedding un-
accompanied, you simply couldn’t resist the chance
to see the world you'd been reading about in books
all of your life. You're not content simply to read
about things anymore; you want to experience them,
take part in them, and gather information with which
to write your own books someday. Being separated
from friends and family is difficult, especially know-
ing the punishments you're likely to face when you fi-
nally return home, but for now you’re enjoying
yourself too much to even think about going back.

SEA FOLK MERCHANT
Atha’an Miere Lewel 1 Wanderer
Ability Scores
Str 12, Dex 14, Con 10, Int 15, Wis 13, Cha 8
Hit Points: 6

Defense: +5

Reputation: 0

Skills
Appraise +6 Balance +6
Diplomacy +5 Escape Artist +6
Intuit Direction +5 Listen +3
Profession (sailor) 45 Read Lips +6
Search +6 Sense Motive +7
Spot +3 Swim +5
Use Rope +6

Feats: Alertness, Smooth Talk
Weapons: Rapier
Gear: Hourglass, crowbar, backpack, traveler’s outfit
Money: 107 mk
Description: Your mother and father were both Sea Folk
traders, and you've followed in their footsteps. You
know the marketplaces in the
ports, the best way to get top
coin for your wares,
and how to tell qual-
ity goods from
poor ones. The
life of an Atha’an
Miere merchant sat-
isfies your desire to
see the world, but
something about it
seems . . . hollow. You
long for the opportunity
to do some-
thing more
than just con-
tribute to the
prosperity of your
ship and clan. Perhaps
you will find the adven-
ture you crave, and the des-
tiny you desire, on land instead of
at sea. . . .

Wetlander Spm-r'maﬂ

SHIENARAN GUARDIAN OF THE BLIGHT
Borderlander Level 1 Armsman
Ability Scores
Str 15, Dex 13, Con 14, Int 10, Wis 8, Cha 12
Hit Points: 12
Defense: +3
Reputation: 0

Skills
Intimidate +5 Jump +5
Knowledge (the Blight)+4 Move Silently +4
Ride +5

Feats: Cleave, Power Attack, Shadowspawn Hunter

Weapons: Longsword

Gear: Heavy horse, bit and bridle, military saddle, stud-
ded leather armor

Money: 135 mk

Description: As a Shienaran swordsman, you are one
of many brave warriors tasked with the deadly mis-
sion of guarding the Blight and preventing Trollocs
and other servants of the Dark One from leaving it.
Sometimes despair grips your heart, as you ponder
the seemingly endless tide of evil in the Blight. But
then you think of how your family and friends—and
indeed, the whole world, though few outside
Shienar know it—depend on your vigilance and
strength. And then you square your shoulders,
make sure your blade is sharp, and continue your
worthy watch.

TAVERN CAROUSER
Taiven Level 1 Wanderer
Ability Scores
Str 10, Dex 15, Con 8, Int 14, Wis 13, Cha 12
Hit Points: 5
Defense: +5
Reputation: 0

Skills
Balance +6 Escape Artist +8
Gather Information +5 Innuendo +5
Move Silently +6  Open Lock +6
Perform +5 Pick Pocket +8
Profession (gambler) +7 Sense Motive +3
Tumble +6  Use Rope +6

Feats: Gambler, Nimble

Weapons: Short sword

Gear: Deck of playing cards, flint and steel, bedroll, trav-
eler’s outfit

Money: 144 mk

Description: The high life is the life for you—even if you
don’t usually have the money to live a truly highborn
lifestyle. You spend your days going from one tavern
to the next, gambling for money and then spending
what you earn on good food, drink, and clothes. So
far your luck hasn’t deserted you, and you secretly
dread the day when it finally does, for you have
nothing in the way of a trade or a family to fall back
on. But in the meantime, you'll enjoy life while you
still can.
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Tlustration by Rebecca Guay

Two RIVERS ARCHER
Midlander Level 1 Woodsman
Ability Scores
Str 12, Dex 15, Con 14, Int 10, Wis 13, Cha 8
Hit Points: 12

Defense: +5

Reputation: 0

Skills
Animal Empathy ~ +3 Craft (blacksmithing) +4
Heal +5 Knowledge (nature) +4
Listen +5  Swim +5

Wilderness Lore +5
Feats: Luck of Heroes, Point Blank Shot, Track
Weapons: Two Rivers longbow, hafted axe
Gear: 20 arrows, backpack, hooded lantern, 6 «
days’ rations, explorer’s outfit t
Money: 87 mk
Description: You've spent most of your life /
working on a farm. But your true talents &
lie in your ability to track, hunt, and
shoot. You're the best of your age in the
Two Rivers with a longbow. If it were up to
you, you'd spend all your days out in the "}
woods, bringing back fresh game to eat and to:
sell. Unfortunately, the Women’s Circle does-'
n’t consider hunting a worthy full-time occu-
pation for a healthy man, so you're stuck . . .|
unless, perhaps, you decide to leave the Two
Rivers. . . . -

VIiLLAGE WISDOM
Midlander Level 1 Wilder
Ability Scores
Str 8, Dex 14, Con 10, Int 12, Wis 15, Cha 13
Hit Points: 6

Defense: +5

Reputation: 0

Skills .
Concentration +4  Craft (pottery) +5
Handle Animal +7 Heal +6
Ride +8 Wilderness Lore +6

Feats: Animal Affinity, Strong Soul

Weapons: Dagger

Gear: Healer’s kit, light horse, bedroll, traveler’s outfit

Money: 87 mk

Description: Men! Burn them all, you think they’d real-
ize that you’re the Wisdom. You got that title for a rea-
son—you’re smarter, a better healer, and a better
leader than anyone else in the village . . . particularly
any of the men. If only they had the sense to do what
you tell them without question, everything around
here would run a lot smoother. And so what if your
healing abilities seem to stem from something more
than just your knowledge of herbs and poultices?
Healing is healing. Well, if this keeps up, maybe
you'll just leave—you’ve always wanted to see the
world. That would teach them how poorly they get
along without you.

WETLANDER SPEARMAN
Midlander Level | Algai’d’siswai
Ability Scores
Str 14, Dex 15, Con 12, Int 13, Wis 10, Cha 8
Hit Points: 11

Defense: +6

Reputation: 0

Skills
Climb +6 Heal +4
Hide +6 Jump +6
Ride +6 Wilderness Lore +4

1, Feats: Combat Expertise, Militia, Weapon Focus

. (shortspear)
 Weapons: 3 Aiel spears, dagger
" Gear: Bucdkler, cadin’sor
Money: 65 mk
Description: To escape an abusive situation at
home, you ran away, eventually ending up, tired
and starved, in the Aiel Waste. The Aiel rescued
you, but then laughed at you when you asked
to join their society. Ignoring their scorn, you
stayed with them, learning their ways, and
slowly but surely earning their respect. In
time they taught you their military arts, and
you learned them well, eventually becom-
ing an algai’d’siswai. Now you fight beside
the brothers and sisters of your sept, though
* with your dark hair and short stature, no one
could ever mistake you for a true Aiel.

L WisE ONE APPRENTICE

- Aiel Level 1 Initiate

Ability Scores

Str 10, Dex 8, Con 14, Int 13, Wis 15, Cha 12

Concentration +8 Heal +6
Intimidate +5 Knowledge (arcana)  +5
Spot +6 Composure +6
Weavesight +5

Feats: Disciplined, Extra Affinity, Latent Dreamer

Weapons: Dagger

Gear: Jewelry (60 mk), flint and steel, tent, traveler’s
outfit

Money: 76 mk

Description: When you were still a young girl, trying to
decide between the life of the spear and the life of a
mother and wife, the Wise Ones of your sept recog-
nized in you the talent to channel the One Power. Al-
though you weren’t entirely comfortable with the
thought of becoming a Wise One yourself, for the
good of your clan you could not refuse. You made the
journey to Rhuidean and proved yourself worthy to
learn the wisdom of the Aiel channelers. Now you
study diligently at their feet . . . though you never
know when they’ll find some quest or unusual task for
you to perform.
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Your character’s abilities will modify just about every
dice roll you make in a Wheel of Time campaign. A tough
character has a better chance of surviving a blood
snake’s venomous bite. A perceptive character will
probably notice the Trollocs sneaking up behind his
group before a character who doesn’t pay as close at-
tention to his surroundings. A stupid character proba-
bly can’t figure out how to work the Awendesora leaf lock
on a Waygate. Your character’s ability scores tell you
what modifiers you can apply to the rolls you make in
situations such as these,

Every character has six abilities: Strength (abbreviated
Str), Dexterity (Dex), Constitution (Con), Intelligence
(Int), Wisdom (Wis), and Charisma (Cha). Monsters and
creatures also have ability ratings. Each above-average
ability your character has provides a positive modifier for
die rolls related to that ability, but each below-average
ability imposes a penalty on other die rolls.

You determine your character’s scores randomly, by
rolling dice. (Alternatively, you can use the standard set of
ability scores, or the point-allocation system, covered in
the introduction.) Then you assign the scores the way you
want to (typically by placing higher scores in the abilities
most important to your character, such as Strength for
armsmen), raise and lower them according to your char-
acter’s background, and then raise them as your character
advances in experience.

YOUR ABILITY
SCORES

To create an ability score for your character, roll four six-
sided dice (4d6). Disregard the lowest die, and add up the
three highest dice.

This roll gives you a number between 3 (horrible) and
18 (tremendous). The average ability score for the typical
inhabitant of the Wheel of Time world is 10 or 11-but of
course, your character is far from typical. Among player
characters (PCs), the most common ability scores are 12
and 13. In other words, the average player character is an
above-average person. After all, the PCs are the heroes of
the story you're telling, so they should be special.

Roll the dice this way six times, to generate six ability
scores, and write the results down on a piece of paper.
Once you have all six scores, assign each score to one of
your six abilities. To do this, you usually have to know
what sort of character you want to play—what his back-
ground, class, and personality will be. That allows you to
arrange your scores to create the best possible character.
For example, if you want to play a young Aes Sedai
novice (an initiate), your character needs to have high In-
telligence and Wisdom scores so that she can manipulate
the One Power effectively. You'll probably also want a
high Charisma, since Aes Sedai usually have forceful per-
sonalities. Strength, Dexterity, and Constitution are less
useful to an Aes Sedai, so you can put the lower ability
scores there.

However, don’t just think about the possible game
benefits when assigning your scores—a more important
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consideration is your character concept. If you envision
your Aes Sedai character as a young woman who has built
up her muscles and stamina through hard work on a
farm, then put some high scores in Strength and Consti-
tution, even though that doesn’t help her wield the One
Power. She still gets benefits from having good scores in
those abilities, and you get to enjoy playing a character
who not only has some unusual talents (how many Aes
Sedai do you know who have a good right hook?), but
who's a better, more enjoyable character because she’s
built with a solid concept in mind.

ABILITY MODIFIERS: Each ability provides a
modifier ranging from -5 to +5. The modifier represents
the number you add to or subtract from die rolls when
your character tries to do something related to that abil-
ity. For example, you add or subtract your Strength
modifier to your roll when you try to hit another char-
acter with a sword. Some modifiers also apply to num-
bers other than die rolls, such as the way your
character’s Dexterity modifier affects his Defense. A
positive modifier is called a bonus, and a negative mod-
ifier is called a penalty.

To determine the modifiers for your character’s abili-
ties, consult Table 1-1: Ability Modifiers and Bonus
Weaves. For example, a Dexterity of 14 grants a +2 bonus,
which applies to Defense, Reflex saves, and Dexterity-
based skills (such as Escape Artist and Open Lock). Table
1-1 also lists bonus weaves, which is important for char-
acters who can channel the One Power.

ABILITIES AND CHANNELERS: Different types
of channelers use different abilities to determine the ex-
tent of their ability to cast weaves (magiclike effects using
the mystical One Power). Initiates rely on Intelligence
and Wisdom (which reflects their emphasis on training
and learning); wilders use Charisma and Wisdom (which
emphasizes the “self-taught” nature of their abilities and
their reliance on willpower).

Having high scores in these abilities benefit a chan-
neler in two ways. First, a channeler must have a suffi-
ciently high score to cast certain weaves—an initiate must
have an Intelligence score of 10 + the weave’s level,
whereas a wilder needs a Wisdom score of 10 + the
weave’s level. For example, a wilder with a Wisdom of 13
can only cast weaves of 3rd level or less (10 + 3); weaves
of 4th level and above are too complex and difficult for
her, at least until she finds a way to increase her Wisdom.
Second, high scores in the relevant abilities provide chan-
nelers with bonus weaves. (See the class descriptions in
Chapter 3 for details.) For instance, the initiate Brehanna
has a 16 Intelligence and a 15 Wisdom, which means
she’s so talented that she gets two bonus Ist-level weaves
(one each for Intelligence and Wisdom), two bonus 2nd-
level weaves (one each for Intelligence and Wisdom), and
one bonus 3rd-level weave (one for Intelligence) to cast
each day. (Of course, she doesn’t actually get the 2nd-
and 3rd-level bonus weaves until she reaches the mini-
mum level to cast them.) Note that although channelers
can cast some weaves at very high levels (11, 12, or even
higher), bonuses from high ability scores do not extend
beyond 9th-level weaves.

Table 1-1: Ability Modifiers and Bonus Weaves
Bonus Weaves (by Weave Level)

Score Modifier 0 1 2 3 4 5 6 7 8 9
1 -5 Can’t cast weaves tied to this ability
2-3 -4 Can’t cast weaves tied to this ability
4-5 -3 Can’t cast weaves tied to this ability
6-7 -2 Can’t cast weaves tied to this ability
8-9 -1 Can’t cast weaves tied to this ability
10-11 +0 - - — - - - - — — —
12-13 +1 - 1 - — - - - - = =
14-15 +2 = 1 1 - — — - - - -
16-17 +3 = 1 1 1 - — — — - -
18-19 +4 s 1 1 1 1 - = — - -
20-21 +5 = 2 1 1 1 1 — — — -
22-23 +6 = 2 2 1 1 1 1 = — -
24-25 +7 - 2 2 2 1 1 1 1 = —
26-27 +8 - 2 2 2 2 1 | 1 1 =
28-29 +9 = 3 2 2 2 2 1 1 1 1
30-51 +10 = 3 3 2 2 2 2 1 1 1
32-33 +11 = 3 3 3 2 2 2 2 1 1
34-35 +12 = 3 3 3 3 2 2 2 2 1
36-37 +13 = 4 3 3 3 3 2 2 2 2
38-39 +14 - 4 4 3 3 3 3 2 2 2
40-41 +15 = 4 4 4 3 3 3 3 2 2
42-43 +16 = 4 4 4 4 3 3 3 3 2
44-45 17 = 5 4 4 4 4 3 3 3 3
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Most important, if a channeler’s ability score is 9 or
lower, she cannot cast weaves related to that ability. For
example, if Brehanna’s Intelligence temporarily dropped
to 9 because she suffered a bad blow to the head, she
could not cast even her simplest weaves until she recov-
ers from her injury—even if her Wisdom remained at its
normal level of 15.

REROLLING: If you roll poorly and get low scores,
you can roll all six scores over again. Your scores are con-
sidered too low if the total of your modifiers is 0 or lower,
or if your highest score is 13 or lower.

THE ABILITIES

Each ability partially describes your character and affects
some of your character’s actions.

The description of each ability includes a list of crea-
tures and notable characters that shows their average
scores in that ability. Use this as a benchmark to compare
your character to the characters you read about in the
Wheel of Time novels. Thus, if you want your character to
be as strong as Rand, you can find out what his Strength
is and assign the appropriate score to your character’s
Strength. For generic persons
and creatures, the listed scores
represent an average, young
adult of the species, such as a
young Tairen noble, an Il-
lianer merchant, or a typical
Trolloc. A comparable adven-
turer—say, a high-ranking
Tairen noble or a Trolloc
woodsman—probably has bet-
ter scores, at least in the abili-
ties they rely on the most.
And of course, player charac-
ters, the protagonists and he-
roes of the grand stories you're
telling in your campaign, are
above average overall (in the
traditional manner of heroes).

STRENGTH (STR):
Strength measures your char-
acter’'s muscle and physical
power. This ability is especially
important for armsmen,
woodsmen, algai’'d siswai, Trol-
locs, and anyone else who gets
involved in a lot of combat.
He who strikes hardest usually
strikes deadliest.

You apply your character’s
Strength modifier to:

@ Melee attack rolls.

Chased by Trollocs

® Damage rolls when using a melee weapon or a thrown
weapon. However, attacks made with your off-hand
receive only half the Strength modifier, while two-
handed attacks receive one and a half times the
Strength modifier. A Strength penalty, but not a
bonus, applies to attacks made with a bow or a sling.

® Climb, Jump, and Swim checks. These skills have
Strength as their key ability.
Strength checks (for breaking down doors and
the like).

Table 1-2: Example Strength Scores

Average Average
Race or Creature +Strength Modifier
Rat 2-3 -4
Egwene al'Vere 9 -1
Nynaeve al’Meara 10-11 +0
Typical human 10-11 +0
Mat Cauthon 12-13 +1
Dain Bornhald 14-15 +2
Perrin Aybara 16-17 +3
Myrddraal 18-19 +4
Loial 20-21 +5
1o raken 22-23 +6

DEXTERITY (DEX):
Dexterity measures hand-eye
coordination, agility, reflexes,
and balance. This ability is the
most important ability for
wanderers, but many other
characters also like to have
high Dexterity scores, includ-
ing those who typically wear
light, medium, or no armor
(woodsmen, Aiel, and chan-
nelers, for example), and for
characters who want to be
skilled archers.

You apply your character’s
Dexterity modifier to:

# Ranged attack rolls, in-
cluding attacks made with
bows, throwing spears,
thrown knives, and other
ranged weapons.

® Defense, provided the
character can react to the
attack.

# Reflex saving throws, for
avoiding attacks that you
can escape by moving
quickly.

# Balance, Escape Artist,

Hide, Move Silently, Open Lock,

Pick Pocket, Ride, Tumble, and Use Rope checks.

These skills have Dexterity as their key ability.
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Table 1-3: Example Dexterity Scores

Average Average
Race or Creature Dexterity Modifier
Loial 8-9 -1
Typical human 10-11 +0
Perrin Aybara 12-13 +1
Rand al’Thor 14-15 +2
Aviendha 16-17 +3
Min Farshaw 18-19 +4
Mat Cauthon 20-21 +5
Myrddraal 22-23 +6

CoONSTITUTION (CON): Constitution represents a
character’s health, stamina, endurance, and general forti-
tude. Since a character’s Constitution score affects his hit
points, it’s an important ability for everyone in the Wheel
of Time world.

You apply your character’s Constitution modifier to:

#® Each Hit Die (though a penalty can wewer drop a Hit
Die roll below 1—a character always gains at least 1 hit
point every time he goes up a level).

@ Tortitude saving throws, which characters use to resist
poison and similar threats.

& Concentration checks. This skill, important to chan-
nelers, has Constitution as its key ability.

If a character’s Constitution changes enough to alter his
Constitution modifier, his hit points also increase or de-
crease accordingly. This increase applies retroactively. For
example, if a 4th-level armsman increases his Constitu-
tion from 15 to 16 (thereby increasing his Constitution
modifier by +1), he gains 4 extra hit points—one for each
of his four levels.

Table 1-4: Example Constitution Scores

Average Average
Race or Creature Constitution  Modifier
Thomdril Merrilin 8-9 -1
Min Farshaw 10-11 +0
Typical human 10-11 +0
Mat Cauthon 12-13 +1
Rand al’Thor 14-15 +2
Loial 16-17 +3
Perrin Aybara 18-19 +4
Gholam 20-21 +5

INTELLIGENCE (INT): Intelligence represents how
well your character learns, reasons, and deduces. Intelligence
1s important for initiates, since it affects how many weaves
they can cast, how hard their weaves are to resist, and how
powerful their weaves can be. It’s also important for any
character who wants to have a strong assortment of skills,
because it determines how many skills points a character
can spend at each level. It’s also the key ability for many
commonly used skills (such as Knowledge and Search).

You apply your character’s character’s Intelligence
modifier to:

® The number of languages your character knows at the
start of the game.

® The number of skill points your character gains at each
level. (But even if your character has an Intelligence
penalty, he always gets at least 1 skill point per level.)

@ Appraise, Craft, Decipher Script, Disable Device,
Forgery, Invert, Knowledge, Read Lips, Search, and
Weavesight checks. These skills have Intelligence as
their key ability.

Initiates gain bonus weaves based on their Intelligence
scores. The minimum Intelligence needed for an mitiate
to cast a weave at a given level is 10 + the desired level.

Animals have Intelligence scores of 1 or 2. Creatures
of humanlike intelligence have scores of at least 3.

Table 1-5: Example Intelligence Scores

Average Average
Race or Creature Intelligence  Modifier
Horse 2-3 -4
Torm 4-5 -3
Wolf 6-7 -2
Trolloc 8-9 -1
Perrin Aybara 10-11 +0
Typical human 10-11 +0
al’Lan Mandragoran 12-13 =
Matrim Cauthon 14-15 +2
Rand al’Thor 16-17 +3
Loial 18-19 +4
Elayne Trakand 20-21 +5

WispomM (WIS): Wisdom describes a character’s
willpower, common sense, perceptiveness, and intuition.
While Intelligence represents one’s ability to analyze in-
formation, Wisdom relates more to being in tune with
and aware of one's surroundings. An “absentminded pro-
fessor,” such as Herid Fel, has a high Intelligence but a low
Wisdom—he doesn’t really pay as much attention as he
should to the world around him, because he’s so wrapped
up in his studies. On the other hand, a simpleton (low In-
telligence) might still have great insight (high Wisdom).

Wisdom is important for characters who are percep-
tive, or know how to “read” or analyze people. It governs
the Sense Motive and Spot skills, two of the most fre-
quently used skills in many campaigns. Wisdom is also a
crucial ability for channelers; wilders and initiates gain
bonus weaves if they have high Wisdom scores.

You apply your character’s character’s Wisdom modi-
fier to:

® Will saving throws, which allow a character to negate
the effects of various harmful weaves.

# Composure, Heal, [Innuendo, Intuit Direction, Listen,
Profession, Sense Motive, Spot, and Wilderness Lore
checks. These skills have Wisdom as their key ability.

Even animals have Wisdom scores, though many only
have a 1 or a 2. Creatures with humanlike insight or cun-
ning have Wisdom scores of at least 3.
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Table 1-6: Example Wisdom Scores

Average Average
Race or Creature Wisdom Modifier
Dain Bornhald 8-9 -1
Matrim Cauthon 10-11 +0
Typical human 10-11 +0
Min Farshaw 12-13 +1
Aviendha 14-15 +2
Perrin Aybara 16-17 +3
Rand al’Thor 18-19 +4
Egwene al’Vere 20-21 +5

CHARISMA (CHA): Charisma measures a character’s
force of personality, persuasiveness, personal magnetism,
and ability to lead, and to a certain extent his physical at-
tractiveness as well. It represents actual strength of per-
sonality, not just how others perceive the character in a
social setting—in other words, other people might look at
a character with a high Charisma and think he’s a sort of
shy nobody, when in fact he has a strong per-
sonality and can be very persuasive when
he wants to be.

Charisma is perhaps the most im-
portant for wilders (who gain bonus
weaves if they have high Charisma (.
scores), nobles (who fill many lead-
ership positions and have to use
their personalities to keep people
loyal), and armsmen who want
to command troops (and thus
need to inspire unquestioning
obedience). However, many of
the important or high-ranking
inhabitants of the world of the
Wheel of Time have high
Charisma scores to represent |
their forceful personalities and
strength of will. At all levels of ¥
society, social conflicts often come
down to who can cow or intimidate
others into bending to her will, and
Charisma affects this sort of contest.
Many women, particularly channelers, 5
have high Charismas for this reason. =

The minimum Charisma needed
for a wilder to cast a weave at a given
level is 10 + the desired level.

You apply your character’s Charisma
modifier to:

#® Animal Empathy, Bluff, Diplomacy, Disguise,
Gather Information, Handle Animal, Intimidate, and
Perform checks. These skills have Charisma as their
key ability.

@ Checks that represent an attempt to influence others.

Even creatures have Charisma scores. Ugly, unimpressive
creatures (toads, vermin) have low Charisma scores,
whereas creatures that people regard as powerful, beautiful,

or impressive may have high Charisma scores. However,
the real issue 1s how strong the animal’s “personality” is—a
beast with a high Charisma can more easily withstand at-
tempts to scare it off or “break” it.

Table 1-7: Example Charisma Scores

Average Average
Race or Creature Charisma Modifier
Rat 2-3 —4
Grolm 4-5 -3
Torm 6-7 -2
Loial 10-11 0
Typical human 10-11 0
Min Farshaw 14-15 +2
Mat Cauthon 16-17 +3
Egwene al'Vere 18-19 +4
al’Lan Mandragoran 20-21 +5
Rand al’Thor 22-23 +6

EXAMPLE OF GENERATING AND ASSIGN-
ING ABILITY SCORES: Steve needs to
create a character for a new campaign his
group plans to start soon. He rolls
four six-sided dice (4d6) and gets 5,
- 5,3, and 2. Ignoring the lowest die,
he records the result on
scratch paper: 13. He does
this five more times and gets
these six scores: 13, 10, 15,
12, 8, and 14, Steve decides
to play a wilder—a male
channeler named Dravis.
Dravis comes from the mid-
. lands. He used to work on a
merchant ship that plied the
. river between Tear and Tar
Valon, but he’s now on the
run from the Red Ajah.
With that concept in mind,
| he assigns his rolls to abili-
ties.
Since he wants Dravis to
have powerful channeling
abilities, Steve decides to as-
sign the 15 to Charisma
(thereby defining his character
as having a powerful personality,
as well) and the 14 to Wisdom.
That gives him a +2 bonus for both
abilities.

Steve thinks about Dravis for a
minute and decides he isn’t particularly strong or brawny,
but probably pretty agile after a few years of scrambling
about on a heavily laden deck and climbing in a ship’s
rigging. So, he puts his 13 into Dexterity. That gives him
a +1 bonus on Dexterity-related skill checks, ranged at-
tacks, Reflex saves, and most importantly, Defense—a
good thing, given the fact that the Red Ajah is hot on his
heels!
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Steve chooses to put the 12 in Constitution. Working
on a merchant ship is no picnic, after all, so Dravis must
have gotten used to working long hours in all kinds of
weather—good for one’s health and endurance. Although

INTELLIGENCE, WISDOM,
AND CHARISMA

Your character’s Intelligence,
Wisdom, and Charisma
scores can provide you with
guidelines for roleplaying
him. Here are some sugges-
tions (just suggestions, not
rules) about what these scores
can mean.

A character with a high Intelligence score pos-
sesses curiosity, knowledge, and a propensity for
using big words. If he also has a low Wisdom, he
may be smart but absent-minded, or knowledge-
able but lacking in common sense. O, if he has a
low Charisma, he could have the annoying per-
sonality of a know-it-all, or prefer the shy and re-
tiring ways of a reclusive scholar. A high
Intelligence character with low scores in both Wis-
dom and Charisma usually puts his foot in his
mouth a lot.

Characters with low Intelligence mispronounce
and misuse words, have trouble following direc-
tions, or fail to get jokes. They don’t have very
good memories, either; don’t trust them to re-
member the way back to town or the secret pass-
word needed to get inside Lady Temra’s mansion.

A character with a high Wisdom score may be
sensible, serene, “in tune,” alert, or centered. How-
ever, if he also has a low Intelligence, his simple-
mindedness may counterbalance his awareness
and intuition. If he has a low Charisma, he knows
enough to speak carefully and keep his lack of so-
cial grace from hurting him too much; he’s more
likely to become an advisor or “power behind the
throne” rather than a leader.

Characters with low Wisdom scores tend to be
rash, imprudent, irresponsible, or “out of it.” They
don’t pay attention, take risks they shouldn’t, and
often fail to learn from their mistakes.

A character with a high Charisma may be con-
fident, striking, personable, beautiful, handsome,
inspirational, or a born leader. If he has a low In-
telligence, he can usually pass himself off as
knowledgeable—at least until he meets a true ex-
pert. If he has a low Wisdom score, he’s charis-
matic and popular, but he doesn’t understand who
his real friends are. He lacks good judgment and
may be easily fooled.

A character with low Charisma may be re-
served, gruff, rude, weak-willed, fawning, lacking in
self-esteem, shy, or simply nondescript.

not particularly high, this score provides a +1 bonus to
hit points and Fortitude saving throws.

Steve decides that he'd rather play a weak character
than a stupid one, so he puts the 10 in Intelligence.
Dravis is no genius (+0 modifier on Intelligence-related
rolls), but he’s as smart as the average fellow. However,
with an 8 in Strength, he’s a little on the puny side when
it comes to muscles. The -1 penalty he suffers because of
this will make it hard for him to become a good fighter.
He’ll do better to stay out of melee and employ a ranged
weapon (with his high Dexterity) or the One Power to de-
feat his enemies.

Steve records Dravis’s background, class, ability
scores, and ability modifiers on his character sheet.

CHANGING
ABILITY SCORES

Over time, your character’s ability scores can change
(typically for the better—heroes, after all, rarely get
weaker as their careers progress). Ability scores can in-
crease with no limit.

@ Add 1 point to any score at 4th level and every four
levels your character attains thereafter (at 8th, 12th,
16th, and 20th level).

® Some rare fer’angreal (enchanted items made from the
One Power) can boost one of a character’s ability
scores permanently. This is called an inberent bonus.
An ability score can’t have an inherent bonus greater
than +5.

& Poisons, diseases, and other effects can harm an abil-
ity (temporary ability damage). Ability points lost to
damage typically return on their own at a rate of 1
point per day for each damaged ability.

® Some Shadowspawn (evil creatures that serve the
Dark One) possess the power to drain abilities, either
temporarily or permanently. Points lost permanently
in this fashion don’t return on their own, but the vic-
tim can sometimes bring them back with Healing
weaves or other extraordinary methods.

When an ability score changes, all attributes associated
with that score change accordingly. For example, when
Hanna, an initiate with a 15 Intelligence, achieves 4th
level, she decides to increase her Intelligence to 16. That
gives her a 3rd-level bonus weave (which she’ll pick up at
5th level, when she can cast 3rd-level weaves), and it in-
creases the number of skill points she gets per level from
6 to 7 (4 per level for her class, plus another 3 per level
from her Intelligence bonus). As a new 4th-level charac-
ter, she can get the skill points after raising her Intelli-
gence, so she’ll get 7 points for achieving 4th level in the
initiate class, She does not retroactively get additional
points for her previous levels (that is, skill points she
would have gained if she'd started the game with an In-
telligence of 16).
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'BACKGROUN

The fields and forests of Andor are home to proud and up-
standing peasants and townsfolk who live their lives sim-
ply, without affectation or indulgence. The residents of
Arad Doman, on the other hand, are known throughout
the land for their sensual natures and scandalously reveal-
ing clothing. Someone who lives in a large, humid south-
ern coastal city, such as Ebou Dar or Illian, looks, acts, and
talks differently from a tall, stern northern person. And of
course a giant Ogler or a desert warrior of the Aiel sticks
out like a sore thumb anywhere in the westlands (the lands
west of the Spine of the World). Though all these people
are human (except the Ogier, of course), where they come
from influences what they're like, how they think and act,
and the way they develop as they grow up. A child raised
in Shienar typically becomes a very different sort of adult

than one from Tarabon, Tear, or Cairhien. In the Wheel of

Time Roleplaying Gante, you reflect these sorts of differences
by choosing a background for your character.

CHOOSING A
BACKGROUND

After you roll your ability scores and before you write
them on your character sheet, select your character’s back-
ground. “Background” is a broad term, generally referring
to the region or culture from which your character arises.
A character can only have one homeland, so you cannot
enjoy the background benefits of both the midlands and
nearby Tear, even if vou decide that your character was
raised in a peddler family and traveled throughout both
areas as a child. You must choose the one that best fits
your concept of your character.

As you think about your background, you'll probably
also want to consider the class you have in mind, as some
backgrounds lend themselves to particular classes more
than others. Aiel, for example, can be wanderers, but
their homeland and upbringing make them better suited
to being algai’d’siswa.

Human characters have eleven backgrounds to choose
from:

Aiel: A fierce, seminomadic desert people who value
honor above all else.

Atha’an Miere (Sea Folk): A dark-skinned seafaring
people who ply exotic seas in the most powerful ships the
world over.

Borderlander: Tough warrior folk from the kingdoms
that border the Blight.

Cairhienin: A nation founded on order and driven
by the subtleties of the Great Game of Houses.

Domani: A sensuous and exotic people famed for
their fierce tempers, cunning in negotiation, and in-
scrutable ways.

Ebou Dari: A passionate people famed for settling all
manner of offense with the dueling knife.

Illianer: The people of a powerful seafaring nation
that values justice and stability.

Midlander: The sturdy, stalwart folk of the central re-
gions of the westlands, known for their practical outlook
on life and modest country ways.
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Tar Valoner: Citizens of the most beautiful, civilized,
and learned city in the world, who live under the ever-
present shadow of the White Tower.

Taraboner: A people torn by civil strife but justly
proud of a heritage and learning that dates back to the
Age of Legends.

Tairen: A powerful nation renowned for its horses,
the absolute grip of its nobles over the people, and its
tendency to war upon its neighbors.

Alternatively, you can choose to play an Ogier. Informa-
tion on Ogier appears after the human backgrounds, at
the end of this chapter.

Your character’s background gives you plenty of cues
as to what sort of person he or she is, how he or she feels
about characters of other backgrounds, and what might
motivate him or her. Remember, however, that these de-
scriptions of backgrounds apply only to the majority of
people. In each background, some individuals diverge
from the norm, and your character could be one of these.
Don't let a description of a background keep you from
detailing your character as you like.

Table 2-1: Character Backgrounds lists all the back-
grounds available to human characters (Ogier are dis-
cussed separately, later in this chapter), describing
dialects, bonus background feats, and bonus starting
equipment available to characters of each background.

Once you've selected your character’s background
and class, assign your ability score rolls to particular abil-
ities and continue detailing your character.

HUMAN
CHARACTERISTICS

As a human, your character is Medium-size, and his or
her base speed is 30 feet. This is true of all human char-
acters.

Your character’s background determines some of his
or her qualities, including special feats unique to that
background, extra equipment, and the languages he or
she speaks.

HuMANS AND OGIER

S Most of the material that fol-
W\ lows applies only to human
) | characters. Bemg an Ogier is
@ 2 background in and of it-
self—but it’s also a difference
in species. For that reason,
the Ogier background is

= given some special attention
later in thls chapter. If you’re playing an Ogier,
you might want to scan the human backgrounds
section, but most of the information you need
comes in the Ogier Background section at the
end of this chapter.

BACKGROUND FEATS: On Table 2-1: Character
Backgrounds, the first column contains several feats for
each background. These special feats represent the com-
mon sorts of talents people from that region learn.
Choose one of them for your character.

Most of these special feats are described later in this
chapter, and so they do not appear on the feat list in
Chapter 5: Feats. That’s because they aren’t available to
most characters—you can only have them due to your spe-
cific background. A few of the background feats, however,
are available to all characters, and these are described
with all other standard feats in Chapter 5.

You can acquire more of your background feats later
in your adventuring career. With a few exceptions, any
feats available for your background that you don’t select
at Ist level are sull available the next time you gain the
ability to select a feat.

You may even learn feats from a new region alto-
gether. After 1st level, each 2 ranks in Knowledge (local)
you have allow you to select feats from one other back-
ground. Thus, if you have 4 ranks by the time you reach
3rd level (which is when you get to add another feat—see
Chapter 5 for details), the list of feats you can choose
from includes all the standard feats from Chapter 3, all
the background feats from your own background, and all
the background feats from up to two additional back-
grounds of your choice.

BACKGROUND SKILLS: The next column on
Table 2-1 gives several skills for each background. These
are skills commonly acquired by people from that back-
ground. Select one skill from your background for your
character. You get four ranks in that skill. These ranks are
in addition to the ranks you get for your class (see Chap-
ter 3: Classes).

The skills associated with your background are con-
sidered class skills for you, regardless of which class you
go on to choose for your character. See Chapter 4: Skills
for information on class skills and cross-class skills.

HOME LANGUAGE: Although everyone in the
westlands speaks the same language, which we'll call the
Common tongue for ease of reference, they all speak it a
little differently. A person from Falme has a different ac-
cent than one from Arafel, and witty turns of phrase in

Tear may meet with blank, uncomprehending looks if

used in Cairhien or Caemlyn. The thick Illianer accent is
the most notable of all; people from other kingdoms
sometimes have trouble understanding lifelong residents
of Hlian.

Ogier have their own language, but any of their num-
ber who leave the stedding to work or study learn Com-
mon first, so they can communicate with humans.

Your home language or dialect is your native
tongue—the language that you speak and read. (Your
character can read and write all the languages he or she
speaks; most inhabitants of the land of the Wheel of Time
enjoy books and reading.)
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BoNUS LANGUAGE CHOICES: Smart characters
(those with Intelligence scores of 12 or higher) might
speak other languages or dialects as well. You are entitled
to one extra dialect of the Common tongue per point of
bonus, or a whole new language for 2 points. For exam-
ple, if you have an Intelligence of 14 (and thus an Int
modifier of +2), you could choose to speak two addi-
tional dialects of Common or one completely different
language. The bonus dialect(s) or languages you choose
must come from those listed for your background on
Table 2-1.

Speaking additional dialects of Common is not
strictly necessary for normal communication—a Tairen
can communicate with a Borderlander with nothing more
than a bit of inconvenience. However, the use of some
skills, such as Diplomacy, Gather Information, Innuendo,
and Read Lips, incurs minor penalties if you don’t speak
the same dialect as the target.

Class-Related Languages: Algai'd’siswat and nobles
can choose certain languages as bonus languages even if
they’re not on the lists found in the background de-
scriptions (see Chapter 3: Classes). If you are going to
choose one of these classes for your character, you can
choose from among these languages in addition to those
listed for your background. You are still limited by your

Intelligence bonus for the total of all languages you learn.
These class-related languages are as follows:

Algai’d’siswai: All Aiel clans and warrior societies
have their own hand-sign languages for times when they
need to communicate in silence. The hand-language of
the Far Darets Mai (“Maidens of the Spear”) society is the
most highly developed. As an algai’'d siswai, you may take
the hand language for your society and/or clan, even if
you are not of the Aiel background. A hand-sign language
counts as a2 whole new language (2 points), while a second
such sign-language counts as a dialect (1 point).

Noble: The Old Tongue is an older, more elegant
torm of Common used long ago and still found in many
ancient documents and books. Nobles are supposed to
learn it, but many only pick up a few words for the sake
of fashion and custom and then ignore the language. You
may choose to pick up a smattering (1 point) or to mas-
ter it (2 points).

EQUIPMENT: Table 2-1 gives several options for
equipment to arm your character with. Choose one of
the packages associated with your background. For ex-
ample, a Borderlander could choose to start with heavy
horse, bit and bridle, military saddle, and studded
leather armor, or she could instead choose a light horse,

Table 2-1: Character Backgrounds

Background Background Background Home
Feats Skills Language
Atel Blooded Hide Common (Aiel)
Bullheaded Move Sifently
Disciplined Spot
Stealthy Wilderness Lare
Survivar

Skill Restriction: Ride
Weapon Restriction: sword

Atha'an Miere  Disciplined Intuit Direction Common {Atha'an Miere)
Mercantile Background Profession (Satlor)
Sea Legs Swim
Salver Palm Use Rope
Smooth Talk

Required Skill: Profession (sailor)

Borderlander  Blooded Knowledge (Blight)  Comman (Borderlands)
Saddleback Listen
Shadowspawn Hunter Move Silently
Stealthy Ride
Strong Soul

Cairhienin Cosmopolitan Diplomacy Common (Cairhien)
Militia Forgery
Silver Palm Inneendo
Smooth Talk Sense Motive
Street Smart

Domani Cosmopolitan Bluff Common (Arad Doman)
Militia Diplomacy
Seductive Gather Information
Street Smart Petform

Bonus Language

Choices

Aiel Hand-Speech (clan)
Aie] Hand-Speech (society)
Common (Cairhien)

Common (Arad Doman)
Common (Ebou Dar)
Common (Tlhan)
Common (Tarabon)
Common (Tairen)

Commion (frad Domar)
Common (Cairhien)
Common (Midlands)

Trolloc

Common (Ael)
Common (Borderlands)
Common (Midlands)
Common (Tairen)

Common (Atha'an Miere)
Common (Borderlands)
Common (Midlands)
Common (Tarabon)

Equipment

Tent; cadin'sor; buckler; waterskin; 2 healer’s balms

Jewelry (60 mk)

Shortbow, Adel; 20 arrows; buckler

Rapter; hourglass

2 healer's balms; lantern, hooded; rope, silk (50 ft.)

Jeswelry (100 mk)

Horse, heavy; bit and bridle; saddle, military; studded leather armor
Horse, light; bit and bridle; saddle, riding; 2 healer’s balms

Mail shirt

Saddle, military; longsword; mirror, small stegl

Hourglass, 2 healer's balms
Noble's outfit; signet ring

Jeweled signet ring (70 mk)

Courtier's outfit; wine, fine {2 bottles)
Musical instrument, masterwork



bit and bridle, riding saddle, and two healer’s balms, or
instead of either she could choose a mail shirt.

This equipment is free; you get it in addition to the
starting money or equipment you'll get when you select
your character’s class.

RESTRICTIONS: Finally, some character back-
grounds (specifically Aiel and Atha’an Miere) impose re-
strictions upon your character. These are mentioned
beneath each of the backgrounds in question.

Skill Restriction: You may not buy the listed skill at 1st
level during character generation. Later, however, when
you gain additional skill points by increasing your char-
acter’s level, you may buy the skill just like any other
character.

Weapon Restriction: You are restricted in the types of
weapon you may use. You cannot gain experience from
any encounter in which you use a restricted weapon. See
the background descriptions for more details.

Reguired Skill: The given skill is required by your back-
ground. You must start with at least 2 ranks in this skill.
Furthermore, vour ranks in this skill must always exceed
your level. To go up in level, you must either already have
more ranks in this skill than the new level you are attain-
ing, or you must spend points gained by the level

Ebou Dari Cosmopolitan Appraise Common {Ebou Dar)
Duelist Balance
Gambler Hide
Mercantile Background Open Lock
Street Smart
Mlianer Cosmopolitan Craft (any one) Common (Illian)
Mercantile Background Intimidate
Militia Knowledge (any one)
Silver Palm Search
Street Smart
Midlander Bullheaded Handle Animal Common (Midlands)
Luck of Heroes Heal
Militia Rude
Strong Soul Wildemness Lore
Tairen Gambler Profession (any one)  Common {Tairen)
Mercantile Background Ride
Militia Search
Saddleback Sense Motive
Tar Valoner Cosmopolitan Concentration Commaon (Midlands)
Education Craft (any one)
Militia Knowledge (any one)
Smooth Talk Profession (any one|
Taraboner Artist Appraise Common (Tarabon)
Living History Hide
Mercantile Background Move Silently
Open Lock

increase on this skill to ensure that it exceeds the new
level. The given skill is always a class skill for you, even if
it is not normally a class skill for the class you choose.

ATEL

Proud, fierce, strong, and deadly, the Aiel live in the
aptly named Aiel Waste, the vast rocky desert to the east
of the Spine of the World. They rarely interact with peo-
ple from the west—“wetlanders,” in Aiel slang—except
for the occasional peddler or trader. They implacably
oppose the Dark One and his minions; Trollocs refer to
the Waste as Djevik K'Shar, “the Dying Ground,” be-
cause very few of them who enter it ever escape with
their lives. But Aiel don’t limit their disdain to Shad-
owspawn; they regard wetlanders as weak, foolish, and
generally contemptible.

Personality: Alel are driven by their code of honor
and obligation, ji'e'toh. Virtually every aspect of Aiel life
involves its own road to honor, and considerations of
personal honor play a part in every major decision an
Aiel makes. Most important to an Aiel’s honor is the
meeting of toh, or obligation. An Aiel who owes a debt of
any kind to another person must meet that obligation in
full. Because an Atel’s honor is so important, shame also

Common (Atha'sn Miere)
Common (Illian)
Common (Midlands)
Common (Tatren)
Common (Tarabon)

Common (Atha’an Miere)
Common (Ebou Dar)
Common (Midlands)
Common (Tairen)
Common (Tarahon)

Common {Arad Doman)
Common (Borderlands)
Commuon (Cairhien)
Common {Ebou Dar)
Commaon (Illian)
Commeon (Tairen)

Common (Atha'an Miere)
Common (Cairhien)
Common (Ebou Dar)
Common (Illian)
Common (Midlands)
Common (Tarabon)

Common {Borderlands)
Common (Cairhien)
Common (Illan)
Common (Tairen)

Common (Arad Doman)
Common (Atha’an Miere)
Common (Ebou Dar)
Common ([lan)
Common {Tairen)

Jeweled dagger or marriage knife (60 mk)
Disguise kit; grapple hook; rope, hemp (50 ft.)
Thieves tools, masterwotk

Courtier’s outfit; crossbow, light
Sword, shart; rations, trail (20 days); 2 healer’s balms
Trade goods (choose from Table 7-3)

Horse, light; healer's kit
Spear, boar; longsword; leather armor; shield, small, steel; tent
Longbow, Two Rivers

Horse, light; bit and bridle; saddle, riding; courtier’s outfit
Money and dice or cards

35 mk; dice or deck of playing cards

Mail shirt

Sword, Warder's, studded leather armor
Crosshow, light; lantern, hooded; mirror, small steel
65 mk

Thieves' tools; lantern, hooded; crowhar; mirror, small steel
Artisan’s tools, masterwork
Mluminator's rocket
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plays an important part in the
Aiel personality; most Aiel
would rather be hurt or killed
than suffer shame.

Aiel society is divided into
twelve clans. Each clan 1s further
divided into septs, of which
there are many in each clan. A
given sept may have one or
more holds, or settlements—
some permanent, some occu-
pied only seasonally. A hold can
have as many as two or three
thousand Aiel, though very few
are so large.

Algai’d’siswai—the warrior
class of the Aiel-are further
aligned into warrior societies.
These twelve societies span the
clans and septs, so that any given
group of Aiel, even if they are
from the same clan, may contain
members of many societies. Con-
versely, each society has mem-
bers of many—if not all—clans.

Physical Description: Aiel are tall
and broad-shouldered, with fair or red

Algai’d’siswai

hair, and skin deeply tanned
by exposure to the fierce sun
of the Waste. All Aiel men, as
well as all female algai’d’siswai,
cut their hair short except fora
“tail” that runs down the nape
of the neck; nonwarrior
women have shoulder-length
or longer hair, typically un-
braided but sometimes pulled
back from the face and bound
with a scarf.

All Aiel men, and female
algar’d’siswai, wear a distinctive
garb called the cadin’sor. It con-
sists of a coat and breeches in
gray, ochre, or brown to blend
into the desert background.
Each clan has a slightly differ-
ent cut to its cadin’sor, though
wetlanders find the differences
too subtle to notice. To protect
their heads and necks from the
sun, Aiel wear the shoufa, a
sand-colored scarflike garment
wrapped around the head. When an
Aiel warrior 1s prepared to fight and

CREATING A GROUP OF HEROES WHO WORK WELL TOGETHER

When you’re
deciding which
background
to choose for
your character,
you should al-
so consider the
backgrounds of the other characters in your group. He-
roes need to work together—after all, they will face ene-
mies and perils far too strong for any one of them to
overcome. However, not all backgrounds work together
well. For example, Tairens and Illianers have a lot of en-
mity for each other, Aielmen display nothing but scorn
for Cairhienins (“treekillers”), and people from many
parts of the westlands view Tar Valoners with suspicion
(“They work for the Aes Sedai witches!”).

If your campaign ends up with a group split along
these sorts of lines, the characters will have difficulty
getting along and getting things done. So if you're
considering an Aiel character but the group already
has a couple of Cairhienin, you might want to rethink
your decision. It’s important for you to play a charac-
ter you enjoy, but you should always remember that
roleplaying games are group activities—everyone
should have fun adventuring together, and sometimes
that means a few players in the group have to com-
promise a bit for the good of all.

Of course, with your Gamemaster’s help, maybe

you can find a way to fit your character conception
into the group after all. If the GM arranges things
right, perhaps your Tairen armsman and your friend’s
Illianer noble character can help each other and learn
that they have a lot in common. Or maybe the noble
from Cairhien saves the Aiel algaid’siswar’s life, prov-
ing that not all “treekillers” are honorless dogs. Alter-
natively, perhaps you can arrange your character’s
background so that he lacks the typical prejudices and
beliefs of his culture. A Tairen with some Illianer rel-
atives might get along just fine with his neighbors to
the west, for example, or an Aiel initiate who is the
subject of an ancient prophecy might have learned to
appreciate the wetlanders as part of the first stages of
fulfilling that prophecy. The only limits are your
imagination and what your Gamemaster will allow.

These suggestions apply with equal force to the
choice of character class. First, you want your group
to have a reasonable variety of abilities and skills,
so you should make sure that you don’t wind up
with five armsmen or a mixed bag of channelers.
One-dimensional groups such as these have problems
coping with challenges they’re not trained for, such as
picking locks or negotiating with royalty. Second,
you'll find you enjoy the game more if your character
has some abilities and a niche unique to her—that
gives you the chance to take center stage occasionally,
without any other hero to get in your way.
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kill, she draws part of the shoufa across her lower face to
veil it. Sometimes the veils are black instead of desert-
colored.

Nonwarrior women wear blouses, long skirts, and
shawls, also in drab desert colors. Jewelry is common;
high-ranking women often seem to drip with precious
metals and gems. Aiel men do not generally wear jewelry.

Relations: The Aiel do not get along well with non-
Aiel. They kill most wetlanders found in the Waste, or at
the very least send them back to the water-filled lands.
Only gleemen (see Chapter 10: Gamemastering) and cer-
tain peddlers may
walk the Waste un-
harmed and unhin-
dered by the Aiel-in
fact, the Aiel actu-
ally look forward to
their presence most
of  the time.
Tuatha’an can also
enter the Waste un-
hindered, since the
Aiel avoid them
completely.

The Ailel bear a
particular hatred for
the folk of Cairhien,
who betrayed them
two decades ago by
cutting down the
precious Avendo-
raldera tree, a gift
from the Aiel. This
act of desecration
precipitated the Aiel
War, and ever since
the Aiel have had
nothing but hatred
and scorn for the
“treekillers.”

For that matter,
the Aiel do not even
get along particularly well among themselves. Clans have
fought one other since time immemorial over sources of
water, grazing lands for their herds, choice living space,
and insults real or perceived. Indeed, the many clans and
septs are linked by a spiderweb of feuds and alliances.

Lands: The Aiel Waste, sometimes called the Three-
fold Land, is a harsh and unforgiving desert where shade
is scarce and water is scarcer. The southern reaches—the
Termool, or “Waterless Sands”—lack water altogether.
Aiel society 1s spread thin over this harsh land. Holds
are found in caves, cliffs, and canyons, often carved
deep into the rock to provide as much protection from
the Waste’s heat as possible. Rugs, wall hangings, tables,
shelves, mats, and carpets decorate the inside of an Aiel
home, creating surprisingly comfortable niches in the
midst of the harshest landscape in the world south of
the Blight.

Atha’an Miere Windfinder apprentice

Language: The Aiel speak a version of Common
heavily laced with words of the Old Tongue (the lan-
guage spoken during the Age of Legends). Additionally,
each clan and warrior society has its own form of hand-
speech, a language consisting of gestures and hand-
shapes that signify particular words and actions. Versions
of hand-speech range from simple battle codes to the
elaborate language of the Maidens of the Speat, which
allows them to conduct entire conversations without
uttering a word.,

Adventurers: The harsh conditions of the Waste
forge strong folk, well prepared for
the rigors of adventuring. An Alel
who chooses to leave the Three-fold
Land probably does so in response
to orders from her clan chief or Wise
Ones (though they may not explain
that command to her), as the pawn
of some prophecy, or out of an
extreme curiosity about the world to
the west. Few Aiel leave their home-
land under ordinary circumstances.

ATHA’AN
MIERE
(SEA FOLK)

Exotic, mysterious, alluring, and
sometimes deadly, the Atha'an
Miere, or Sea Folk, rule the waves.
Born and raised on ships, they rarely
leave their oceangoing homes, dislik-
ing the feel of unmoving land
beneath their feet. While most land-
based merchants won’t dare sail
beyond the sight of shore, the
Atha’an Miere go places no one else
will, and thus control and exploit
trade routes and resources no one
else can.

Personality: Atha’an Miere take
their dangerous ocean-borne life seriously. Ship’s busi-
ness, particularly during times of crisis such as storms,
requires intense focus. And if threatened or attacked in
any way, an Atha’an Miere responds in kind, using his
dagger and sword to protect himself and his shipmates.

But when work concludes and no dangers threaten,
Atha’an Miere ships ring with the sounds of laughter and
music. At these times, fine food and drink, songs, games,
and the company of friends are what an Atha’an Miere
revels in.

Atha’an Miere are scrupulously honest. They bargain
hard and well, but no westlander trader or sea captain can
claim to have been cheated or sold goods of dubious
quality. And when the Atha’an Miere reach an agreement
with someone, they will sail through storm and fire to
keep their side of the deal.

Discipline and unhesitating loyalty are critical on any
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ship facing the rigors of the sea, and the Atha'an Miere
value both. Every Atha’an Miere knows her place within
her crew and clan, and she obeys the orders of those
above her without question.

The Atha'an Miere organize themselves mto clans,
each clan led by a Wavemistress. One Wavemistress, cho-
sen by the others, becomes Mistress of the Ships, the
Atha’an Miere “Queen” (page 279). Each clan controls
various docks and harbors in the Isles, some trade routes,
and a fleet of ships. A Sailmistress controls each ship, ap-
pointing a Windfinder (navigator and weather interpreter,
often a channeler who can control wind and waves) and
a Cargomaster (a man in charge of all trade and defense
matters). The rank of the rest of a crew depends upon ex-
perience, birth, and other factors.

The Atha’an Miere have unusual naming customs.
Women do not take any form of their husband’s name
upon marriage. Boys take their father’s surname, and girls
take their mother’s surname. Later, a “salt name” 1s given,
such as “Running Wave” or “Wild Winds,” which typifies
the person in some way. Thus, Caire, daughter of Juaire
din Gelyn and Mared din Coine, given the salt name
“Running Wave,” then would be named Caire din Gelyn
Running Wave.

Physical Description: Land folk regard the Atha’an
Miere, particularly the women, as beautiful, tempting,
sexy, and exotic. They have a much darker skin tone than
even the Ebou Dari; it's the color of dark wood or choco-
late. Their eyes and hair are likewise dark, and both gen-
ders typically wear their hair short. They carry themselves
with a poise and grace born of a lifetime of walking on a
moving deck.

Atha’an Miere men and women wear breeches of dark
oiled cloth, belted with a brightly colored sash that usu-
ally holds at least a dagger, and sometimes a longer blade
as well. They go barechested, though in sight of land
Atha’an Miere women wear loose white blouses. The
quality of an Atha'an Miere’s clothing indicates his
wealth and status among his people. Aboard their ships,
Atha’an Miere typically go barefoot, giving their feet a
hard, leathery quality.

The Atha’an Miere love jewelry. Both genders wear
necklaces, bracelets, and multiple earrings, preferring
gold over silver. Most women also have the left sides of
their noses pierced, with a delicately worked gold chain
running from the nose-ring to the left earrings. Tiny, ex-
quisite medallions dangle from the nose-chain, indicat-
ing by their number and quality the wearer’s clan, sept,
and rank.

Relations: The Atha’an Miere maintain extensive
trading relations with every coastal nation. They will-
ingly trade with anyone who deals fairly and honestly.
They gladly offer the gift of passage aboard their ships
to landsmen offering correspondingly valuable gifts in
return (except Aes Sedai, whom they rarely allow to
board their ships).

But the Sea Folk also value their privacy, keeping
their homeland and many other details of their culture
hidden and dealing harshly with any attempt to pene-
trate their veil of secrecy. They remain very close-

mouthed about their lands and customs around landsmen.

For the most part, the Atha’an Miere clans get along
well together, finding ways to settle their minor differ-
ences and thus present a united front to the rest of the
world. But occasional political or social feuds do arise,
leading to trade disputes and other difficulties until the
Mistress of the Ships resolves the matter.

Lands: The Atha’an Miere control an archipelago far
to the south of the Sea of Storms, known to landsmen as
the Isles of the Sea Folk. They are warm, sunny places
filled with brightly colored trees, plants, and creatures un-
known on the mainland. Another people, the Amayar,
also live there; they manufacture the fine, delicate porce-
lain so beloved by mainland nobles.

Adventurers: Atha’an Miere rarely become adven-
turers, since doing so requires them to leave their
beloved ships and islands behind. However, if forced off
his ship by circumstance or some strange desire, an
Atha’an Miere can make an excellent adventurer. While
his seafaring skills won't help him much on land, his
negotiating and fighting skills, not to mention his gen-
eral agility, will serve him admirably in many dangerous
situations.

BORDERLANDER

In the far north, four kingdoms keep watch on the Blight,
preventing its creatures from pouring forth to ravage the
entire known world. Known to all as the Borderlands, this
region includes Saldaea, Kandor, Arafel, and Shienar. A
fifth kingdom, proud and strong Malkier, once stood
against the Shadow with them; it fell to the Blight only a
generation ago. But even with the loss of this great com-
panion kingdom heavy on their hearts, Borderlanders re-
main strong, ready to oppose the Dark One and his
minions to their dying breath. Although customs and
garb vary from kingdom to kingdom, a powerful code of
honor and fierce determination to triumph in their battle
against evil unite the Borderlands.

Personality: Borderlanders have a reputation as hard-
bitten, fearsome warriors of dour mien and stern, unfor-
giving personality. To a certain extent, this 1s true; living
life on the defensive, so close to the Shadow, tends to af-
fect people. The burden of protecting the southern lands
and holding back the Blight is a heavy one, and many
Borderlanders feel it every day of their lives. Shienarans,
in particular, have become accustomed to a life of con-
stant battle, for their kingdom lies nearest to Tarwin’s
Gap, through which the Trolloc hordes most often de-
scend upon mankind.

However, there’s more to the Borderlander than a fa-
talistic personality shaped by war and struggle. The
Shienarans have a saying—“Peace, Beauty, Life"—that
summarizes Borderlander attitudes well. Because they
know so many battles, Borderlanders greatly value life’s
few moments of peace. Living as they do so close to the
ugliness of the Blight, Borderlanders appreciate beauty all
the more—the beauty of a sunset, a child, a woman, a war-
rior, or a flower. With death ever present, Borderlanders
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enjoy life as much as possible while they still have it.
From the luxurious Shienaran baths to the blood-boiling
sensuality of a Saldaean woman’s sa’sara dance, Border-
landers experience life to the fullest.

Of course, the struggle against the Shadow cannot be
the only facet of Borderlands life. The Kandori and Sal-
daeans, in particular, are known as skilled merchants.
Carrying furs, fine woods, ice peppers, and other com-
modities, they journey south down roads and rivers to
trade at a profit and then return home with needed
goods,

Physical Description: Although they have many be-
liefs and customs in common, Borderlanders display dif-
ferent physical characteristics and garb from kingdom to
kingdom.

In Shienar, men and women alike are tall and usually
have dark hair and eyes. Both wear their hair long, but
men tie it up in a topknot and shave other parts of their
heads. Shienaran warriors traditionally wear a distine-
tive variety of brigandine armor and usually carry two
longswords worn on the back, plus another '
weapon (such as a short sword, axe, mace, or
heavy dagger) at the belt. When not garbed 38
for battle, men wear boots, breeches, and a .
distinctive robelike tunic (or sometimes [EP
just a robe); women wear elaborate robes
and gowns tied at the waist.

Arafellins, on the other hand, are
of but average height. With pale skin
and fair hair, their large eyes dominate
their often delicate-looking faces
(other Borderlanders say, “The eyes of
an Arafellin can see danger a league
away”). Men wear their hair in two
long braids (either down the back or
on the sides of the head) and often
decorate their braids with a silver
bell or other trinket on the end.
Women also wear their hair long but
do not braid it. Arafellin warriors,
renowned for their skills as swords-
men, typically wear two longswords on
their backs in a distinctive cross pattern
that allows one hilt to rise above each
shoulder. When not prepared for battle,
both men and women favor long coats simi-
lar to those worn by midlanders but cut in a
different style (and, in winter, made of thick furs to keep
the wearer warm).

Kandori are tall, though not as tall as Shienarans. Un-
like Arafellins, the men favor short coats to go with their
breeches and long-sleeved shirts, while women wear sim-
ple dresses and gowns often decorated with elaborate em-
broidery (which they work on during long winter days
when cold weather keeps them inside). The men often
sport distinctively forked beards, usually well trimmed
and groomed. Those of guild rank wear from one to three
silver chains on their coats. Kandori of both genders like
to wear jewelry, particularly earrings; the more successful
or wealthy a Kandori, the more ostentatious his earrings.

Borderlander woodsman

Saldaeans are known for their characteristically tilted
almond-shaped eyes, and for their boldness. Many peo-
ple from the south regard Saldaean eyes as particularly
alluring, exotic, and beautiful; in some circles, having a
Saldaean spouse confers social prestige. Saldaean men,
famed for their equestrian skills, often prefer lighter
armor and usually only carry one sword worn at the hip,
balanced on the other hip by a dagger. When not riding
to war, they favor heavy breeches, light shirts, and heavy
calf-length coats cut for riding and decorated with col-
ors and patterns that indicate the wearer’s family, mili-
tary unit, or other allegiance. Saldacan women, who
learn to fight with knives and other small
weapons and often accompany their
/! husbands to battle, wear long-sleeved,

high-necked dresses. Embroidery in col-
ored or metallic threads, and sometimes
other small decorations, adorn the
dress.
Relations: To southerners,
Borderlanders sometimes seem
# harsh, blunt, and unrefined. Border-
landers, on the other hand, often see
southerners as weak, indulgent, and will-
ing to let someone else do their “dirty
work” for them. Fortunately, most south-
erners appreciate the importance of the
Borderlanders’ constant vigilance.

Among themselves, Borderlanders get
along very well. Though people from dif-
ferent kingdoms may tease each other
good-naturedly or compete fiercely at vari-
ous sports or contests, deep down they’re all
in the same basket together, taking on a task
that southerners would shrink from.

Lands: The Borderlands are filled with
odd contrasts. Located far to the north, the

winters are often so cold that sap freezes in

the trees, splitting and snapping them. Yet,
located as it is just south of the Blight, the
) land often has extremely hot summers, as the
” oppressive heat of the Dark One’s domain
rolls over the Mountains of Dhoom and lays
on the Borderlands like a thick blanket. The
northern kingdoms have thick forests, some-
times running right up to the barren plains of
the Blight. Many non-natives find these di-
chotomies disturbing, but the Borderlanders take them in
stride.

Along the entire edge of the Blight stand watchtow-
ers, keeping an eagle eye on the encroachments of the
Dark One. These watchtowers use mirrors and fires to
communicate with each other quickly, thus allowing a
king or noble to summon all the armies of the north if he
detects a Trolloc invasion.

Most of the Borderlands kingdoms are small. Saldaea,
stretching from the Plain of Lances to the western coasts
of the World's End, is not; it’s so large that the Queen
owns estates larger than the entire realm of Mayene. This
abundance of land, much of which lies south of the other
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Borderlands kingdoms, allows the Saldaeans to raise more
crops and herds than the other three kingdoms com-
bined.

Adventurers: For many Borderlanders, daily life is an
adventure. Many women and virtually all men receive
training with weapons, and skilled horsemanship is a
point of pride. These skills translate well to the adventur-
ing life. Any party with a strong armsman or wily wan-
derer from the Borderlands is already a few steps closer to
success in any quest it undertakes.

CAIRHIENIN

The people of Cairhien are justly proud of their rich so-
ciety, mighty nobles, and precise, flawlessly laid out city
of the Topless Towers. But in the past twenty years
the Cairhienin have fallen far from the height of
power and prestige they once enjoyed. The
foolish decision of King Laman to destroy
Avendoraldera, a descendant of the Tree of Life
long ago presented to the Cairhienin people by
the Aiel, precipitated the devastation of the
Aiel War. Furthermore, the war forever closed
the Silk Path through the Waste, cutting off the
lucrative trade monopoly that had built Cairhien’s
power and wealth. In the two decades since the
war, refugees from the countryside have crowded
the cities, leaving Cairhien’s productive farm-
lands to lie fallow. And throughout these diffi-
culties, the so-called “Great Game” of political
maneuvering has held Cairhien’s nobles in its ob-
sessive grip, leaving the people to suffer in poverty
and misery. 2

Personality: The most notable quality of .1
the Cairhienin personality is the desire
for order, planning, and control. The
Cairhienin, particularly the members
of the upper classes, rarely exhibit
spontaneity or do anything with-
out extensive planning. As the
straight lines of their city streets,
palace walls, and works of art
show, they prefer to impose their
rigid desire for orderliness and re-
straint on the chaos of the natural
and political world around them. A
Cairhienin likes nothing better than taking
an untidy, disorderly situation or place and bringing it
under control—her control.

But the Cairhienin predilection for planning and au-
thority also has its downside. Cairhienin, especially
noble Cairhienin, can’t resist an opportunity to engage
in scheming, manipulative, clever behavior, particularly
in the political arena. Constant plotting and planning for
personal gain is the rule of the day, as Cairhienin strug-
gle to turn any event, situation, or asset into a triumph
over their enemies (of which they invariably have many).

Physical Description: Cairhienin have fair skin, with
dark eyes and hair. Much to their aggravation, they are
shorter, on the average, than midlanders or southcoasters;

]
wl
v

airhienin
wanderer

many a Cairhienin noble has gritted his teeth in frustra-
tion at having to look up to someone he regarded as his
social inferior.

Cairhienin noblemen usually wear their hair cut long
and carefully styled, with flat or bell-shaped velvet caps to
hold it in place. However, in recent times, many have
begun to copy the fashion of the common soldier—either
letting the hair grow long in back and shaving and pow-
dering the scalp in front or adopting a simple bowl cut.
Noblewomen, on the other hand, have stuck to their tra-
ditional practice of growing their hair long and having it
styled into elaborate, carefully designed towers on top of
their heads.

Every Cairhienin noblewoman has a servant on her

personal staff whose job it is to conceive and execute

ever newer, more exotic hairstyles to inspire the jeal-
ousy of her courtly competitors.

Cairhienin nobles dress in silks and satins
of dark colors, such as black, dark blue, and
Ay forest green, which contrast nicely with the
| " pale Cairhienin skin. To offset the dark col-

ors, clothes have horizontal slashes of color
across the chest and body. The more slashes an
outfit has, the higher the social and political
rank of the person wearing it.

Both men and women also wear dark
lace at cuff and collar. Noblemen wear silk
shirts and breeches covered by
thigh-length coats. Noblewomen'’s

dresses have broad hoop skirts
& which often make it difficult to
Y walk and impossible to run. The
common folk, while not so
much the slave to conventions of fash-
ion, also prefer sober colors—ex-
cept for the inhabitants of the
Foregate area surrounding the
. capital city. There, skirts,
shirts, coats, and shawls fea-
ture bold primary colors—often

in defiance of the carefully selected
complementary colors worn by the city’s more
respectable inhabitants.
Relations: Cairhien maintains mixed rela-
tions with neighboring Tear and Andor. Both
are important trading partners, but both are also
rivals.
The noble houses of Cairhien and Andor have
often intermarried, but this has done little to foster a
close relationship between the nations. Fortunately, the
Great Game keeps Cairhien’s nobles preoccupied with in-
ternal affairs, circumventing any potential flare-up be-
tween that nation and her neighbors.

Relations with the Aiel are much worse. The Cairhien
loathe the savages that destroyed and looted their na-
tion—seemingly without cause—some twenty years ago.
Aiel, on the other hand, view all Cairhienin as beneath
contempt. Where once there was friendship, with Cair-
hienin merchants entering and crossing the Waste to

contrasting or clashing ones, as if
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trade with distant Shara, now no Cairhienin dares cross
Jangai Pass into Aiel territory.

Social and political relations among the Cairhienin
are governed by the conventions of Daes Dae'mar—the
“Great Game of Houses” of scheming machinations,
court warfare, and general intrigue.

The members of the noble houses, who learn the
Great Game at their mother’s knees, interpret every little
action, reaction, and event in light of this mstitution,
Failing to attend a banquet, being seen talking with a po-
litical rival, taking an afternoon walk near a particular
palace, buying a new horse from a prominent merchant—
all are subject to the inevitable interpretations by sea-
soned practitioners of Daes Dae’'mar. The Great Game
sometimes plays itself out in the physical arena, with as-
sassination attempts, ambushes, and raids between noble
houses.

The Great Game holds less sway among the lower
classes, but even there, in the guilds and consortiums of
the merchants and tradesmen, it influences society more
than in other kingdoms. Shopkeepers and peasants alike
seek to trick or scheme their way to greater wealth, better
jobs, or nicer places to live. Manipulation and scheming
are facts of life on all levels of Cairhienin society.

In fact, the Cairhienin have even exported the Game
of Houses. Where once it was a social institution peculiar
to them, it has slowly spread throughout the southem
lands until nobles in places such as Tear and Illian prac-
tice it themselves—though nowhere near as masterfully
(or obsessively) as the Cairhienin. Andor, as yet, has not
really adopted the Game. The Cairhienin sometimes find
it difficult to deal with persons from other kingdoms who
don’t spend all their time engaged in intrigue, and visitors
to Cairhien may end up caught in a Daes Dae'mar web
without knowing it—or knowing what to do.

Lands: The Cairhienin once controlled a vast portion
of the westlands, from Shienar to Haddon Mirk. Today,
after many political changes and reversals, they hold but
a tiny part of those lands: roughly speaking, the lands
drained by the River Gaelin, from the River Erinin to the
Spine of the World. The Jangai Pass leads straight through
the mountains into the Aiel Waste.

Most of Cairhien consists of rolling fields and
meadows, light woods, and riverine plains. Fertile farm-
land, it could provide enough food to feed the Cairhie-
nin, with plenty left over to export, if the disasters of
the past two decades had not driven people off farms
and into cities and towns. As a result, much of Cairhien
lies empty and abandoned, with only birds and beasts
to call it home.

Adventurers: The desire for power and to impose
order on the world drives some Cairhienin to become ad-
venturers. Many nobles involve themselves in military or
adventuring careers as a way of earning prestige—an asset
in the Great Game. Other Cairhienin find themselves
wanting to escape the manipulative atmosphere of Cair-
hienin society, preferring instead the simpler, surer way of
sword, weave, or personal skill.

DOMANI

Located far to the west, between the Mountains of Mist
and the Aryth Ocean, Arad Doman is one of the most un-
usual kingdoms of the westlands, with customs and man-
nerisms that most other people find odd, even
baffling—and sometimes offensive. Although locked in
ongoing war with Tarabon and struggling with internal
strife, the Domani still value the pursuits of trade, poli-
tics, and pleasure.

Personality: The Domani have a well-deserved repu-
tation for hedonism. They enjoy pleasure for its own
sake: falconry, luxurious hot baths, the company of
lovers, gambling, sports, combat, and political conspir-
acy. They also know how to turn an appetite for pleasure
to their advantage, and are known as cunning and ma-
nipulative bargainers.

The seductive wiles of Domani women are leg-
endary. Mothers teach daughters the ancient Domani
arts of seduction from a young age—the one hundred
and seven types of kisses, the ninety-three different
ways to touch a man’s face, and so forth. Women learn
to use beauty, movement, body language, and dress to
best advantage—and have a good tume doing it. Few
men can say no to a Domani woman once she turns her
attention to him, which is one reason why Domani
merchants—almost always women—achieve such success
in trades.

Domani men are also skilled at charm and seduc-
tion, but they don’t enjoy the reputation of Domani
women. Instead, the reputation of Domani menfolk is
based on their ferocious tempers. According to an old
saying, dealing with a male Domani is like trying to ride
a skittish horse—everything may go just fine, or you
may find the least mistake provokes a frenzy of bucking
and snorting. Some say this temper comes from having
to put up with Domani women, while others attribute
it to eating with the swrsa, a utensil resembling two
thin, polished sticks, which Domani use to pick up the
bits and slivers of their food. (Most other westlanders
find sursa foolish, and Domani cuisine odd-looking and
overly spicy.)

Physical Description: Domani are of average height.
They display a wide range of skin tones, from the pale
skin common elsewhere in the westlands to an unusual
coppery-colored shade that some men find exotic and al-
luring on women. Eye and hair colors likewise vary, and
Domani of both genders often use dye to change the
shade of their hair. Hairstyles come and go like summer
thunderstorms.

Domani men favor shirts and breeches (of silk or
other fine fabrics, if possible), covered by short coats that
barely reach below the waist. Among nobles and the
wealthy, the coats often feature puffed sleeves with
slashes of color, embroidered house crests, and the like;
the wealthy take pleasure in fine clothes as in all other
luxuries and vices. They trim their mustaches to make
them distinctively long and thin.

Women’s clothing is another story altogether. Al-
though Domani dresses cover the body from neck to
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ankle, they are typically made to cling to every curve, giv-
ing an impression of nudity while actually exposing little.
Sheer materials are common. Other styles include deeply
plunging necklines, or panels cut out of strategic areas.
Clothing of this sort would be considered scandalous—
even obscene—in many westland societies, but it is com-
mon among Domani women.

In Arad Doman, both men and women wear jewelry,
as much as comports with good taste and they can af-
ford. Often they engrave these pieces with house crests,
symbols, or coats of arms. The men wear unusual-look-
ing earrings.

Relations: Arad Doman is fairly isolated, equidistant
but geographically separated from Tarabon, Saldea, and
Andor. All three of these na-
tions—along with the Sea
Folk—are important trading
partners. Domani tend to
look favorably on nearly all
foreigners, although they
have little patience for those
who balk at their exotic
clothing or lifestyles.

The major exception is
Tarabon, located directly
south of Arad Doman on the
other side of the Almoth
Plain. For three centuries, the
two kingdoms have disputed
ownership of the plain, an
area of rich meadows and
fertile land. Recently, as it
has so many times in the
past, this dispute has led to
outright warfare—and as
usual, with all the fighting
going on, neither realm has
actually put any effort into
settling or developing the
Almoth region.

Lands: Arad Doman con-
trols the land north of the River Akuum, west of the
Mountains of Mist, east of the Aryth Ocean, and south
of one of the major tributaries of the River Arinelle. Al-
most uniformly flat (except near the mountains), with
occasional low hills and small forests, it provides both
resources for craftsmen and much arable farmland. This
wealth of natural resources has in turn led to other types
of wealth for nobles and traders. As noted above, the
Domani also claim the Almoth Plain but have never
managed to exert effective control over it.

Adventurers: Adventuring is not to most Domanis’
taste. After all, adventures are hot, sweaty, backbreaking
work, and dangerous to boot. Why not just stay home
and enjoy yourself? But a few Domani take pleasure in
exploring the world, risking their lives in pursuit of
noble goals, or seeking the answers to deep, dark mys-
teries. For these people, a career as an adventurer suits
them pertectly.

Domani armsman

EBOU DARI

Residents of the chaotic, canal-filled capital of the kingdom
of Altara, the Ebou Dari are merchants, seamen, and crafts-
men of great skill. Other westlanders know them even bet-
ter for their penchant for dueling. Anyone who visits Ebou
Dar had best take the time to learn their ways and customs,
for the last thing a visitor wants to do is accidentally offend
an Ebou Dari and get involved in a deadly duel.

Personality: In general, the Ebou Dari are polite,

friendly, and easygoing. Their cul-
| ture includes an elaborate code of
/ manners, conduct, and etiquette—
not surprising, in a society that
. uses duels to resolve disputes.
! Every Ebou Dari child learns how
to respond to questions without
giving offense, how to pay respect
to his betters, and how to use the
proper forms of address for nobles,
craftsmen, and commoners alike. At
times, Ebou Dari social relations seem
like an elaborate dance, with each
person responding as he's supposed
to at just the right time.

But that’s not to say the Ebou Dari
are timid or meek; indeed, the oppo-
site holds true. When an Ebou Dari
perceives an insult, he reacts in-
stantly, challenging the offender to a
duel in accordance with ancient cus-
tom. Anyone who refuses to give sat-
isfaction on the dueling ground
exposes himself to the scomn of all
Ebou Dari, and often to a rash of
reprisals as well,

By Ebou Dari law and custom,
any offended person can challenge
the insulter to a duel. Legally sanc-
tioned duels take place on special du-
eling grounds at prearranged times
(though many Ebou Dari disregard such formalities, pre-
ferring to settle a difference right away). Any Ebou Dari
can challenge and fight any other; a commoner has every
right to duel with a noble (though few do) and suffers no
consequences for wounding or killing him. Duels are
legally conclusive and rarely give rise to grudges or blood
feuds.

Ebou Dari regard scars as a sort of beauty mark and as
a sign of maturity and responsibility. Ebou Dari law pre-
sumes that any woman is justified in killing 2 man, unless
proven otherwise.

Physical Description: The typical Ebou Dari (or Al-
taran in general, for that matter) has a dark, olivine com-
plexion, with brown or black hair and dark eyes.
Light-colored hair occurs rarely, though the merciless
summer sun sometimes lightens an Ebou Dari’s dark hair
a little. Compared to other westlanders, Ebou Dari are
shorter and less broad-shouldered.

To complement their olive skin tones, most Ebou
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Dari favor clothing in light hues, such as white, tan, and
pale yellow. Women favor snug-bodied dresses with long
skirts cut to show the brightly colored petticoats under-
neath. Common women raise their skirts above one knee
only, while noblewomen raise them less high, but straight
across both legs. Commoners’ gowns have deep, narrow
necklines, while noble ladies prefer a round or oval
cutout in the bodice. Either arrangement allows a woman
to display her marriage knife (see below) to best effect—or,
by not showing one, to advertise her unmarried status.

Ebou Dari men wear long, elaborately sewn and em-
broidered vests, often without shirts. When worn, shirts
are usually white or pale in color, with wide sleeves. A
common addition for the noblemen is a small silk jacket,
slung about the shoulders like a cape and held on with a
golden or silver chain. Both genders wear jewelry, includ-
ing rings and hoop earrings.

The most distinctive item of Ebou Dari apparel, and
the mark by which one can identify an Ebou Dari when
he’s away from home, i1s the dagger. Men, and many
women, wear curved daggers of distinctive shape and dec-
oration in their belt or sash; a nobleman might add a nar-
row-bladed longsword as well. Every married women
wears a special dagger called a marriage knife, hanging be-
tween her breasts from a choker. The marriage knife is a
gift from the woman’s husband, who gives it to her on
their wedding day with a solemn instruction to stab him
with it should he ever displease her. A woman’s marriage
knife tends to be altered throughout her life, decorated
with jewels and enamel that say much about the wearer:
how many children she has (and how they died, if appro-
priate), for example, or if she is 2 widow (and whether she
wants to remarry). Whether it’s a commoner’s blade of
brass and beads, or an expensive noblewoman’s dagger set
with gold and gems, every Ebou Dari respects the mar-
riage knife—and the injuries an enraged woman can inflict
with it.

Relations: Ebou Dar is a trading city that sees ships
from ports all around the westlands. As a kingdom, Altara
is highly decentralized—the Queen rules the city, but has
little sway over the outlying lands and nobility. Because
of this, Altara has not built itself into a major power
diplomatically or militarily and has few direct ties to its
neighbors. As a trading city, however, Ebou Dar con-
stantly welcomes and influx of foreign visitors.

Foreigners are given some leeway in matters of con-
duct because of their presumed ignorance, but that only
extends so far; no Ebou Dari would forgive a major insult
(no matter how innocent), and a deliberate nsult, big or
small, can never be overlooked.

Lands: The city of Ebou Dar straddles the mouth of
the River Eldar. The better part of the city lies on the west-
ern side. The city sits on low-lying, often swampy ground,
and in places contains almost as many canals and bridges
as it does roads. The humidity and heat cause visitors to
wilt, but the Ebou Dari are extremely industrious in both
business and their many feast days and festivals. Most of
the buildings in the city are made of white or pale stone,
or painted in light shades, to reflect as much heat away
from the interior as possible.

The eastern half of the city, called the Rahad, is a
filthy warren that houses the Ebou Dari lower class. In
the Rahad, duels occur in the street every hour, and many
people eschew a formal fight for the simpler expedient of
knifing an enemy in the back.

The Altaran backcountry does not adhere as closely
to Ebou Dari custom as the city does. In fact, Altarans
from some areas of the kingdom are better represented
by the Midlander background than the Ebou Dari.

Adventurers: With social and commercial intrigues,
strange visitors from foreign lands, and constant duels,
most Ebou Dari need not travel in search of excitement.
But a few seek their fortune elsewhere. Their skill with
the knife often serves them well and leads them into an
adventuring career—usually as wanderers of one stripe or
another, but sometimes as armsmen or woodsmen who
know how to move and hunt in marshland. Additionally,
there is a large wilder population in Altara; it has become
a traditional haven for channelers not wanting to join
the White Tower.

ILLIANER

[llian is a powerful nation on the Sea of Storms, made
wealthy by centuries of trade with the Sea Folk, the other
coastal nations of the westlands, and even the distant
land of Shara, with whom few other nations can trade. Il-
lian’s people take pride in a heritage that defies tyranny
and supports an ordered, civilized society.

Personality: [llian’s society and history are defined by
its distaste for tyranny. Although officially ruled by a
King, Illian in fact has three ruling bodies: the King, the
Council of Nine, and the Assemblage. The Council is
made up of noblemen who technically advise the King on
matters of state. The Assemblage is a body of merchants
and shipowners that advises both King and Council-one
of only a few powerful political bodies of commoners
anywhere in the westlands. The splitting of power be-
tween these three groups creates a set of checks and bal-
ances, preventing any from achieving tyrannical rule.

Another example of Illian’s abhorrence of tyranny
appeared during the recent Whitecloak War. The Chil-
dren of the Light invaded Illian’s neighbor, Altara, and
appeared likely to take over the weaker nation. Illian
came to Altara’s aid, risking its own army but eventually
driving the Whitecloaks back. After the war, when Illian
might easily have asserted its own force over Altara, the
lianers returned Altara’s rightful rulers to their positions
and withdrew from the neighboring nation.

Although they despise tyranny, Illianers have no dis-
taste for the pomp and circumstance that often accompa-
nies nobility. Wealthy merchants and petty noblemen
alike enjoy the luxuries wealth brings them. When the
city was first built, the Council elected to build its Great
Hall across the Square of Tammaz from the King's Palace.
Allowed a building of any design, so long as it was no big-
ger than the Palace, the Council built a structure identi-
cal in all ways to the beautiful, colonnaded Palace except
one: It was two feet smaller in each dimension.

Illian is the traditional starting point for the Great
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Hunt of the Horn, which was recently launched with a
grand ceremony. Thousands from around the westlands
gathered in the Square of Tammaz to receive the blessing
and set out in search of the Horn of Valere.

Physical Description: Illianers tend to be a bit above
average in height and build. They are of moderate com-
plexion, often with dark hair and eyes. Men both com-
mon and noble favor a distinctive beard that leaves the
upper lip bare. Tairen lords call this style “blackfish,”
since it remind them of the facial scale patterns of a type
of fish caught off southern shores.

Noblemen wear boots decorated with gold and silver,
pants and light silk shirts, and calf-length coats with char-
acteristic upturned collars. Com-
moners wear pants, shirts, and
similar coats, though made of
fabrics much less fine and with
less embroidery. Illianer women
wear long dresses with low-cut
necklines. Among noblewomen,
skirt hems are often high, to dis-
play beautiful slippers decorated
with gold and silver. Women of
both classes wear wide-brimmed
hats tied around the head with
scarves to keep off the sun.

Relations: Illian is a major
trading nation and an exporter
of textiles, leather goods, olive
oil, and fish. The nation main-
tains close relations with Mu-
randy and Altara but has a
distinctly chilly relationship with
Tear, a nation that has attacked it
on several occasions over past
vyears. [llian does not even trade
with Tear, and ships of the two
nations are not welcome in each
other’s ports. Likewise, Illian
does not share a friendly rela-
tionship with Amadicia, the
home nation of the Whitecloaks.

Lands: [llian occupies a low-
land region centered on the lower
River Manetherendrelle; the capital,
the city of Illian proper, lies on the Manetherendrelle delta
just shy of the Sea of Storms. Much of Illian is covered with
the lush southern forests typical to the region. Other areas.
especially around the Manetherendrelle delta, are swampy.
In fact, the city of llian, unlike nearly every other major city,
is not walled—it is protected from attack by miles of difficult
marsh and connected to drier land by a pair of causeways.

Adventurers: Illian produces proud nobles, top-notch
armsmen, and its share of roguish wanderers. Wilders are
as common in Illian as they are elsewhere in the westlands,
and a fair share of initiates originate there as well. The vil-
lages of rural Illian also produce woodsmen of fine caliber.
Any of these adventuring types might leave their homes
for greater opportunities elsewhere, to explore, or perhaps
as Hunters for the Horn.

Lllianer noble

MIDLANDER

Midlanders come from the kingdoms, cities, and towns
at the heart of the westlands: Andor, Murandy, Far
Madding, Ghealdan, and the scattered villages along the
fringes of the Caralain Grass and the River Manetheren-
drelle and its tributaries. This includes the Two Rivers
region, Emond’s Field, and Baerlon. Characters from
Amadicia and the northern backcountry of Altara, II-
lian, and Tear could also claim the Midlander back-
ground.
Personality: Midlanders tend to be solid, dependable,
adaptable, hard-working people. Even in the isolated parts
of the midlands, such as
the Two Rivers or the
Hills of Kintara, they are
open and friendly, willing
to help a stranger in need.
(The suspicious, even
xenophobic, Murandians
are an exception to this
rule.) But woe unto the
person who betrays their
friendliness or attempts to
oppress or abuse them.
Although slow to anger,
once they are roused mid-
landers fight until they
achieve the victory they
seek. For many of them,
the ancient blood of
Manetheren runs in their
veins, providing a certain
sheen of nobility to the
personality and manners
of even the lowest-born
peasant.

Compared to the
Domani, the Ebou Dari,
or the inhabitants of
some of the southern
cities, midlanders seem
conservative—even prud-
ish—in their tastes. They

dislike gaudiness, ostenta-
tion, arrogance, and the display of wealth—even in their
nobles, who sometimes appear rather restrained or re-
fined next to their Cairhienin or Tairen counterparts.

Physical Description: Midlanders are of average
height and weight, though extreme variations are not un-
common. Dark hair and eyes are the norm, though fair
complexions and hair are also seen. The typical image of
a midlander man is sturdy and hale, but with an aura of
quiet dependability rather than an aggressive or danger-
ous demeanor. Women generally have powertul personal-
ities to accompany backs made strong through farm work
or honest household chores.

Midlanders usually dress moderately. Women wear
dresses with high or square-cut necks. Skirts reach to the
ankles or below. They belt their dresses at the waist and
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sometimes embroider them with light decorations. Wools
are common, though noblewomen often enjoy silks em-
broidered in metallic threads. Men wear simple trousers
and shirts, with knee-length, long-sleeved coats (during
the summer and in the more southern regions, shorter
coats are common). Turned-back cuffs and upstanding
collars distinguish the midlander coat from similar gar-
ments worn elsewhere. Like their wives, noblemen prefer
silk and metallic threads for their clothes. Cloaks are
common overgarments for rainy or cold weather.

Relations: Positioned at the center of the westlands, the
midlands are the crossroads of trade and trave] for the in-
habitants of the entire land. Though many midlands vil-
lages are somewhat isolated,
others receive frequent traf-
fic from far-off lands. Travel-
ers find more inns and
taverns along the highroads
of the midlands than any-
where else in the westlands,
and find that they are gener-
ally welcomed—though ex-
otic customs or scandalous
dress may be looked upon
with suspicion.

Except in Murandy,
where suspicion of out-
siders (particularly Ando-
rans) governs relations both
political and social, most
midlanders get along well
with strangers. Though slow
to give their complete trust,
they seem able to quickly
size a person up and decide
just how far they can trust
him. Once you earn a mid-
lander’s friendship, you
usually have it for life—un-
less you abuse it.

Lands: In the minds of
most people, the bound-
aries of the midlands are,
roughly, the Mountains of
Mist to the west, the River Erinin to the east, the River
Arinelle and the Black Hills to the north, and the Hills of
Kintara to the south. This area displays a wide geographic
diversity. The northern plains and riverlands, including
the Caralain Grass, are flat and open, with few forests or
hills to break the monotony of the endless, rolling fields.
Not many people live here—there are no roads, cities, or
towns, just a few villages and the occasional lonesome
farmhouse. On the other hand, the central regions, pri-
marily the lands controlled by Andor, are among the
most heavily populated in the entire westlands. Large,
prosperous towns and cities—such as Caemlyn, Four
Kings, Whitebridge, and Baerlon—dot the land, providing
respite for travelers and havens for craftsmen and mer-
chants. Large tracts of forest break up the fields and offer
good hunting for nobles and woodsmen. The forests

Andoran armsman

peter out toward the south, where the lands become
somewhat lower (except near the Hills of Kintara) and,
sometimes, swampier. Cities are rarer, but both Lugard
and Far Madding serve as centers of commerce.

Adventurers: Their strength of character and will, de-
votion to the Light, and openness to learning about the
world around them stand midlanders in good stead on
those rare occasions when they leave their homeland to
become adventurers. Though most midlanders don’t care
overmuch for wealth, fame, or glory, they understand the
importance of doing the right thing and preserving the
good, and they remain ever willing to contend with evil
and darkness.

TAIREN

Lying along the southern
coast of the westlands just
west of the Spine of the
World, Tear is home to the
greatest seaport on the Sea of
Storms. Located on the River
Erinin and guarded by the
huge and implacable fortress
called the Stone of Tear, the
city of Tear is the capital of
this proud nation and the
home of the High Lords that
rule it.
Personality: The
Tairen people run the gamut
of personalities, though all
but the poorest and weakest
seem possessed of a certain
self-confidence and self-es-
teem that guides them
through life. Many, particu-
larly among the nobility, have
an air of assurance about
them that borders on arro-
gance. A Tairen smith will tell
you, in a voice rich with con-
viction, that he can easily do
the work you ask, so quickly and so well that you'll never
forget him. A Tairen lord speaks with a conviction born
from generations of unquestioned rule, knowing that his
authority over the commoner is absolute.

Indeed, the division between noble and commoner is
nowhere so pronounced as in Tear. Confident though a
workman or craftsman may be, he knows full well that he
must respect and bow to any of the multitude of nobles
that live in his kingdom. Tairen High Lords rarely bother
to enforce their will in the poorer quarters—provided that
the commoners maintain a sufficient level of respect for
the authority and dignity of the upper classes—but wher-
ever they go, they enjoy an unquestioned right to exploit
and even abuse the common folk at their whim.

This belief among the Tairen nobility, that they have
the inherent right to take whatever they desire, extends
not just to the domains of Tear proper. Tear has often
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warred with Illian and Cairhien and claims control over
Mayene, its tiny neighbor to the east.

Tear sees itself as something of a protector—not only
of its own nation, but of the entire world—from the
prophesied ravages of the Dragon Reborn and the dan-
gers of the One Power. Channeling is forbidden in Tear,
although the presence of Aes Sedai, and others who can
channel, is not. In addition, over scores of generations
the Tairen High Lords have locked away, deep in the
bowels of the impregnable Stone of Tear, all the an-
greal, sa’angreal, and ter’angreal they have managed
to gather, to keep them out of the hands of any
who might use them. Owning a copy of the
Prophecies of the Dragon is illegal—not surprising,
since one of the prophecies is the fall of the
Stone of Tear.

Physical Description: Tairen men and
women are of average height and build, though
more than a few grow up taller and stronger
than normal. The skin of most Tairens is paler
than that of the Ebou Dar, but duskier than
that of a midlander or Cairhienin.

Nobles and commoners wear very differ-
ent clothing, the better to distinguish the no-
bility from the ruck. Tairen lords favor
elaborately decorated, colorful short coats
with puffed and padded sleeves, slashes of
carefully chosen contrasting colors, brocades,
and the like; they wear their equally vividly col-
ored breeches tight, to display their tightly mus-
cled legs to appreciative female eyes. Common
men settle for drab, baggy breeches, bright sashes,
long coats that fit tightly around the chest and arms
but flare out below the waist, and cloth caps or
wide conical straw hats; if they work outdoors A&
most of the day, they often go barechested.
Tairen noblewomen prefer long silk gowns that
bare the shoulders and display the bosom to best
effect, with lace ruffs and tiny caps in matching colors as
decorative accessories; they carry smelling salts, with
which to mask the omnipresent foul odors of parts of Tear
when necessary. Common women’s dresses, made of
much coarser material and adorned only with light-col-
ored aprons (and sometimes a matching straw hat), have
chin-high collars and hems below the ankle.

Relations: Relations between Tear and its neighbors
are anything but cordial. Tairens despise Illianers, with
whom they have fought and quarreled for more years
than anyone now alive can remember. Similarly, Tairen
nobles have long had designs upon Mayene, forcing the
First of Mayene (as that tiny nation’s ruler is known) into
a constant game of political and economic maneuvering
to maintain her realm’s freedom. Cairhein has also been
subject to Tear's aggression. However, Tear maintains
solid relationships and strong ties of trade with kingdoms
elsewhere. Its position at the junction on the River Erinin
and the sca makes Tear a mecca for traders from all over.

Lands: Tear is a land of low-lying hills and light wood-
lands, bordered to the north by the deep forest of the
Haddon Mirk, to the east by the foothills of the Spine of

the World, and to the west by the open and sparsely set-
tled Plains of Maredo. It is renowned for its horses, which
are bred on sprawling estates owned by Tear’s nobility.

The Tairen countryside is fairly densely populated, but
has few large towns—Tairen High Lords levy taxes on set-
tlements that increase with their size, to discourage any
town from growing to rival the capital city. Indeed, the
land between the city of Tear and the Sea of Storms in
particular has no large settlements, despite the prime
location for fishing and trade, protecting the seaport

monopoly enjoyed by the capital. Only the town of

Godan, on the Bay of Remara at the far eastern end of
Tear, has been allowed to grow to any size, primarily
because of its strategic location in regards to
Mayene.

Adventurers: Tairens make fine adventur-
ers. The nation produces fine armsmen, no-
bles, and wanderers. Also, channelers from
Tear often slip out of the country so that
they might practice their talents without
fear of prosecution. Tairen adventurers
often see themselves as natural leaders.

TAR VALONER

Located on the River Erinin at the foot of
the Dragonmount, halfway between
Cairhien and the Borderlands, Tar Valon is
a unique cosmopolitan center and trade
hub. Although its people share many char-
acteristics of the midlands, they add to the
mix an urbane quality, a worldly sensitivity born
of the trade that flows through the island city, the
sense of grandeur among its beautiful towers and
Ogier-wrought structures, and the presence of the
White Tower—the headquarters and home of the
Aes Sedai.

Personality: Tar Valoners are much like the people
of the midlands: practical, forthright, hard-working,
and adaptable. What they add beyond that is a

broader sense of the world—an acceptance of its

many and varied cultures, an educated outlook,
and an intense pride in their city and its place at the
center of the known world.
Tar Valoners have great faith in the White Tower,
knowing it to be a center of diplomacy and a mighty
force that protects them from even the thought of attack.
Aes Sedai, as well as novices and Accepted in training, can
often be seen on the streets. Though they are uniformly re-
spected, they are not greeted with the same trepidation or
even suspicion that Aes Sedai often face in other lands.
The citizens of Tar Valon are also justly proud of the
city’s great beauty. Built almost entirely by Ogier, Tar
Valon is indisputably the most awe-inspiring city in the
known world. Striking buildings of white marble sit in the
shadows of lofty towers, often with bridges running be-
tween them dozens of stories above the streets. Tall white
walls surround the island, which is entered via six graceful
arched bridges. Over all this stands the White Tower itself,
ever a reminder of the might and beauty of Tar Valon.

Tairen
wilder
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Many of the city’s inhabitants are not native to Tar
Valon—over the years, thousands of individuals have been
drawn to the city by business, politics, or diplomacy, and
many of them have remained to make the city their
home. No matter where they come from, however, resi-
dents quickly adopt the traditions of Tar Valon and the
pride the citizens have for their great city.

Physical Description: Though somewhat more ut-
bane, sophisticated, and wealthier than the typical mid-
lander, Tar Valoners display the same physical character-
istics, style of dress, and stolid, no-nonsense demeanor
as their counterparts in Andor or Ghealdan. They tend

to be average in height and build, with fair hair and com- :

plexions, though variation is not uncommon.

Moderate dress is the norm, though quality fabrics
and intricate embroidery are preferred by those who
can afford to show their wealth and taste. Women
wear dresses with modest necklines and skirts that
reach near or to the ankles. Men wear simple
trousers and shirts, with short coats in the summer
and long coats, often with cloaks in addition, dur-
ing the cooler months. Tar Valoners tend to be ac-
cepting of the ways of others, however, and it's
not unusual for a native of the city to don dress |
that mimics or picks up clements of the clothing
of other regions.

Relations: Tar Valon is the diplomatic center
of the world. Although Aes Sedai are sometimes
viewed with suspicion, the wisdom, authority,
and impartiality of the White Tower is gener- //}
ally respected across the westlands. This re- /-'
spect draws diplomats and august visitors
to the city from around the known world.

A few nations—specifically Amadicia and
Tear—look on the White Tower with suspicion or
even hatred. These nations are far away, however, and
despite some bluff and bluster have never seriously
threatened Tar Valon or its interests. On the other
hand, other countries, especially Andor, have tradition-
ally had very close ties with Tar Valon. Most nations
view the city with general respect.

Its location—halfway between Cairhien and the
Borderlands along the River Erinin, and at the
juncture of nearly all major roads between the
Borderlands and the kingdoms to the south—
makes Tar Valon a major trade hub. Every day, the
north and south harbors see ships from all along the
Erinin and across the seas, while trade caravans from
Andor, Cairhien, and the Borderlands cross her bridges.
Tar Valon’s trade ties with the outside world are strong.

Lands: Tar Valon sits on an island in the middle of
the River Erinin, in a region not claimed by any other
kingdom. Technically, Tar Valon is limited to the city that
crowds the island itself, but a number of nearby villages
and settlements come under its influence.

Adventurers: A worldly attitude and exposure to vis-
itors from around the world prepare Tar Valoners for a life
of adventure. Obviously, many Aes Sedai set out for parts
unknown from the city. But Tar Valon also breeds excel-
lent armsmen and wanderers as well.

Tar Valoner wanderer

TARABONER

Subjects of one of the oldest monarchies in the westlands,
Taraboners are an ancient people who take pride in their
traditions, culture, and customs. Though locked in a war
with Arad Doman over possession of the Almoth Plain,
and suffering from other forms of societal turmoil,
Taraboners somehow find a way to carry on with their
lives and preserve what they truly hold dear.
Personality: Among other inhabitants of the
westlands, Taraboners are not known not so
much for their personality traits as for their cus-
tom of concealing their faces. Taraboners regard
it as impolite to expose their faces, even in pri-
vate, except when eating or drinking. They
wear veils, men and women alike—some-
times heavy, but often thin and gauzy.
When they feel the need for greater pri-
vacy, they wear masks, A number of
Taraboner holidays revolve around
masked festivals, balls, or competitions.

Taraboners are generally proud of
their heritage. Their lords and rulers
trace their descent from the heroes of
the Age of Legends, and many of the
J buildings in Tanchico, the capital city, are

believed (falsely) to date from that period as
well. Their kingdom’s banner and symbol,
the Golden Tree, reminds one and all of
the Taraboner claim that their kingdom
once possessed a sapling of Avendesora, the
Tree of Life.

Although they pale in comparison to
their Domani neighbors, Taraboners have a
reputation for hedonism and immodesty.
The many entertainments featured in the
“circles,” or enormous arenas, on each of
the peninsulas of Tanchico are boister-
ous by the standards of many other na-
tions but remain quite popular with
Taraboners. Horse races, nonlethal glad-
iatorial competitions, illumination dis-
plays, athletic competitions, and
many other events take place in the
circles every month, providing a
nonstop source of entertainment for
the Taraboner people.

Lastly, Taraboners are reputed to enjoy political and
social intrigue. Their unusually complex government,
with a King, a Panarch, and an Assembly of Lords all jock-
eving for power, encourages behind-the-scenes political
maneuvering and conspiracies. The maneuvers may not
be as subtle as the Cairhienin Game of Houses, but
they’re just as effective.

Physical Description: Taraboners are of average
height, though they tend toward a bulky build. They have
complexions darker than Domani, midlanders, and most
other inhabitants of the westlands, though not as dark as
those of the Ebou Dari.

Under their veils, Taraboner men usually wear thick,
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bushy mustaches, and on their heads they wear distinctive
cylindrical caps of dark felt or leather. Noblemen and
commoners alike wear white baggy trousers (sometimes
embroidered), baggy shirts with embroidered panels across
the chest, and thigh-length coats with embroidered scroll-
work on the shoulders. The wealthier the man, the more
elaborate his clothes (and their embroidery), and the finer
the materials they are made from.

Taraboner women prefer dress that, while not as reveal-
ing as Domant styles, still leaves little to the imagination:
thin woolen or silk dresses cut to accentuate and cling to
the figure. Gowns come in a variety of bright colors that
complement the wearer’s skin tone.

Relations: Taraboners get
along well with everyone ex-
cept Domani. They have
quarreled and fought with
their northern neighbors re-
garding the Almoth Plain for
three hundred years, and in
that length of time grudges
and hatreds have grown be-
yond all reason. No Domani
would openly come to
Tarabon for fear of his life,
but traders and visitors from
the rest of the westlands arrive
in the harbor of Tanchico
practically every day.

Among themselves, Ta-
raboners govern their conduct
with a fairly rigorous social
code. They do not reveal their
faces to anyone (even in pri-
vate) except their families,
and they use elaborate forms
of address for all but the most
informal occasions.

Lands: Located in the
southwestern corner of the
westlands, Tarabon nestles be-
tween the Mountains of Mist,
the Aryth Ocean, and the
much-disputed Almoth Plain. Except near the mountains
and in the Shadow Hills along the coast, its lands tend to
be flat and relatively featureless, with only the occasional
line of low hills or small, scrubby forest to break the mo-
notony. Although the climate in the upper elevations can
be quite pleasant, throughout the rest of the kingdom the
heat and humidity often become oppressive. For this rea-
son, most Taraboners prefer to live along the coast, where
cool sea breezes help to alleviate the heat.

Tanchico is one of the largest and oldest cities in the
westlands. Due to general neglect, however, it often
shows its age. Built on three peninsulas that thrust east-
ward into a large natural bay, it attracts commerce from
across the known world. Though many say that the crafts-
men of Tarabon lack the skill they once possessed, the
market for Taraboner rugs, ceramics, woven goods, fire-
works, dyes, and papers remains strong.

Taraboner woodsman

Adventurers: Taraboners are well suited to the life of
an adventurer. They are strong-willed, versatile, and
quick-thinking. Merchant wanderers, strong armsmen,
and powerful channelers, among others, could all come
from Tarabon.

OGIER

Ogier (pronounced “OH-gear”) are a race of nonhuman

creatures whose existence predates the Age of Legends.

Substantially larger than humans and known for their

artistic temperaments (many of the westlands’ most beau-
tiful  cities were originally
built by Ogier stonemasons),
Ogier are peaceful creatures
who live in isolated commu-
nities and have little contact
with humanity. As a result of
this remoteness, many west-
landers consider Ogier little
more than legends or chil-
dren’s tales.

Personality: Thanks to
their long lifespans—about
five times that of humans—
Ogier tend to be slow, delib-
erate, and careful. They think
long and hard before taking
any serious action and often
discuss and debate it with
their fellows. Their cautious
movements only heighten
human perceptions that
Ogier are ponderous and
slow to act. What most hu-
mans don't realize is that, to
Ogier, people and their struc-
tures are small and delicate,
and Ogier slowness is often
just a reasonable caution with
human property and safety.

Ogier are well known for
never breaking oaths or prom-
ises. Humans say “Ogier’s oath” when describing just how
serious they are about keeping their own promises. Indeed,
this honesty is just one indication of the courtesy of Ogier
society—Qgier are generally polite and kind to a fault.

Physical Description: Ogier have the same body type

as humans, but the resemblance ends there. With an aver-
age height of eight to ten feet, and proportionately broad
shoulders to match, Ogier tower over their human counter-
parts. They also have unusual faces, with broad flat noses,
bushy drooping eyebrows, and long tufted ears that twitch
and turn whenever they are nervous, alert, or disturbed.

Ogier prefer fine, heavily embroidered clothing. The

density of flowers and floral patterns on a Ogier woman’s
dress usually indicates her station among her people—the
more elaborate the embroidery, the higher her rank. A
young girl’s dress may only have embroidery along the
hem, whereas a female Elder’s dress displays delicately
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sewn flowers and leaves from hem to neck. Both genders
have long hair (long enough to cover their ears), but fe-
males wear theirs longer than males. Females also like to
adorn themselves with necklaces and bracelets (usually
with a botanical motif), but never wear earrings.

Unlike other types of intelligent nonhumans (Trol-
locs, for instance), Ogier are not constructs—that is, they
were not artificially created.

Relations: Ogier have relatively little contact with hu-
manity. Sometimes groups of Ogier stonemasons journey
to the great cities to build, or to repair older Ogier con-
structions, but the days when every major inn needed an
Ogler-sized room to accommodate frequent travelers
from the stedding are long gone. This reflects no hos-
tility or ill will between Ogier and humans, just
a tendency in recent generations for Ogier
to become more withdrawn from human
society. To most humans, Ogier are the
subject of stories and legends, not a =
facet of everyday life.

Within their stedding. Ogier are
led by Councils of Elders, com-
posed of the oldest, wisest Ogier in
the stedding. Females dominate
Ogier culture and usually serve
as the Head of most Councils.
Female Ogier usually arrange
their sons’ marriages after
careful consultation with the
potential bride and her
mother—but without telling
the groom anything. He
finds out when he comes
home and his mother tells
him he’s engaged.

Lands: Ogier reside in sted-
ding—small, well-hidden enclaves
scattered throughout the west-
lands. Forty-one occupied stedding
exist from the shores of the Aryth
Ocean to the Spine of the World, Exam-
ples include Stedding Tsofu in Cairhien, Sted-
ding Shangtai in the Spine, Stedding Jongai in
Saldaea, and Stedding Chinden in the Mountains of Mist.
The Ogier typically prefer mountainous or hilly regions
for their stedding.

Stedding are special places with a unique nature. The
air within a stedding always seems fresh and sweet, trees
and plants grow to huge heights and live for ages, and
a feeling of peace seems to pervade everything. More
important, channelers cannot touch, use, or even sense
the One Power while within a stedding, nor can persons
in Tel’aran’rhiod enter a stedding in the dream world.
Trollocs and Myrddraal will not enter a stedding unless
forced to do so. It's not known how the stedding came
to be, or exactly what their properties are, but they have
been in existence since before the Breaking of the
World. There are known to be some stedding unoccu-
pied by Ogier but that retain their mystical properties.
In some cases, the Ogier who lived there died out; in

others, the stedding might never have been occupied.
Ogier who remain outside the stedding for too long
begin to suffer from “the Longing,” an intense desire to re-
turn home. If they do not give in to this desire, they even-
tually sicken and die. (In game terms, an Ogier character
must spend at least one week in any stedding per year or
lose 1 point of Constitution for every month beyond that
he remains away. If his Constitution reaches 0, he dies.
Prior to that point, he recovers 1 point of lost Constitu-
tion for each day spent in the stedding.)
Language: Ogier speak their own language, which they
keep secret from humans, though many learn Common
or the Old Tongue as well.
Adventurers: Few Ogier become adventurers.
They prefer the quiet, comfort, and slow
pace of stedding life, which allows them
to study and practice their crafts in
peace. However, not all Ogier fit so
easily in the societal mold. Some pos-
sess a curiosity, a desire to see and ex-
perience the world beyond the
stedding, which may drive them to
become adventurers. As adven-
turers, their copious knowl-
edge of history and esoterica,
combined with their great size
and strength, make them valu-
able companions.
Adventurers often break
stereotypes, and Ogier adventur-
ers are no exception. An Ogler
who leaves his stedding to journey
in human lands often thinks and
acts more hastily than normal
Ogier and takes risks most would
never take. In essence, he is a sort
of Ogier rebel, one who prefers
to experience things directly in-
stead of just reading about them in
books.

Ogler wanderer

OGIER BACKGROUND TRAITS:

Not being human, Ogier characters do not receive any of
the free bonus feats, skills, or other benefits that human
characters get from their backgrounds. However, they
may choose to buy one of the following background feats
whenever they have a normal feat slot available: Artistic,
Education, Living History, or Smooth Talk. In addition,
Ogier characters gain the following traits:

+4 Strength, -4 Dexterity. Ogler possess great

strength and resilience, but their large hands and gen-

eral size sometimes make them clumsy.
® Large size: As Large creatures, Ogier have a natural
reach of 10 feet but are slightly easier for Medium-size
creatures to hit in combat (-1 size modifier to Defense).
Ogier base speed is 40 feet.
Low-light Vision: Ogier can see twice as far as humans
in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination.
@ Ogier automatically receive 4 ranks in one Knowledge
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or Profession skill, or in Decipher Script. The chosen

skill is automatically a class skill for the character.

Common Knowledge skills include arcana, architec-

ture and engineering, geography, history, local, and

nature; common Professions include architect, engi-

neer, gardener, and stonemason.

+2 background bonus on Fortitude saves.

+2 background bonus on Listen checks. The large

ears of Ogier allow them to hear better than hu-

mans do.

® +2 background bonus on Craft checks related to
working stone or constructing buildings.

® Skill and Feat Restrictions: Ride, Armor Proficiency
(light), Armor Proficiency (medium), Armor Profi-
ciency (heavy), Exotic Weapon Proficiency, Martial
Weapon Proficiency. Ogier do not normally ride
horses and cannot purchase ranks in the Ride skill at
character creation. Ogier do not train with weapons
and cannot have any armor proficiency feats or any
weapon proficiency feats (except for simple weapons)
at character creation, even if such proficiencies would
normally be granted by their class. These skills and
feats can be gained normally as the Ogier character
advances in level,

® Nonchannelers. Ogier do not possess the ability to
channel. They cannot gain any levels in any chan-
neling class.

® Home Language: Ogier, Common (choose dialect);
not all Ogier speak Common, but all adventuring
Ogier do. Bonus Language Choices: any Common
dialect, Old Tongue (see Bonus Language Choices,
page 26).

L

BACKGROUND
FEATS

The following feats are available only to characters of cer-
tain backgrounds, as specified in the feat descriptions. For
more information on feats and how they are acquired, see
Chapter 5: Feats.

ARTIST
You come from a culture in which the arts, philosophy,
and music have a prominent place in society.

Backgrounds: Taraboner, Ogier.

Benefit: You gain a +2 bonus on all Perform checks
and to checks for one Craft skill that involves art (your
choice), such as calligraphy, painting, sculpture, or em-
broidery.

BLOODED

You know what it means to fight for your life, and the
value of quick wits and quicker reactions when blades are
bared and deadly weaves fly. Enemies find it difficult to
catch you off guard.

Backgrounds: Aiel, Borderlander.

Benefit: You get a +2 bonus on initiative checks and
a +2 bonus on Spot checks.

BULLHEADED
The stubbornness and determination of your kind is leg-
endary. You are exceptionally headstrong and difficult to
sway from your intended course.
Backgrounds: Aiel, Midlander,
Benefit: You receive a +1 bonus on Will saves and a
+2 bonus on Intimidate checks.

COSMOPOLITAN
Your exposure to the thousand forking paths of the city
has taught you things you ordinarily would never have un-
covered.

Backgrounds: Cairhienin, Domani, Ebou Dari, -
lianer, Tar Valoner.

Benefit: Choose a nonexclusive skill you do not have
as a class skill. You gain a +2 bonus on all checks with that
skill, and that skill is always considered a class skill for you.

Special: You may take this feat multiple times. Its ef-
fects do not stack. Each time you take the feat, it applies
to a new skill.

DISCIPLINED
Your people are admired for their single-minded determi-
nation and clarity of purpose. You are difficult to distract
by weave or blow.
Backgrounds: Aiel, Atha’an Miere.
Benefit: You gain a +1 bonus on Will saves and a +2
bonus on Concentration checks.

DUELIST
Among your people, bloody duels are 2 common way of
settling disputes or avenging insults. You have had to de-
velop a quick wit, a quick knife, or both to survive.
Backgrounds: Ebou Dari.
Benefit: You gain a +2 bonus on Diplomacy checks
and a +2 bonus on initiative checks.

EDUCATION
Some lands hold the pen in higher regard than the sword.
In your youth you received the benefit of several years of
more or less formal schooling.

Backgrounds: Tar Valoner, Ogier.

Benefit: All Knowledge skills are class skills for you.
You get a +1 bonus on all skill checks with any two
Knowledge skills of your choosing,

Special: You may only take this feat as a Ist-level
character.

GAMBLER
Dice, cards, or horse races—whatever the game of chance,
your people have a love for it.
Background: Ebou Dari, Tairen.
Benefit: Profession (gambler) is a class skill for you.
You gain a 42 bonus on Profession (gambler) checks and
a +2 bonus on Sense Motive checks.

LivING HISTORY
The past is not merely a collection of stories to your peo-
ple. It is a part of the present, a lesson you carry with you
in everything yvou do.



Background: Taraboner, Ogier.
Benefit: You receive a +2 bonus on all Knowledge
checks.

Luck oF HEROES
Your land is known for producing heroes. Through re-
silience, determination, and pluck, your people survive
when no one expects them to come through.
Background: Midlander.
Benefit: You receive a +1 luck bonus on all saving throws.

MERCANTILE BACKGROUND
Powerful merchants and tradesmen control the wealth
and commerce of much of the westlands. You come from
a family that excels at a particular trade and knows well
the value of any kind of trade good or commodity.

Background: Atha'an Miere, Ebou Dari, Tllianer,
Taraboner, Tairen.

Benefit: You gain a +2 bonus on all Appraise checks
and a +2 bonus on checks for the Craft or Profession skill
of your choice.

MILITIA

You served in Andor’s Queen’s Guard, the Companions
of Mllian, Tear's Defenders of the Stone, the Tower Guard
in Tar Valon, or some similar military unit or local mili-
tia. There, you trained with weapons suitable for use on
the battlefield.

Background: Cairhienin, Domani, Illianer, Midlan-
der, Tar Valoner, Tairen.

Benefit: You get Martial Weapon Proficiency (cross-
bow) and Martial Weapon Proficiency (pike or halberd) as
bonus feats.

SADDLEBACK
Your people are as comfortable riding as walking,
Background: Borderlander, Tairen.
Benefit: You receive a +3 bonus on Ride checks.

SEA LEGS
The heaving decks of a ship are like 2 home to you, and
you are as comfortable on or in the water as others are on
land.
Background: Atha’an Miere.
Benefit: You gain a +2 bonus on Balance and Swim
checks.

SEDUCTIVE
The people of your land are skilled at applying sensual
suggestion to turn negotiations te their favor.
Background: Domani.
Benefit: You gain a +3 bonus on Bluff and Diplo-
macy checks when dealing with members of the opposite
sex.

SHADOWSPAWN HUNTER
Along the Blight, many warriors learn ways to fight effec-
tively against creatures of the Dark. You have served long
in defending the Borderlands from the encroachment of
the Blight's horrors.

Background: Borderlander.

Benefit: When fighting Trollocs, you gain a +1 com-
petence bonus on damage rolls for melee attacks and for
ranged attacks at ranges of up to 30 fect. In addition, you
act as if you had the Improved Critical feat for the
weapon you are using. This benefit does not stack with
the Improved Critical feat.

Special: You may take this feat multiple times. Its ef-
fects do not stack. The second time you take the feat you
may add one of the following types of Shadowspawn:
Draghkar, or Myrddraal. The third and each additional
time, you may choose another from that list or from
among the following: Darkhound or Gray Man.

SILVER PALM
Your culture is based on haggling and the art of the deal.
Background: Atha'an Miere, Cairhienin, Illianer.
Benefit: You get a +2 bonus on Appraise and Bluff checks.

SMoOTH TALK

Your people are accustomed to dealing with strangers and
foreigners without needing to draw weapons to make
their point.

Background: Atha’an Miere, Cairhienin, Tar Valoner,
Ogier.

Benefit: You gain a +2 bonus on Diplomacy and
Sense Motive checks.

STEALTHY
Your people are known for their stealthiness.
Background: Aiel, Borderlander.
Benefit: You gain a +2 bonus on Hide and Move
Silently checks.

STREET SMART
You have learned how to keep informed, ask questions, and
interact with the underworld without raising suspicion.
Background: Cairhienin, Domani, Ebou Dari, lllianer.
Benefit: You get a +2 bonus on Bluff and Gather In-
formation checks.

STRONG SOUL
The souls of your people are hard to separate from their
bodies. '
Background: Borderlander, Midlander.
Benefit: You get a +1 bonus on Fortitude and Will
saves and an additional +1 bonus on saving throws
against energy draining and death effects.

SURVIVOR
Your people thrive in a region that others find uninhabit-
able. This gives you a savvy and strength of will that you
can take to any difficult environment.
Background: Aicl.
Benefit: You get a +1 bonus on Fortitude saves and a
+2 bonus on Wilderness Lore checks.
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Adventurers seek gold, glory, justice, fame, power, or
knowledge, or perhaps other goals—some noble and some
base. Each chooses a different way to achieve those goals,
from brutal combat power, to subtle skills, to the eerie
might of the One Power. Some adventurers prevail and
grow in experience, wealth, and power. Others die.

Your character’s class is his or her profession or voca-
tion. It determines what he or she is able to do: combat
training, channeling ability, skills, and more. Class is
probably the first choice you make about your character
(just ahead of background, or perhaps in conjunction
with that decision). The class you choose determines
where you should best place your character’s ability
scores and suggests which backgrounds are best to sup-
port that class choice.

THE CLASSES

There are seven main classes, known as hero classes, in
the Wheel of Time Roleplaying Game:

Algai d’siswai: A fierce desert warrior who uses agility,
skill, and spearfighting ability to defeat his foes.

Armsman: A warrior with exceptional combat capa-
bility and unequaled skill with weapons.

Initiate: A person trained to use her natural talent for
channeling the One Power.

Noble: A member of the higher classes who uses his
status, wealth, education, training, and experience to tri-
umph over adversity.

Wanderer: A person (often of nomadic lifestyle) who
uses his shrewdness, wits, and skills to survive, typically
by means of stealth, trickery, luck, or the like.

Wilder: A person who has a natural, but untrained,
ability to channel the One Power.

Woodsman: A cunning, skilled hunter and warrior of
the wilderness.

Collectively, initiates and wilders are referred to as “chan-
nelers.”

Class Name Abbreviations: Class names are abbrevi-
ated as follows: Alg, algai’d’siswai; Arm, armsman; Ini,
initiate; Nbol, noble; Wan, wanderer; Wil, wilder, Wds,
woodsman.

THE MULTICLASS CHARACTER: As your char-
acter advances in level, he or she may add new classes.
Adding a new class gives the character a broader range of
abilities, but all advancement in the new class is at the ex-
pense of advancement in the character’s other class or
classes. A wilder, for example, might become a combina-
tion wilder/armsman. Adding the armsman class would
give her proficiency in more weapons, better Fortitude
saving throws, and so on, but it would also mean that she
doesn’t gain new weaves, and thus is not as powerful a
channeler as she would have become by advancing her
wilder class a level instead. Rules for creating and ad-
vancing multiclass characters can be found at the end of
this chapter.
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CLASS AND LEVEL
BONUSES

An attack roll, saving throw, or skill check is a combina-
tion of three numbers, each representing a different fac-
tor: a random factor (the number you roll on 1d20), a
number representing the character’s innate abilities (the
ability modifier), and a bonus representing the character’s
experience and training. This third factor depends on the
character’s class and level. Each class table summarizes
the figures for this third factor.

Base Attack Bonus: Check the table for your charac-
ter's class. On an attack roll, apply the bonus from the
Base Attack Bonus column to the 1d20 roll. Use the
bonus that corresponds to the character’s class level.
Numbers after a slash indicate additional attacks at re-
duced bonuses: “+12/+7/+2" means three attacks per
round, with a base attack bonus of +12 for the first attack,
+7 for the second, and +2 for the third. Ability modifiers
apply to all these attacks normally, but bonuses from abil-
ity scores do not grant extra attacks.

For example, when Eselle the Taraboner wanderer is
4th level, she has a base attack of +3. With a thrown
weapon, she adds her Dexterity bonus (+3) for a total of
+6. Even though a +6 base attack bonus would grant an
additional attack at +1} raising that number from +3 to
+6 via ability, racial, or weapon bonuses doesn’t grant Es-
elle an additional attack. If a character has more than one
class (see Multiclass Characters, page 62), the base attack
bonuses for each class are cumulative.

Base Save Bonus: Check the table for your character’s
class. You'll see base saving throw bonuses for three types
of saves: Fortitude, Reflex, and Will. Use the bonuses that
correspond to the character’s class level. If a character has

more than one class (see Multiclass Characters, page 62),
the base save bonuses for each class are cumulative.

LEVEL-
DEPENDENT
BENEFITS

In addition to attack bonuses and saving throw bonuses,
all characters gain other benefits from advancing in level.
Table 3-1: Experience and Level-Dependent Benefits
summarizes these additional benefits.

XP: This column on Table 3-1 shows the experience
point total needed to achieve a given character level. For
multiclass characters, XP determines overall character
level, not individual class levels.

Class Skill Max Ranks: The maximum number of
ranks a character can have in a class skill is equal to his or
her character level + 3. A class skill is a skill frequently as-
sociated with a particular class—for example, Weavesight
is a class skill for channelers. Class skills are listed under
each class description in this chapter.

Cross-Class Skill Max Ranks: For cross-class skills
(skills neither associated with nor forbidden to the char-
acter’s class), the maximum ranks are one-half the maxi-
mum for a class skill. For example, at 1st level an initiate
could have 2 ranks in Move Silently (typically associated
with wanderers, and on that class’s list of class skills), but
no more. These 2 ranks in a cross-class skill would cost 4
skill points, whereas the same 4 points would buy 4 ranks
in a class skill such as Weavesight. The half ranks (1/2) in-
dicated on Table 3-1 don’t improve skill checks. They
simply represent partial purchase of the next skill rank

Table 3-1: Experience and Level-Dependent Benefits

Class
Character Skill Max
Level XP Ranks
1 0 4
2 1,000 5
3 3,000 6
4 6,000 7
5 10,000 8
6 15,000 9
7 21,000 10
8 28,000 11
9 36,000 12
10 45,000 13
11 55,000 14
12 66,000 15
13 78,000 16
14 91,000 17
15 105,000 18
16 120,000 19
17 136,000 20
18 153,000 21
19 171,000 22

190,000 23

Cross-Class
Skill Max Ability
Ranks Feats Increases
2 1st —
21/2 - -
3 2nd —
31/2 - 1st
4 - =
41/2 3rd -
5 < =
51/2 - 2nd
6 4th -
61/2 - -
7 - =
71/2 5th 3rd
8 3= =
81/2 - -
) 6th -
91/2 - 4th
10 - -
10 1/2 7th —
11 - -
11 1/2 5th
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and indicate the character is training to improve that
skall.

Feats: Every character gains one feat at 1st level and
another at every level evenly divisible by three (3rd, 6th,
9th, 12th, 15th, and 18th). These feats are in addition to
any bonus feats granted in the class descriptions later in
this chapter and any background feat from your charac-
ter's background. See Chapter 5: Feats for more on feats.

Ability Increases: Upon gaining any level evenly di-
visible by four (4th, 8th, 12th, 16th, and 20th), a charac-
ter increases one of his or her ability scores by 1 point.
The player chooses which ability score to improve. For
example, a wanderer with a starting Dexterity of 16 might
improve this to Dex 17 at 4th level. At 8th level, the same
character might improve the Dexterity score again (from
17 to Dex 18) or could choose to improve some other
ability instead. The ability improvement is permanent.

For multiclass characters, feats and ability increases
are gained according to overall character level, not class
level. Thus, a 3rd-level wilder/1st-level armsman is a 4th-
level character overall and eligible for her first ability
score boost.

CLASS
DESCRIPTIONS

The rest of this chapter, up to the section on multiclass
characters, describes the classes in detail. In each descrip-
tion, you'll first find a general discussion in “game world”
terms, the sort of description that characters in the world
could understand and the way such a character might de-
scribe himself or herself. These descriptions are general.
Individual members of a class may differ in their atti-
tudes, outlooks, and other aspects.

GAME RULE INFORMATION: Following the
general class description comes game rule information.
Not all of the following categories apply to every class.

Abilities: The Abilities entry tells you which abilities
are most important for a character of that class. Players
are welcome to “play against type,” but a typical charac-
ter of that class will have his or her highest ability scores
where they’ll do the most good (or, in game world terms,
be attracted to the class that most suits his or her talents
or for which he or she is best qualified).

Hit Die: The type of Hit Die used by characters of the
class determines the number of hit points gained
per level.

HD Type Class
d4 [nitiate
dé Wanderer, wilder
d8 Noble
d10 Algai’d’siswai, armsman, woodsman

A player rolls one Hit Die each time his character gains a
new level, then adds or subtracts any Constitution modi-
fier to the roll, and adds the result to his or her hit point

total. Even if the result is 0 or lower, the character always

gets at least 1 hit point. A Ist-level character gets the max-
imum hit points rather than rolling (although Constitu-
tion modifiers, plus or minus, still apply).

For example, Carielle gets a d8 Hit Die because she’s
a noble. At Ist level, she gets 8 hit points instead of
rolling. Since she has a Constitution score of 13, she has
a +1 bonus, raising her hit points to 9. When she reaches
2nd level (and every level thereafter), Carielle’s player
rolls a d8, adds her +1 Constitution bonus, and then adds
the total to Carielle’s hit points.

Class Table: This table details how a character im-
proves as he or she gains experience levels. Class tables
include the following:

Lewvel: The character’s level in that class.

Base Attack Bonus: The character’s base attack bonus
and number of attacks.

Fort Save: The base save bonus on Fortitude saving
throws. The character’s Constitution modifier also applies.

Ref Save: The base save bonus on Reflex saving
throws. The character’s Dexterity modifier also applies.

Will Save: The base save bonus on Will saving throws.
The character’s Wisdom modifier also applies.

Defense Bonus: The character’s bonus to his Defense.
This bonus does not stack with the armor bonuses; if
your character is wearing armor, you use the higher of
your armor defense bonus or this class defense bonus.

Reputation Score: The base value of the character’s Repu-
tation, The number may be increased by the character’s
deeds. See Reputation, page 105, for more information.

Special: Level-dependent class abilities, each explained
in the Class Features sections that follow.

Weawves per Day: How many weaves of each weave level
the character can cast each day (this information is only
included for channeling classes). If the entry is “~* for a
given level of weaves, the character may not cast any
weaves of that level (except by overchanneling—see Chap-
ter 9: The One Power). If the entry is a number, the char-
acter may cast that many weaves plus any bonus weaves.
Bonus weaves for initiates are based on Intelligence and
Wisdom. Bonus weaves for wilders are based on
Charisma and Wisdom.

A channeler can always choose to cast a lower-level
weave in a higher-level slot (see Casting the Weave,
page 160).

Class Skills: This section gives you the number of skill
points the character starts with at 1st level, the number of
skill points gained each level thereafter, and the list of class
skills. In each case, the character gets some number of skill
points each level, such as 6 for a woodsman or 8 for a wan-
derer. To this number, add or subtract the character’s In-
telligence modifier for the total points gained each level
(but you always at least 1 skill point per level, even for a
character with an Intelligence penalty). Remember that a
Ist-level character starts with four times this number of
skill points. Since the maximum rank in a class skill is the
character’s level + 3, at st level you can buy up to 4 ranks
in any class skill, at a cost of 1 skill point per rank.

For example, Corielle is a noble, so she gets 4 skill
points per level. She has a +1 Intelligence modifier, so
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that goes up to 5 skill points per level. At Ist level, she
gets four times that amount, or 20 skill points. Her max-
imum rank for a class skill is 4, so she could, for example,
divvy up her 20 points among five class skills with 4 ranks
each. (It's generally more useful to have a higher score in
a few skills than a lower score in many.)

You can also buy skills from other classes™ skall lists,
but each skill point only buys a half rank in these cross-
class skills, and you can only buy up to half the maxi-
mum rank a class skill would .
have (thus, the maximum
rank at 1st level for a cross-
class skill is 2). Some class
skills are exclusive, which
means that characters of
other classes cannot buy
those skills. For example, An-
imal Empathy is exclusive to
woodsmen. Other characters
can’t buy the Animal Empa-
thy skill. (See Table 4-2:
Skills, in Chapter 4.)

Class Features: These are
special characteristics of the
class. When applicable, this
section also mentions restric-
tions and disadvantages of
the class.

Weapon and Armor Profi-
cienncy: The weapons and
armor types with which the
character is proficient. Re-
gardless of training, cumber-
some armor interferes with
certain skills (such as Climb).
Note that characters can be-
come proficient with other
weapon or armor types by ac-
quiring the various Armor, Shield, and Weapon Profi-
ciency feats.

Other Features: Each class has certain unique capabili-
ties. Some, such as wanderers, have few. Others, such as
initiates, have many.

ALGAI’D’SISWAI

From the burning wastes of the “Three-fold Land” come
brave warriors, wearing no armor and wielding spear and
dagger to protect that which they hold dear, uphold the
oaths they have taken, and strike back against the evil
forces of Leafblighter (the Aiel term for the Dark One).
These “algai’d’siswai,” typically members of the Aiel race,
have proven their mettle and their value to those who
would be their allies. To enemies who underestimated
them, they have proved their cunning, resourcefulness,
and uncompromising resolve.

Adventures: Adventuring offers an algar'dsiswai the
chance to prove his combat skills and earn prestige and
honor within Aiel society. A trip north to attack the Dark

Algai’d’siswai

)

One’s forces in the Blight has brought fame to many an
algai’d’siswai, paving the way for him to assume a greater
role in leading his sept and clan. Adventuring is also the
best chance algai’d’siswai (the term is both singular and
plural) have of finding a place in less warlike lands than
the Waste, as most are restless, eager to put their skills to
use. Algai’d’siswai are not troubled by the dangers, the
uncertainties, and the wandering that adventuring in-
volves. They may adventure to defeat hated enemies,
such as Cairhienin “tree-
killers,” the servants of Leaf-
blighter, or rival clans.

Characteristics: The 4/
gat'd’siswai is an excellent
warrior., Where the armsman
has training and discipline,
however, the algai’'d’siswar
has carefully honed speed,
agility, and skill. Although
he never wears armor, the al-
gai'd’siswai’s abilities not
only protect him in combat,
they allow him to strike back
with lightning speed to kill
his foes with ease. He also
runs with great speed, and
can move and hide with al-
most matchless skill.

Origin: Algai’d’siswai
come from the uncivilized
lands of the Aiel Waste. An
algai’d’siswai adventurer
might have been sent to the
wetlands (the lands west of
the Spine of the World) on
some mysterious mission,
have been lured there by the
promise of riches or the
chance to “dance the spears”
with a hated enemy, or have been exiled from the Waste
due to a transgression (real or invented). Algai'd’siswai
share no bond with each other unless they come from the
same clan, sept, or warrior society; Aiel clans often fight
over water or other resources, for example.

Alternately, sometimes westlanders cross the Spine
and make their way into the Aiel Waste to learn to be-
come algai’d’siswai. This is very rare, but has been known
to happen. Such an algai’d’siswai might have many rea-
sons to return home for a time.

Background: Virtually all algai’d’siswai are Aiel; even
the name of the class (which comes from the Old Tongue)
is virtually unheard of in the westlands. As mentioned
above, on rare occasions the Aiel have taught other peo-
ple their fighting arts.

Examples of Algai'd’siswai in the Wheel of Time Novels:
Aviendha (before becoming a Wise One), Bael, Couladin,
Gaul, Rhuare.

GAME RULE INFORMATION: Algai'd’siswai

have the following game statistics.




Base Fort Ref  Will
Level Attack Bonus Save Save Save Bonus

1 +1 +0 +1 +0 +4
2 +2 +0 +2 +0 +5
3 +3 +1 +2 +1 +5
4 +4 +1 +2 +1 +6
5 +5 +1 +3 +1 +6
6 +6/+1 +2 +3 +2 +7
7 +7/+2 +2 +4 +2 +7
8 +8/43 +2 +4 +2 +3
9 +9/44 +3 +4 +3 +8
10 +10/45 +3 +5 +3 +9
11 +11/46/+1 +3 +5 +3 +9
12 +12/+7/+2 +4 +6 +4 +10
{53 +13/48/+3 +4 +6 +4 +10
14 +14/+49/+4 +4 +6 +4 +11
15  +15/+10/+5 +5 +7 +5 +11
16 +16/+11/+6/+1 +5 +7 +5 +12
17 +17/+12/+7/+2 +5 +8 +5 +12
18 +18/+13/+8/+3 +6 +8 +6 +13
19 +19/+14/4+9/+4 +6 +8 +6 +13
20 +20/-+15/4+10/+5 -+6 +9 +6 +14

Abilities: Strength is important for algai’'d’siswai be-
cause of its role in combat, and several algai’dsiswai skills
are based on Strength. Dexterity is almost as useful as
Strength, particularly since the algai’d’siswai do not wear
armor and rely so much on stealth and concealment. The
lack of armor can also make Constitution important,
since it provides extra hit points, but most alga: 'd’siswai
rely on their combat skills to keep from getting hurt. Wis-
dom is important for several algai’d’siswai skills.

Hit Die: d10.

Class Skills: The algai'd’siswai’s class skills (and the
key ability for each skill) are Balance (Dex), Climb (Str),
Craft (Int), Hide (Dex), Intimidate (Cha), Intuit Direction
(Wis), Jump (Str), Listen (Wis), Move Silently (Dex), and
Wilderness Lore (Wis). See Chapter 4: Skills for skill de-
scriptions.

Skill Points at 1st Level: (4 + Int modifier) x 4.
Skill Points at Each Additional Level: 4 + Int modifier.

Class Features: All of the following are class features
of the algai’d’siswa.

Weapon and Armor Proficiency: An algai’d’siswai
is proficient with all simple weapons except the short
sword. algai’d ’siswai despise swords, and will not gener-
ally even touch them. For this reason, algai’d’siswai gain
no experience points from encounters in which they
use swords.

Algai’d’siswai do not wear armor and do not start with
armor proficiencies. When wearing armor, an algai'd*-
siswai loses all class abilities and gains no experience
points.

Fast Movement: The alga:i’d’siswai has a speed faster

~ than the norm for his race by +10 feet (making it 40 for
human algai’d’siswar),

Table 3-2: The Algai'd’siswai

Def Reputation

Score  Special

Fast movement, Weapon Focus (shortspear)
Dance the spears (+2 bonus to initiative)
Uncanny dodge (retain Dex bonus to Defense)
Stealthy movement

Uncanny dodge (can’t be flanked)

Dance the spears (+4 bonus to initiative)

Uncanny dodge (+2 against traps)

Dance the spears (+6 bonus to initiative)
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Dance the spears (+8 bonus to initiative)

Weapon Focus: At 1st level the algai’d’siswai gains
the bonus feat Weapon Focus for the shortspear.

Dance the Spears: The algai'd’siswai fighting style
emphasizes speed, agility, maneuverability, and reflexes.
At 2nd level, an algai’d’siswai receives a +2 bonus on ini-
tiative checks. This bonus increases to +4 at 8th level, +6
at 14th level, and +8 at 20th level.

Uncanny Dodge: Starting at 3rd level, the al-
gai’d’siswai gains the extraordinary ability to react to
danger before his senses would normally allow him to. At
3rd level and above, he retains his Dexterity bonus to De-
tense (if any) regardless of being caught flat-footed or
struck by an invisible attacker. (He still loses his Dexterity
bonus to Defense if immobilized.)

At 6th level, the algai'd’siswai can no longer be
flanked; he can react to opponents on opposite sides of
him as easily as he can react to a single attacker. This de-
fense denies a wanderer the ability to use a flank attack to
sneak attack the algas’d’siswai. The exception to this de-
fense is that a wanderer at least four levels higher than the
algai’d’siswai can flank him (and thus sneak attack him).

At 12th level, the alpai'd’siswai gains an intuitive
sense that alerts him to danger from traps, giving him a
+2 bonus to Reflex saves made to avoid traps and a +2
dodge bonus to Defense against attacks by traps.

Stealthy Movement: algai'd’siswai may add their Re-
flex save bonus to all Move Silently and Hide checks.

ARMSMAN

The conquering overlord, the Whitecloak lieutenant, the
king's champion, the elite foot soldier, the hardened mer-
cenary, and the bandit king—all are armsmen. Armsmen
can be stalwart defenders of those in need, cruel maraud-
ers, or gutsy adventurers. Some are among the land’s best




souls, willing to face death for the greater good. Others
are among the worst, those who have no qualms about
killing for private gain, or even for sport. Armsmen who
are not actively adventuring may be soldiers, guards,
bodyguards, champions, or criminal enforcers. An adven-
turing armsman might call himself a warrior, a mercenary,
a thug, or simply an adventurer.

Adventures: Most armsmen see adventures, military
service, raids, and dangerous missions as their job. Some
have patrons or commanders who pay them regularly.
Others prefer to live like prospectors, taking great risks in
hapes of the big haul. Some armsmen are more civic-
minded, using their combat skills to protect those in dan-
ger who cannot defend themselves. Whatever their initial
motivations, however, armsmen often wind up living for
the thrill of combat and adventure.

Characteristics: Of all classes, armsmen have the best
all-around fighting capabilities. Armsmen are familiar
with all the standard weapons and armors. In addition to
general fighting prowess, each armsman develops particu-
lar specialties of his or her own. A given armsman may be
especially capable with certain weapons, another trained
to execute specific fancy maneuvers. As armsmen gain ex-
perience, they get more opportunities to develop their
fighting skills. Thanks to their focus on combat maneu-
vers, they can master the most difficult ones relatively
quickly.

Origin: Armsmen come to their profession in many
ways. Most have had formal training in a noble’s army or
at least in the local militia. Some have trained in formal
academies. Others are self-taught—unpolished but well
tested. An armsman may have taken up the sword as a
way to escape the limits of life on the farm, or he may be
following a proud family tradition. Armsmen share no
special identity. They do not see themselves as a group or
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brotherhood. Those who hail from a particular academy,
mercenary company, or lord’s regiment, however, share a
certain camaraderie.

Background: Armsmen can have any background
(though Ogier armsmen are rare indeed, as are Aiel). Mid-
lander armsmen may be from the village militia or watch,
the Queen’s army in Andor, or the legions of the Chil-
dren of the Light. In the Borderlands, armsmanship is a
way of life for much of the population. The war between
the Domani and the Taraboners, the Tairens and the Il-
lianers, and the Cairhienin and the Aiel have bred many
armsmen.

For armsmen of common status, the weapons of
choice are usually pikes and bows, axes (battle axes for
horsemen, hafted axes for infantry), or spears. Noblemen,
experienced mercenaries, and members of standing
armies such as the Children of the Light tend toward
longswords. Village militiamen often have to make do
with whatever weapons they can scrounge or quickly
manufacture, such as boar pikes, scythes, pitchforks,
staffs, and clubs.

Examples of Armsmen in the Wheel of Time Novels:
Gareth Bryne, Pedron Niall, Agelmar Jagad, Gawyn
Trakand, Galadedrid Damodred, Talmanes Delovinde,
Nalesean Aldiaya, Uno.

GAME RULE INFORMATION: Armsmen have
the following game statistics.

Abilities: Strength is especially important for arms-
men because it improves their melee attack and damage
rolls. Constitution is important for giving armsmen lots
of hit points, which they’ll need in their many battles.
Dexterity is important for armsmen who want to be good
archers or who want access to certain Dexterity-oriented

Table 3-3: The Armsman

Base Fort Ref Will
Level Attack Bonus Save Save Save
1 +1 +2 +1 +0
2 +2 +3 +2 +0
3 +3 +3 +2 +1
4 +4 +4 +2 +1
5 +5 +4 +3 +1
6 +6/+1 +5 +3 +2
7 +7{+2 +5 +4 +2
8 +8/43 +6 +4 +2
9 +9/44 +6 +4 +3
10 +10/4+5 +7 +5 +3
11 +11/+6/+1 +7 +5 +3
12 +12/+7/+2 +8 +6 +4
13 +13/+8/+3 +8 +6 +4
14 +14/4+9/+4 +9 +6 +4
15 +15/410/45 +9 +7 +5
16 +16/+11/+6/+1 +10 +7 +5
17 +17/+12/+7/42 +10 +8 +5
18 +18/+13/+8/+3 +11 +8 +6
19 +19/4+14/49/+4 +11 +8 +6
20 +20/+15/+10/4+5 +12 +9 +6

Def  Reputation

Bonus Score Special
+2 0 Bonus feat
+2 1
+3 1 Armor compatibility
+3 1 Bonus feat, Weapon Specialization
+3 2
+4 2 Bonus feat
+4 3
+4 3
+5 3
+5 4 Bonus feat
45 4
+6 5 Bonus feat
+6 5
+6 5
+7 6
+7 6 Bonus feat
+7 7
+8 7 Bonus feat
+8 i
+8 8 Bonus feat




feats, but the heavy armor that armsmen often wear re-
duces the benefit of a very high Dexterity.
Hit Die: d10.

Class Skills: The armsman’s class skills (and the key
ability for each skill) are Climb (Str), Craft (Int), Handle
Animal (Cha), Intimidate (Cha), Jump (Str), Ride (Dex),
and Swim (Str). See Chapter 4: Skills for skill descriptions.

Skill Points at 1st Level:
(4 + Int modifier) x 4.

Skill Points at Each Addi-
tional Level: 4 + Int modifier.

Class Features: All of
the following are class fea-
tures of the armsman.

Weapon and Armor Pro-
ficiency: The armsman is pro-
ficient in the use of all simple
and martial weapons, all
armor (heavy, medium, and
light), and shields. Note that
SOme armor types incur armor
check penalties to the skills
Balance, Climb, Escape Artist,
Hide, Jump, Move Silently,
Pick Pocket, and Tumble.
Also, Swim checks suffer a -1
penalty for every 5 pounds of
armor and equipment carried.

Bonus Feats: At st
level, the armsman gets a
bonus feat in addition to the
feat that any Ist-level charac-
ter gets. The armsman gains
an additional bonus feat at
4th level and 6th, 10th, 12th,
16th, 18th, and 20th levels.
These bonus feats must be
drawn from the following list: Ambidexterity, Blind-
Fight, Combat Expertise (Improved Disarm, Improved
Trip, Whirlwind Attack), Combat Reflexes, Dodge (Mo-
bility, Spring Attack), Exotic Weapon Proficiency®, Im-
proved Critical®, Improved Initiative, Improved
Unarmed Strike, Mounted Combat (Mounted Archery,
Trample, Ride-By Attack, Spirited Charge), Point Blank
Shot (Far Shot, Precise Shot, Rapid Shot, Shot on the
Run), Power Attack (Cleave, Improved Bull Rush, Sunder,
Great Cleave), Quick Draw, Two-Weapon Fighting (Im-
proved Two-Weapon Fighting), Weapon Finesse®,
Weapon Focus™, Weapon Specialization®.

Some of the bonus feats available to an armsman can-
not be acquired until the armsman has gained one or
more prerequisite feats; these feats are listed parentheti-
cally after the prerequisite feat. An armsman can select
feats marked with an asterisk (*) more than once, but it
must be for a different weapon each time. An armsman
must still meet all prerequisites for a feat, including abil-
ity score and base attack bonus minimums. (See Chapter

Cairbienen armswoman

5: Feats for descriptions of feats and their prerequisites.)

Important: These feats are in addition to the feat that
a character of any class gets every three levels (as per Table
3-1: Experience and Level-Dependent Benefits). The
armsman 1s not limited to the list given here when choos-
ing those feats.

Armor Compatibility: Because they are trained to shrug
off blows rather than relying on agility to dodge them, arms-
men have lower natural Defense bonuses than other fighting
classes. However, armsmen
benefit more from armor.
When an armsman wears
armor or carries a shield, his
class Defense bonus stacks
with the equipment bonuses
of the armor and shield.

For multiclass characters,
this applies only to the class
Defense bonus gained from
levels in the armsman class,
not from levels in other classes.
Also, the -2 penalty to total
class Detense bonus for multi-
classing does not affect armor
compatibility. For example, a
3rd-level wanderer/4th-level
armsman has a class Defense
bonus of +5 (+4 for wanderer,
+3 for armsman, -2 for multi-
classing). When wearing
armor, he retains the -3
bonus for his armsmen levels,

Weapon Specialization:
On achieving 4th level or
higher, as a feat the armsman
may take Weapon Specializa-
tion, Weapon Specialization
adds a +2 damage bonus with
a chosen weapon. The arms-
man must have Weapon Focus
with that weapon to take Weapon Specialization. If the
weapon is a ranged weapon, the damage bonus only applies
if the target is within 30 feet, because only at that range can
the armsman strike precisely enough to hit more effectively.
The armsman may take this feat as a bonus feat or as a reg-
ular one. Other classes may not take Weapon Specialization
as a feat unless so noted in their descriptions.

INITIATE

Initiates parley their wisdom, the respect they command
from nobility and commoner alike, and the One Power
into positions of responsibility and control. From the Aes
Sedai of the White Tower to the men of the Asha’man,
from the Aiel Wise Ones to the Atha’an Miere Windfind-
ers, initiates are trained not just in the art of the One
Power, but in the skills to counsel and advise the leaders of
their nations. But they don’t act alone—initiates serve the
traditions that train and aid them throughout their lives.
Adventures: Most initiates find themselves immersed
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in adventure as they go about the missions assigned to
them by their superiors. Sometimes such missions are
straightforward—to carry a message to a local lord, for in-
stance—but more often they are difficult, open-ended, and
even mysterious in their ultimate goals. Although they are
powerful wielders of the One Power, initiates are nonethe-
less vulnerable to the many physical dangers of the world,
and usually gather a group of companions or other adven-
turing types about them for the protection they offer. No
other class, however, can match the wisdom and insight of
the initiate, and the initiate’s mission is always paramount.
As such, initiates are often the leaders of their parties.

Characteristics: The initiate’s strengths are the One
Power and the certainty of his intelligence and insight.
Over time, the initiate develops both in tandem, and
turns them to the service of his tradition.

All other conditions are secondary. The traditions of
the initiates are above petty desires and affairs; what they
do shapes nations, and perhaps even the world. For that
reason, nothing is as important to the initiate as develop-
ing his abilities and pursuing the agendas of his tradition.

Origin: Every initiate belongs to a tradition, whether
it's the Aes Sedai, the Asha’man (whether the Asha’man
exist in your campaign depends on when the GM sets it),
the Wise Ones, or the Windfinders. Having been discov-
ered by this organization at a young age—or perhaps hav-
ing sought them out when the One Power first began to
manifest itself—the initiate was immersed in an intense
program of training, discipline, and study that has lasted
for years. All other members of the initiate’s tradition are
comrades (though there are often internal rivalries), supe-
rior to noninitiates due as much to their training and wis-
dom as to the One Power. Members of other traditions
are almost certainly lesser students of the One Power, to

be studied and perhaps sometimes worked with, but
never due the respect of one’s own tradition. Wilders de-
serve even less respect, and perhaps even pity for their sad
lack of education in the True Source.

Background: Initiates are always human, never Ogier.
Among the westlanders (midlanders, Borderlanders,
Cairhienin, Domani, Ebou Dari, Illianers, Tairens, Tar Val-
oners, and Taraboners), initiates belong to the Aes Sedai, if
they are women, or the Asha'man, if they are men (if your
campaign is set before the advent of the Asha’man, men
cannot be initiates). Aiel initiates are Wise Ones, who are
always women; men who can channel set off into the
Blight to destroy as many Shadowspawn as possible before
they themselves are killed. Among the Atha’an Miere, ini-
tiates join the Windfinders, while men who can channel
are “given to the sea” (killed) as soon as their ability 1s de-
tected. Occasionally, initiates join traditions outside of
their cultures (such as a young Atha’an Miere woman
going to Tar Valon to become an Aes Sedai), but such in-
stances are extremely rare, and the outsider may be the tar-
get of suspicion or prejudice within this adopted tradition.

There are some important differences between male
and female initiates; see Men Who Can Channel, page 53.

Examples of Initiates in the Wheel of Time Novels:
Moiraine Sedai, Elaida Sedai, and any other Aes Sedai sis-
ters; Amys and other Wise Ones who can channel.

GAME RULE INFORMATION: Initiates have the
following game statistics:

Abilities: Intelligence determines how powerful a
weave an initiate can cast, while Wisdom determines how
hard her weaves are to resist. Intelligence and Wisdom
both determine how many weaves the initiate can cast per
day. To cast a weave, an initiate must have an Intelligence
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Table 3-4: The Initiate

Base Fort Ref Will Def Reputation

Level Attack Bonus Save  Save  Save Bonus Score Special
1 +0 +2 +1 +2 +2 1 Bonus channeling feat, Weavesight
2 +1 +3 +2 +3 +2 1 Bonus channeling feat
3 o +3 +2 +3 +3 2 Slow aging
4 +2 +4 +2 +4 +3 2 Bonus channeling feat
5 +2 +4 +3 +4 +3 3
6 +3 +5 +3 +5 +4 3 Bonus channeling feat
7 +3 +5 +4 +5 +4 4
8 +4 +6 +4 +6 +4 4 Bonus channeling feat
9 +4 +6 +4 +6 +5 5
10 +5 +7 +5 +7 +5 5 Bonus channeling feat
11 +5 +7 +5 +7 +5 6
12 +6/1 +8 +6 +8 +6 6 Bonus channeling feat
13 +6/1 +38 +6 +8 +6 7
14 +7/+2 +9 +6 +9 +6 7 Bonus channeling feat
15 +7/+2 +9 +7 +9 +7 8
16 +8/+3 +10 +7 +10 +7 8 Bonus channeling feat
17 +8/43 +10 +8 +10 +7 9
18 +9/+4 +11 +8 +11 +8 9 Bonus channeling feat
19 +9/+4 +11 +8 +11 +8 10
20 +10/+5 +12 +9 +12 +8 10 Bonus channeling feat
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score of 10 + the weave’s level. An initiate gets bonus

weaves based on both Intelligence and Wisdom—that is, if
the initiate has high enough ability scores in both Intelli-
gence and Wisdom to grant bonus weaves, he gains the

- bonus weaves from both. The
- Difficulty Class of a saving
throw against an initiate’s
weave 1s 10 + the weave’s level
+ the initiate’s Wisdom modi-
fier. Like a wilder, an initiate
benefits from high Dexterity
and Constitution scores.
Hit Die: d4.

Class Skills: The initiate’s
class skills (and the key ability

for each skill) are Composure

(Wis), Concentration (Wis),
Decipher Script (Int), Diplo-
macy (Cha), Gather Informa-
tion (Cha), Heal (Wis),
Intimidate (Cha), Invert (Int),
Knowledge (varies) (Int), Sense
Motive (Wis), and Weavesight
(Int). See Chapter 4: Skills for
skill descriptions.

Skill Points at 1st Level: (4
+ Int modifier) x 4.

Skill Points at Each Addi-
tional Level: 4 4+ Int modifier.

Class Features: All of the

following are class features of

the initiate.

Level
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Weapon and Armor Proficiency: Initiates are profi-

Table 3-5: Initiate Weaves

Weaves per Day
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cient with the club and the dagger. Initiates are not pro-
ficient with any type or armor, nor with shields. Note that
some armor types incur armor check penalties to the skills

Balance, Climb, Escape
Artist, Hide, Jump, Move
Silently, Pick Pocket, and
Tumble. Also, Swim checks
suffer a -1 penalty for every
5 pounds of armor and
equipment carried.

The One Power: Initi-
ates, like wilders, draw upon
the Five Powers of the True
Source to cast arcane weaves,

Affinities: Your initiate
begins play with an Affinity
for one of the Five Powers
(Air, Earth, Fire, Spirit, or
Water). This Affinity makes
the initiate particularly
strong with weaves that use
only that Power. He or she
will be less capable with
weaves that involve the other
powers, and be somewhat
hampered in weaves that
don’t use that Affinity at all.
If your initiate is a female,
choose your Affinity from
among Air, Spirit, and Water.
If he 1s a male, choose Earth,
Fire, or Spirit. Your initiate
can gain more Affinities with

the Additional Affinity feat.
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3 2 1
3 2 1
4 3 3
4 4 4
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telligence score of at least 10 + the weave’s level. The Dif-
ficulty Class for saving throws against initiate weaves is 10
+ the weave’s level + the intiate’s Intelligence modifier.

Cross-Talent Weaves: Beyond 0-level weaves, initiates
can only cast weaves within their Talents. An initiate may
learn and cast any 0-level weave, but may only learn and
cast weaves of st level or higher if they are within one of
his or her Talents.

Overchanneling: Like wilders, initiates can overchannel
to cast more weaves than they are normally able (see Over-
channeling, page 162). For instance, following the example
above, if Brehanna had cast three 1st-level weaves already
in one day, she could attempt to overchannel to cast an-
other one. Initiates are not as adept at overchanneling as
wilders are, though, and receive no bonuses to do so. See
Chapter 9: The One Power for more on overchanneling.

Tradition and Mentor: Every initiate is a member of
one of four traditions: the Aes Sedai, the Wise Ones of
the Aiel, the Atha’an Miere Windfinders, or the Asha’-
man. Of the four, only the Asha’man admit men (in fact, f
they only take men); the others are open exclusively to
women. Each of these organizations trains initiates with
the understanding that they will go on to serve the or-
ganization, and they expect that service, to one degree or
another, throughout the initiate’s lifetime.

At 1st level, an initiate is still in an advanced state of
training with his or her tradition. For the Aes Sedai, this

Talents and Weaves: Your initiate begins play having
one common Talent and knowing eight common weaves of
0 level or 1st level (including multilevel weaves that include
level 0 or 1). An initiate can gain more Talents with the Ad-
ditional Talent feat. As the game progresses, your initiate
can learn new weaves through observation and training. See
the Weavesight skill description for more information.

An initiate is limited to casting a certain number of
weaves of each level per day. The number of weaves he
can cast per day is improved by his bonus weaves granted
by Intelligence and Wisdom, if any. For instance, at Ist
level, the initiate Brehanna can cast three 1st-level weaves
per day—one for being lst level (see Table 3-5: Initiate
Weaves), plus one thanks to her high Intelligence and an-
other one due to her Wisdom. Among the weaves that
Brehanna knows are false trail, sense Shadowspawn, and
trace. In any given day, she can cast false trail three times,
cast sense Shadowspawn three times, cast frace three times,
or cast two or three of these weaves in any combination
for a total of three times.

An initiate may use a higher-level slot to cast a lower-
level weave if he so chooses. For example, if an 5th-level
initiate has used up all of his 2nd-level weave slots for the
day but wants to cast another one, he could use a 3rd-
level slot to do so. The weave is still treated as its actual
level, not the level of the slot used to cast it.

To learn or cast a weave, an initiate must have an In-
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MEN WHo CAN CHANNEL

for small groups of women to link without men, it is
never possible for men to link without any women in

their group. See Linking, page 159, for details.

Until recently, the very idea of a
man who could channel was ab-
horrent. Men who could channel

v

were hunted down if their abili-
ties were ever known, and with
no chance to learn from others,
they faced a short life ending in
madness even if they managed
to keep their taint a secret.

With the establishment of the Black Tower and
the Asha’man, men have the opportunity to become
initiates and develop their powers. As they do, the dif-
ferences between male and female channelers are be-
coming more apparent. Men are generally more
powerful channelers than women, but they are still
threatened with madness and perhaps early death. In
addition to the prejudice that male channelers face,
here are the differences in game terms:

Bonus Weaves: Every male channeler gains five
bonus weaves: one each of 1st, 2nd, 3rd, 4th, and 5th
level. As with bonus weaves granted by high ability
scores, these weaves can be used only when the chan-
neler is of high enough level to cast them.

Block: Male wilders can gain the Eliminate Block
feat at 1st level, effectively beginning the game with-
out a block. Female wilders cannot gain the Eliminate
Block feat until 3rd level.

Linking: Channelers link to tap into greater power
than they can manage individually. While it is possible

Madness: Every male channeler has a Madness
rating. This is a secret statistic maintained by your
GM. When you create your character, your GM se-
cretly rolls 1d6. That is your Madness rating. Every
time you overchannel, your GM adds one point to
your Madness rating. Every time you increase in
level (regardless of whether you advance your chan-
neling class or add a nonchanneling multiclass),
your GM rolls an additional 1d6 and adds the result
to your rating.

As your rating increases, madness may begin to
take over your character. Early on, you may have to
make Will saves to prevent momentary outbursts or
bouts of insanity. As the madness tightens its grip,
these saves will grow more frequent and difficult.
Eventually, if your Madness rating grows high
enough, you may become permanently insane and
even begin to suffer the horrible rotting disease that
consumes men who have exposed themselves too
much to the taint on saidin.

All is not hopeless, however. Some men manage
to stave off the effects of the taint, holding on to san-
ity by constant mental vigilance or some mysterious
inner strength. The Mental Stability feat reduces your
Madness rating, allowing you to hold insanity at bay,
for a while at least.
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means that the initiate is an Accepted, a rank above that of
novice but still not quite a full Aes Sedai. Among the
Asha’man, a Ist-level initiate is a Dedicated. The Windfind-
ers and Wise Ones do not have such formal ranks for
trainees; initiates at Ist level are simply senior apprentices.

As a “junior” member of his traditions, every Ist-level
initiate begins play with a mentor, a full member of his
tradition who has the right to command and control the
character. Until they “graduate” to become full-fledged
Aes Sedai, Asha’man, Wise Ones, or Windfinders, initi-
ates are expected to obey their mentors in all things
(young Aes Sedai are expected to abide by the Three
Oaths, even though they are not bound to them by the
Oath Rod until they graduate to full status). Failure to do
so puts the initiate at odds with his or her tradition, pos-
sibly forcing a dangerous confrontation with an organi-
zation of very powerful channelers.

To graduate to full status, an initiate will have to mul-
ticlass, adding the prestige class appropriate to his tradi-
tion. This typically becomes possible at around 6th level.
Becoming a full-fledged Aes Sedai (to look at one exam-
ple) frees an initiate from the oversight of her mentor, but
it merely loosens—without completely eliminating—the
bonds of her tradition. Initiates are expected to work for
the benefit of their tradition throughout their careers, re-
gardless of what level they become.

For more information on the channeling traditions,
see Chapter 9: The One Power.

Bonus Channeling Feats: At Ist level, the initiate
gets a bonus channeling feat in addition to the feat that
any lst-level character gets and any bonus feat granted by
the initiate’s background. The initiate gets an additional
bonus channeling feat at 2nd level, and every two levels
thereafter (4th, 6th, 8th, and so forth). The initiate can

choose any channeling feat, so long as he or she meets all
the usual prerequisites for it.

Important: These bonus feats are in addition to the
teats that a character of any class gets every three levels (as
per Table 3-1: Experience and Level-Dependent Bene-
fits). The initiate is not limited to channeling feats when
choosing those feats.

Weavesight: The intense training that all initiates go
through requires them to identify and emulate a broad
range of Talents and weaves. As a result, every initiate
gains a +4 competence bonus to all Weavesight checks.

Slow Aging: The ability to channel slows the aging
process. Starting at 3rd level, divide your level by 2. The
result is the number of years that must pass for your char-
acter to age one year. For example, a 4th-level initiate ages
one year for every two years that goes by (in other words,
she ages at half the rate of normal people). A 12th-level
initiate ages one year every six years (or one-sixth the rate
of normal people).

NOBLE

Members of the noble class use their intelligence and nat-
ural charisma to make their way in the world. True royalty
and nobility, elected officials, merchants so wealthy that
they effectively function as nobles, military commanders,
and crime lords—the types of people who belong to this
class are varied and numerous. Some bring honor to the
name. Others are sly, treacherous, and dishonorable to
the core. With a winning smile, a golden tongue, or a
powerful message the noble commands respect, makes
friends, and inevitably influences people.

Adventures: An adventuring noble might be an aide
or companion to a more powerful noble, a wealthy mer-

Table 3-6: The Noble

Base Fort Ref Will
Level Attack Bonus Save  Save Save
1 +0 +0 +1 +2
2 +1 +0 2 43
3 +2 +1 +2 T3
4 +3 +1 +2 +4
5 +3 +1 +3 +4
6 +4 +2 +3 +5
7 +5 +2 +4 +5
8 +6/+1 +2 +4 +6
9 +6/+1 +3 +4 +6
10 +7/42 +3 +5 +7
11 +8/-+3 +3 +5 +7
12 +9/+4 +4 +6 +8
13 +9/+4 +4 +6 +8
14 +10/+5 +4 +6 +9
15 +11/46/+1 +5 +7 +9
16 +12/47/+2 +5 +7 +10
17 +12/47/+2 +5 +8 +10
18 +13/+8/+3 +6 +8 +11
19 +14/49/+4 +6 +8 +11
20 +15/+10/+5 +6 +9 +12

Def  Reputation
Bonus Score Special
=+3 3 Bonus class skill, call in a favor
+4 4 Inspire confidence +1
+4 4 Call in a favor
+4 5 Command +2
+5 5 Call in a favor
+5 6 Inspire confidence +2
+6 6 Call in a favor
+6 7 Command +4
+6 7 Call in a favor
+7 8 Inspire confidence +3
+7 8 Call in a favor
+8 9 Command +6
+8 9 Call in a favor
+8 10 Inspire confidence +4
+9 10 Call in a favor
+9 11 Command +8
+10 Tl Call in a favor
+10 12 Inspire confidence +5
+10 12 Call in a favor
+11 13 Command +10
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chant who’s bought himself a title but still likes to go on
trading journeys, a diplomat, a crusading reformer, a mil-
itary commander, or the like, Nobles often feel responsi-
ble for others, though most consider themselves to be
better than others as well.

Characteristics: The noble fosters feelings of good
will and honesty, or at least the illusion of such, to suc-
ceed. Where other classes charge into a fight, the noble
starts out asking questions and hopes to finish by negoti-
ating a deal, or by exploiting the respect others feel for his
position (and, typically, his wealth and resources) to get
things done. Most believe they can accomplish more
with words and deeds than with violence, though
they will quickly draw a sword when push comes to
shove. The noble is more comfortable in civilized re- 2
gions of the world, where law and the established so-
cial order have some meaning. Nobles are <
good talkers, negotiators, and bluffers, and
the military training many of them receive
makes them worthy adversaries in combat.
They have a knack for inspiring others and
make good leaders.

Origin: Nobles come to their profession
in a variety of ways. Most are born into a
noble or royal family, then trained from their
earliest days to assume the mantle of respon-
sibility which is their burden. Altruistic nobles
believe it 1s their duty to serve and lead for the
benefit of those who follow them. More selfish
nobles seek the fame, wealth, and power often asso-
ciated with their positions. Power-hungry nobles take
advantage of the system and wind up helping others
only to help themselves. The halls of power call.
How the noble answers is up to him.

Background: Every kingdom in the west-
lands has its nobles, and even the Aiel, Atha’an
Miere, and Ogier have “upper classes” or leaders
who qualify as nobles in some senses. Cairhien
and Arad Doman, with their extensive noble lin-
eages and emphasis on the Game of Houses,
have the best known groups of nobles, but
Andor, Tear, Illian, and many other realms have
broad and powerful peerages as well. In short, a
noble can come from whatever region his player prefers.

Examples of Nobles in the Wheel of Time Novels:
Queen Morgase of Andor, First Berelain sur Paendrag of
Mayene, Lady Colavaere, Lord Barthanes, Lord Luc,
Lady Dyelin.

GAME RULE INFORMATION: Nobles have the
following game statistics:

Abilities: Charisma is undoubtedly a noble’s most
important ability score, as the noble’s skill at interacting
with others and projecting a sense of confidence are cru-
cial for his or her success. Wisdom and Intelligence form
the basis of other important skills, so these ability scores
are also significant. Nobles who focus on their roles as
military commanders benefit from high Strength, Dexter-
ity, and Constitution scores as well.

Hit Die: d8.

Tairen
noble

Class Skills: The noble’s class skills (and the key abil-
ity for each skill) are Appraise (Int), Bluff (Cha), Diplo-
macy (Cha), Gather Information (Cha), Innuendo (Cha),
Intimidate (Cha), Knowledge (all skills, taken individually)
(Int), Listen (Wis), Perform (Cha), Ride (Dex), Sense Mo-
tive (Wis), and Speak Language (none). See Chapter 4:
Skills for skill descriptions.

Skill Points at Ist Level: (4 + Int modifier) x 4,
Skill Points at Each Additional Level: 4 + Int modifier.

Class Features: All of the following are class fea-
tures of the noble:

Weapon and Armor Proficiency: The noble is
proficient in the use of all simple and martial weapons,
light armor, and shields. Note that some armor types
incur armor check penalties to the skills Balance,
A Climb, Escape Artist, Hide, Jump, Move Silently,
Pick Pocket, and Tumble. Also, Swim checks suffer a
—1 penalty for every 5 pounds of armor and equip-
ment carried.

Bonus Class Skill: At 1st level, a noble may
designate any one cross-class skill (except for a
channeling skill) as a class skill. This represents

an area of “illicit” or “unapproved” expertise.
Call in a Favor: At Ist level, and at every
odd-numbered level thereafter (3rd, 5th, 7th,
9th, 11th, and so on), the noble gains the abil-
ity to call in a single favor. By using this favor, the
noble can call upon contacts and resources most he-
roes don’t have. This allows the noble to gain im-
portant information without going through the time
and trouble of a Gather Information check, or to reg-
uisition resources without paying for them.

To successfully call in a favor, the noble makes a spe-
cial Charisma check, adding his or her level to the
roll. The GM sets the check’s DC. Simple favors
have a DC of 10, while expensive or illegal favors
could have a DC of 25 or higher. The noble can't

take 10 or take 20 on this check (see Chapter 4:

Skills for information on taking 10 and taking 20), nor

can he or she make multiple attempts at the same (or
virtually the same) favor. However, the favor isn’t called in
if the noble fails the roll; he can try later to call in a dif-
ferent favor. Truly extreme favors, such as getting the plans
to the Stone of Tear, are generally impossible. Such tasks
should be the basis of an adventure, not a single die roll.

A noble can accumulate multiple “favors™ if he or she
doesn’t use ones previously gained. Unused favors don’t
“expire,” though the noble can never have more than five
favors “stored up.” If a noble has five unused favors and
gains another for reaching an odd-numbered level, the
new favor is lost. Once a noble uses one of his or her fa-
vors, he can never use it again.

The GM should carefully monitor the noble’s use of
favors to ensure that this ability isn’t abused. The success
or failure of a mission shouldn’t hinge on the use of a
favor, and calling in favors shouldn’t replace good role-
playing or the use of other skills. The GM may disallow
any favor he deems disruptive to the game.




Inspire Confidence: Beginning at 2nd level, a noble
can use oratory to inspire confidence in allies. To inspire
confidence, the noble must speak (and the allies must
hear the noble speaking) for at least 1 round, and the
noble must make a Diplomacy check with a DC equal to
10 +1 per five allies to be inspired (including the noble).

An ally inspired with confidence gains a +1 bonus to
attacks, +1 to all skill checks, and +1 to Will saves (these
bonuses are competence bonuses). The effect begins as
soon as the noble ends an inspirational speech and lasts
for 10 minutes per round the noble spent inspiring the al-
lies, to a maximum of 5 hours for 30 rounds of inspira-
tion. Thus, a noble who speaks for 6 rounds grants the
bonus for 60 minutes. The noble may attempt to use this
ability once per day. Whether or not the Diplomacy
check succeeds, the noble may not attempt to inspire
confidence again for at least 24 hours.

The confidence inspired by the noble increases as the
noble attains levels, For every four levels after 2nd, the
bonus increases by +1, to a maximum of +5 at 18th level.

Command: At 4th level, the noble can guide the co-
operation of other characters by making a Charisma
check (DC 15 + the number of characters commanded).
This increases the bonus granted by cooperation by +2
(see Cooperation, page 70). This increase goes up by two
(to +4, +6, and so forth) every four levels (8th, 12th,
16th, and 20th). Commanding other characters takes as
long as the task to be attempted (minimum of a full
round).

WANDERER

Wanderers share little in common with each other. Some
are stealthy thieves (and they, unfortunately, make peo-
ple suspicious of all wanderers). Others are silver-
tongued tricksters. Still others are explorers, merchants,
outlaws, gamblers, thugs, peddlers, Tuathaan, traveling
scholars, or the like. Whatever their profession, they
share a reliance on skills and abilities, quick-wittedness,
and a certain willingness to take risks that most people
wouldn’t dare.

Adventures: Wanderers adventure for several rea-
sons. First and foremost, they're in it for whatever they
can get. Many wanderers lust for gold or other treasures
and gladly take any risk commensurate with the reward.
Second is curiosity. Many of them yearn to see new
places, learn new things, and broaden their experience.
Third, they like to pit their wits against the challenges
that confront them.

Characteristics: It's difficult to generalize about the
characteristics of the wanderer. As a group, they encom-
pass everyone from pacifistic Tuatha’an, to greedy traders,
to vicious assassins who don’t flinch at taking human life.
At best, one can say that virtually all wanderers survive,
to a certain extent, on their wits and skills, They don’t go
around wearing heavy armor, carrying heavy weapons, or
displaying awesome fighting prowess like an armsman or
algar’d’siswai. Instead, they have nimble fingers and nim-

* ble minds, both of which they use to make a good living
_and enjoy themselves, Many of them count on their luck

to help them out, too (and thus sometimes end up in hot
water when ill fortune strikes). Some develop almost un-
canny levels of skill.

Origin: Some wanderers are born to their lives, such
as the Tuatha’an or the children of prominent merchant
families. Others drift into the life of a wanderer because
they aren’t temperamentally suited for anything else.
Some are attracted by the freedom the wanderer's lifestyle
offers, the chance to defy social convention, or the thrill
of living on the edge.

Wanderers do not see each other as fellows unless
they happen to be members of the same group, have
learned together under the same mentor or master, or
have trustworthy associates in common. In fact, wander-
ers trust other wanderers less than they trust anyone else.
They’re no fools.

Background: Wanderers can come from just about
anywhere (though few Aiel follow this path). Ebou Dari
duelists, Tanchico thieves and con artists, Ogier traveling
scholars, Tairen gamblers, midlander peddlers, the thugs
of Cairhien’s Foregate, Atha’an Miere traders, and [llianer
merchants can all qualify as wanderers.

Examples of Wanderers in the Wheel of Tinte Nov-
els: Mat Cauthon, Loial, Raen.

GAME RULE INFORMATION: Wanderers have
the following game statistics.

Abilities: Dexterity affects many wanderer skills and
provides the lightly armored wanderer extra protection.
Intelligence and Wisdom are important for many of the
wanderer’s skills. A high Intelligence score also gives the
wanderer extra skill points, which can be used to expand

her repertoire.
Hit Die: d6.

Class Skills: The wanderer's class skills (and the key
ability for each skill) are Appraise (Int), Balance (Dex),
Bluff (Cha), Climb (Str), Craft (Int), Diplomacy (Cha),
Disable Device (Int), Disguise (Cha), Escape Artist (Dex),
Forgery (Int), Gather Information (Cha), Hide (Dex), In-
nuendo (Wis), Intimidate (Cha), Intuit Direction (Wis),
Jump (Str), Knowledge (varies) (Int), Listen (Wis), Move
Silently (Dex), Open Lock (Dex), Perform (Cha), Pick
Pocket (Dex), Profession (Wis), Read Lips (Int), Search
(Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble
(Dex), and Use Rope (Dex). See Chapter 4: Skills for skill

descriptions.

Skill Points at 1st Level: (8 4+ Int modifier) x 4.
Skill Points at Each Additional Level: 8 + Int modifier.

Class Features: All of the following are class features
of the wanderer.

Weapon and Armor Proficiency: A wanderer’s
weapon training focuses on weapons suitable for stealth
and sneak attacks, Thus, all wanderers are proficient with
the club, crossbow, dagger (any type), dart, mace (both
heavy and light), morningstar, quarterstaff, rapier, sap,
shortbow (normal and composite), and short sword. Wan-
derers are proficient with light armor but not with
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shields. Note that some armor types incur armor check targets with discernible anatomies. Additionally, any target
penalties to the skills Balance, Climb, Escape Artist, that is immune to critical hits is also immune to sneak at-
Hide, Jump, Move Silently, Pick Pocket, and Tumble. tacks. The wanderer must be able to see the target well
Also, Swim checks suffer a -1 penalty for every 5 f enough to pick out a wvital spot and
pounds of armor, equipment, or loot carried. ' ¥ must be able to reach a vital spot. The
Iilicit Barter: Beginning at 1st level, the wanderer wanderer can’t sneak attack while striking a
gains a +5 competence bonus on any Diplomacy target with concealment (see Table 8-7: Con-
checks made to buy or sell illicit or illegal goods. cealment) or striking the limbs of a target
The Dark One’s Own Luck: At 2nd level, m_/ whose vitals are beyond reach.
the wanderer gains the bonus feat The Dark ' | Bonus Feat: At 10th level, the wanderer gaing
One’s Own Luck. SR a bonus feat. The feat must be selected from
Skill Emphasis: At 4th level, and every Alertness, Dodge, Fame, Heroic Surge, Improved
four levels thereafter (8th, 12th, 16th, and # Initiative, Infamy, Low Profile, Weapon Finesse,
20th), the wanderer gains the bonus feat Skill or Weapon Focus.
Emphasis. This feat may be applied to any
class skill. The wanderer may not select the §
same skill twice,
Sneak Attack: Starting at 5th level, if a wan-
derer can catch an opponent who is unable to
defend himself effectively from the wan-
derer’s attack, she can strike a vital spot for
extra damage. Basically, any time the wan- &7
derer’s target would be denied his Dex- ‘S
terity bonus to Defense (whether he &
actually has a Dexterity bonus or
not), or when the wanderer flanks the target, the
wanderer’s attack deals extra damage. The extra dam-
age is +2d6 at 5th level and an additional +2d6 at 14th
level. See Table 8-5: Attack Roll Modifiers for combat sit-
uations in which the wanderer flanks an opponent or the
opponent loses his Dexterity bonus to Defense. :
Ranged attacks only count as sneak attacks if the  _#ydoran
target is within 10 paces. The wanderer can’t strike ., derer
with deadly accuracy beyond that range.
A wanderer can only make sneak attacks against living

Table 3-7: The Wanderer

WILDER

The One Power isn’t reserved for those who
travel to the White Tower or seek out the guidance
of Wise Ones. Some people are touched by the
Power without the benefit of years of study or the
help of those who have mastered it in the traditions
of the initiates. These wilders embrace the True
Source on their own, and, if they survive the experi-
ence, go on to become capable, or even quite pow-
erful channelers. Though they lack access to the
techniques and skills developed over the years by
Aes Sedai, Aiel Wise Ones, and Atha’an Miere
Windfinders, wilders are also free from the hide-
bound rules and limitations that bind and restrict ini-
tiates,
Adventures: Many wilders become village Wis-
doms or local healers, respected and admired in their
communities. Others (especially men) find themselves

Base Fort Ref  Will Def  Reputation
Level Attack Bonus Save Save  Save Bonus Score Special
1 +0 +0 +2 +1 +3 0 [licit barter
2 +1 +0 +3 +2 +4 1 The Dark One’s Own Luck
3 +2 el +3 +2 +4 1
4 +3 +1 +4 +2 +4 1 Skill Emphasis
5 +3 +1 +4 +3 +5 2 Sneak attack +2dé
6 +4 +2 +5 +3 +5 2
7 +5 +2 +5 +4 +6 3
8 +6/+1 +2 +6 +4 +6 3 Skill Emphasis
9 +6/+1 +3 +6 +4 +6 3
10 +7/42 +3 +7 +5 +7 4 Bonus feat
11 +8/+3 +3 +7 +5 57 4
12 +9/+4 +4 +8 +6 +8 5 Skill Emphasis
13 +9/4+4 +4 +8 +6 +8 5
14 +10/+5 +4 +9 +6 +8 5 Sneak attack +4d6
15 +11/+6/+1 +5 +9 7 49 6
16 +12/+7/42 +5 +10 +7 +9 6 Skall Emphasis
17 +12/+7/+2 +5 +10 +8 +10 7
18 +13/+8/+3 +6 =+11 +8 +10 7
19 +14/+9/+4 +6 T +8 +10 7
20 +15/+10/45 +6 +12 +9 +11 8 Skill Emphasis




shunned, their abilities misunderstood or even feared.

Those who find a place of value in their communities often
venture forth for the betterment of their homes, seeking
aid for their communities or to support others from their

' villages or regions who are traveling abroad. Others travel

to find a place for themselves where their abilities won’t
bring scorn and distrust. All seek to better understand the
bizarre potentials thrust upon them by the One Power.

Characteristics: A wilder’s connection to the True
Source is mysterious and intuitive, based more on a
hodgepodge of experiences than any intense course of
training and study. Wilders know fewer weaves than initi-
ates, and can cast fewer weaves per day. But because they
are used to testing their limits—for them, every experience
with the One Power is a test of limits, at least early in
their careers—wilders find overchanneling easier and less
risky than do initiates.

Origin: Wilders develop rudimentary powers at pu-
berty. Their first weaves are spontaneous, erratic, and fre-
quently dangerous—many wilders do not survive their
initial contacts with the True Source. A household with a
budding wilder in it may be troubled by strange events,
or the wilder may find herself mysteriously adept at heal-
ing, manipulating people, or other things that matter
deeply to her. Eventually, the young wilder begins to un-
derstand the power she has been wielding unintention-
ally. From that point on, she can begin practicing and
improving her abilities.

Wilders have no sense of identity as a group. Many,
in fact, are completely unaware that there are others in
the world like them. A few recognize what they are expe-
riencing early on, and travel to Tar Valon (or apprentice
with a Windfinder or Wise One) before their powers de-
velop—these become initiates. Many more, however, grow
their powers according to their own devices.

Background: Wilders are always human, never Ogier.
They are most commonly westlanders (midlanders, Bor-
derlanders, Cairhienin, Domani, Ebou Dari, Illianers,
Tairens, Tar Valoners, and Taraboners). The Aiel discover
virtually all wilders in their midst and apprentice young
women to Wise Ones; men who can channel set off into
the Blight to destroy as many Shadowspawn as possible
before they themselves are killed. Among the Atha’an
Miere, young women are apprenticed to Windfinders,
while men who channel are “given to the sea” (killed) as
soon as they are identfied to prevent even a chance that
they might endanger others. As a result, wilders are virtu-
ally unheard of among these peoples.

There are some important differences between male
and female wilders; see Men Who Can Channel, page 53.

Examples of Wilders in the Wheel of Time Novels:
Nynaeve al’'Meara, Asra, many Aes Sedai, before they en-
tered the White Tower and became initiates.

GAME RULE INFORMATION: Wilders have the
following game statistics:

Abilities: Wisdom determines how powerful a weave
a wilder can cast, and how hard her weaves are to resist.
Wisdom and Charisma both determine how many weaves
the wilder can cast per day. To cast a weave, a wilder must
have a Wisdom score of 10 + the weave’s level. A wilder
gets bonus weaves based on both Wisdom and Charisma—
that is, if the wilder has high enough ability scores in both
Wisdom and Charisma to grant bonus weaves, he gains
the bonus weaves from both. The Difticulty Class of a sav-
ing throw against a wilder’s weave is 10 + the weave’s level
+ the wilder's Wisdom moditier. Like an initiate, a wilder

benefits from high Dexterity and Constitution scores.
Hit Die: dé.

Table 3-8: The Wilder

Def  Reputation

Base Fort Ref Will
Level Attack Bonus Save Save Save
1 +0 +1 +2 +2
2 +1 +2 +3 +3
3 +1 +2 +3 +3
4 +2 +2 +4 +4
5 +2 +3 +4 +4
6 +3 +3 +5 +5
7 +3 +4 +5 +5
8 +4 +4 +6 +6
9 +4 +4 +6 +6
10 +5 +5 +7 +7
11 +5 +5 +7 +7
12 +6/1 +6 +8 +8
13 +6/1 +6 +8 +8
14 +7/4+2 +6 +9 +9
15 +7/42 +7 +9 +9
16 +8/+3 +7 +10 +10
17 +8/+3 +38 +10 +10
18 +9/+4 +8 +11 +11
19 +9/4+4 +8 +11 +11
20 +10/+5 +9 +12 +12

Bonus Score Special
+3 0 Block
+4 0 Bonus channeling feat
+4 1 Slow aging
+4 1
+5 1 Bonus channeling feat
+5 2
+6 2
+6 2 Bonus channeling feat
+6 3
+7 3
+7 3 Bonus channeling feat
+38 4
+8 4
+8 4 Bonus channeling feat
49 5
+9 5
+10 5 Bonus channeling feat
+10 6
+10 6
+11 6 Bonus channeling feat




Table 3-9: Wilder Weaves

Level
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Class Skills: The wilder’s class skills (and the key abil-
ity for each skill) are Composure (Wis), Concentration
(Wis), Craft (Int), Gather Information (Cha), Heal (Wis),
Intimidate (Cha), Invert (Int), Knowledge (varies) (Int),
Profession (Wis), Sense Motive (Wis), and Weavesight
(Int). See Chapter 4: Skills for skill descriptions.

Skill Points at 1st Level: (4 + Int modifier) x 4.
Skill Points at Each Additional Level: 4 + Int modifier.

Class Features: All of the following are class features
of the wilder:

Weapon and Armor Proficiency: Wilders are profi-
cient with all simple weapons and with light armor. Note
that some armor types incur armor check penalties to the
skills Balance, Climb, Escape Artist, Hide, Jump, Move
Silently, Pick Pocket, and Tumble. Also, Swim checks suf-
fer a -1 penalty for every 5 pounds of armor and equip-
ment carried.

The One Power: Wilders draw upon the Five Powers of
the True Source to cast arcane weaves, just as initiates do.

Affinities: Your wilder begins play with an Affinity for
one of the Five Powers (Air, Earth, Fire, Spirit, or Water).
This Affinity makes the wilder particularly strong with
weaves that use only that Power. He or she will be less ca-
pable with weaves that involve the other powers, and be
somewhat hampered in weaves that don’t use that Affin-
ity at all. If your wilder is a female, choose your Affinity
from among Air, Spirit, and Water. If he is a male, choose
Earth, Fire, or Spirit. Your wilder can gain more Affinities
with the Additional Affinity feat.

Talents and Weaves: Your wilder begins play having one
common Talent and knowing six common weaves of 0 or
Ist level (including multilevel weaves that include level 0
or 1). These starting weaves do not have to be within your

Weaves per Day
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wilder's Talent, but they usually are. A wilder can gain
more Talents with the Additional Talent feat.

At each additional level, your wilder can learn one ad-
ditional common weave of any level which he or she is
able to cast. (If you can cast weaves within the level range
of a multilevel weave, you can learn that weave. For exam-
ple, raise fog is level 2-8. If you can cast 2nd-level weaves,
you can learn raise fog.) These are weaves that the wilder has
managed to “figure out” on his or her own, relying on in-
tuition and experience with the One Power. In addition,
your wilder can learn new weaves by observation. See the
Weavesight skill description for more information.

A wilder is limited to casting a certain number of
weaves of each level per day. The number of weaves he
can cast per day is improved by his bonus weaves granted
by Wisdom and Charisma, if any. For instance, at Ist
level, the wilder Lita can cast three lst-level weaves per
day—one for being lst level (see Table 3-9: Wilder
Weaves), plus one thanks to her high Charisma and an-
other one due to her Wisdom. However, Lita only knows
two 1st-level weaves: arms of air and blade of fire. In any
given day, she can cast arms of air three times, cast blade of
Jire three times, or cast some combination of the two
weaves a total of three times.

A wilder may use a higher-level slot to cast a lower-
level weave if he so chooses. For example, if an 8th-level
wilder has used up all of his 3rd-level weave slots for the
day but wants to cast another one, he could use a 4th-
level slot to do so. The weave is still treated as its actual
level, not the level of the slot used to cast it.

To learn or cast a weave, a wilder must have a Wisdom
score of at least 10 + the weave’s level. The Difficulty
Class for saving throws against wilder weaves is 10 + the
weave’s level + the wilder’'s Wisdom modifier.

Ouverchanneling: Like initiates, wilders can overchannel
to cast more weaves than they are normally able to (see




Overchanneling, page 162). For instance, following the
example above, if Lita had cast three 1st-level weaves al-
ready in one day, she could at-
tempt to overchannel to cast an-
other one. Wilders are more used
to the rigors of overchanneling
and the risks that come with un-
supervised exploration of the
One Power than are initiates. As a
result, they get a +5 competence
bonus on Concentration checks
when attempting to overchannel.
They also get a +5 competence
bonus on Fortitude saves when
they fail at overchanneling at-
tempts.

Cross-Talent Weawves: Also like
initiates, wilders excel only within
their Talents. Due to their flexi-
bility, however, a wilder may
learn and cast any O-level, Ist-
level, or 2nd-level weave, regard-
less of whether it is within one of
his or her Talents. A wilder may
only learn and cast weaves of 3rd
level or higher if they are within
one of his or her Talents.

Block: Although their self-
training lends wilders a great deal
of flexibility, it doesn’t come
without a price. The dangers of
learning the One Power unaided
result in a “block”: an emotional
trigger without which the Power
can’t be activated. Blocks form naturally as a
wilder first learns to access the True Source;
they are a sort of buffer which reduces the
risk of inadvertently channeling enough
power to still (remove the channeler’s ability to
channel) or even kill the wilder. Unfortunately,
they persist even after the wilder learns to control
the power, preventing the wilder from channeling
freely whenever he or she wants to.

Typical blocks include the need to be angry,

serene, excited, fearful, or even lustful (make up a Ebon Dari
wilder

block that seems appropriate to your character). Re-
gardless of the block’s exact nature, it always re-
quires that the wilder make an effort to attain the exact
emotional state before he or she can channel. This is a
full-round action, and requires a Composure check against
DC 15 (normally—the DC can be increased to 20 if the
wilder is in an opposed emotional state, or decreased to 10
if already in a similar state).

Once a wilder reaches the emotional state necessary
to bypass the block, he or she may maintain that state
(and channel freely) for an hour without having to roll
again. Remember that the wilder's emotions affect every-
thing he or she does—a wilder who must conjure terror
within himself to channel is truly afraid, and should be-

have appropriately.

A wilder’s block can be removed with the Eliminate
Block feat. However, female wilders cannot take the Elim-
inate Block feat until 3rd level.
Male wilders do not face that re-
striction, and may choose to
take the feat and eliminate their
blocks at 1st level. Once elimi-
nated, the wilder’s block is gone
forever, and the wilder may
channel at any time, regardless
of emotional state.

Bonus Channeling Feats:
At 2nd level, and every three
levels thereafter (5th, 8th, 11th,
14th, 17th, and 20th), the wilder
gets a bonus channeling feat.
The wilder can choose any chan-
neling feat, so long as he or she
meets all the usual prerequisites
for it.

Important: These bonus feats
are in addition to the feats that a
character of any class gets every
three levels (as per Table 3-1: Ex-
perience and Level-Dependent
Benefits). The wilder is not lim-
ited to channeling feats when
choosing those feats.

Slow Aging: The ability to
channel slows the aging process.
Starting at 3rd level, divide your
level by 2. The result is the
number of years that must pass
for your character to age one
year. For example, a 4th-level wilder ages one year
for every two years that goes by (in other words,
she ages at half the rate of normal people). A 12th-
level wilder ages one year every six years (or about
one-sixth the rate of normal people).

WOODSMAN

The forests are home to fierce, cunning, and swift
creatures, such as bears, wolves, deer, mountain cats,
and the like. But more cunning and powerful than all
of these is the woodsman, a skilled hunter and stalker.
He knows the woods as if they were his home (as indeed
they are), and he knows his prey in deadly detail.

Adventures: Woodsmen often accept the role of
protector, aiding those who live in or travel through the
woods and other wild areas. Additionally, woodsmen
may adventure for all the reasons that armsmen do.

Characteristics: The woodsman is capable in combat
and widely proficient in weapons. His skills allow him to
survive in the wilderness, to find his prey, and to avoid
detection. He has a special degree of knowledge in the
type of terrain in which he lives and works, which gives
him even more advantage there.

As the name indicates, most woodsmen spend their
time in forested areas. However, with the GM’s permission,
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Tlustration by Paolo Parente

a player could use this class to create a character adept at
surviving in other types of wilderness areas, such as the
desert, swamps, mountains, or the Blight.

Origin: Some woodsmen gained their training as part
of special military teams, but most learned their skills
from solitary masters who accepted them as students and
assistants.

Background: Woodsmen most often come from the
midlands or Borderlands, where there are many forested
areas and a healthy population of game animals and dan-
gerous beasts for them to hunt.

Examples of Woodsmen in the Wheel of Time Nov-
els: Tam al'Thor, Abell Cauthon.

GAME RULE INFORMATION: Woodsmen have
the following game statistics.

Abilities: Dexterity is important for a woodsman be-
cause woodsmen tend to
wear light armor and because
several woodsman skills are
based on Dexterity. Strength
aids woodsmen in combat.
Constitution is Important
because it helps them endure
the rigors of the wild, and
wounds they receive in
battle. Several woodsman
skills are based on Wisdom.

Hit Die: d10.

Class Skills: The woods-
man’s class skills (and the key
ability for each skill) are Ani-
mal Empathy (Cha), Climb
(Str), Craft (Int), Handle Ani-
mal (Cha), Heal (Wis), Hide
(Dex), Intimidate (Cha), In-
tuit Direction (Wis), Jump
(Str), Knowledge (nature)
(Int), Listen (Wis), Move
Silently (Dex), Profession
(Wis), Ride (Dex), Search
(Int), Spot (Wis), Swim (Str),
Use Rope (Dex), and Wilder-
ness Lore (Wis). See Chapter
4: Skills for skill descriptions.

Skill Points at 1st Level: (6 + Int modifier) x 4.
Skill Points at Each Additional Level: 6 + Int modifier.

Class Features: All of the following are class features
of the woodsman.

Weapon and Armor Proficiency: A woodsman is pro-
ficient with all simple and martial weapons, light armor,
medium armor, and shields. Note that some armor types
incur armor check penalties to the skills Balance, Climb,
Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and
Tumble. Also, Swim checks suffer a -1 penalty for every 5
pounds of armor and equipment carried.

Nature’s Warrior: When fighting in a single natural

Borderlander woodsman

environment he chooses (forest, swamp, plains, moun-
tains, the Waste, or the Blight), the woodsman gets to add
half his Dexterity bonus to attack rolls against humanoid
opponents (humans, Trollocs, Myrddraal, and so on) in
addition to his Strength bonus. He gets to add a second
environment in which this bonus applies at 8th level, and
a third at 16th. He may also apply this bonus whenever
fighting wild beasts, no matter where he fights them.

Track: A woodsman gains Track (see Chapter 5: Feats)
as a bonus feat at Ist level.

Partial Improved Initiative: When wearing light
armor or no armor, a woodsman can fight as if he had the
feat Improved Initiative. He loses this special bonus when
fighting in medium or heavy armor.

Woodland Stealth: When in forests and other natural
environments, a woodsman receives a +2 competence
bonus to his Hide and Move Silently checks. This bonus
increases to +4 at 12th level.

Bonus Feats: At 4th, 9th,
14th, and 19th levels, the
woodsman gets a bonus feat.
These bonus feats must be
drawn from the following list:
Ambidexterity, Blind-Fight,
Combat Expertise (Improved
Disarm, Improved Trip,
Whirlwind Attack), Combat
Reflexes, Dodge (Mobility,
Spring Attack), Exotic
Weapon Proficiency®, Im-
proved Critical*, Improved
Initiative, Improved Unarmed
Strike, Mounted Combat
(Mounted Archery, Trample,
Ride-By Attack, Spirited
Charge), Point Blank Shot
(Far Shot, Precise Shot, Rapid
Shot, Shot on the Run), Power
Attack (Cleave, Improved Bull
Rush, Sunder, Great Cleave),
Quick Draw, Two-Weapon
Fighting (Improved Two-
Weapon Fighting), Weapon
Finesse®, Weapon Focus*,
Weapon Specialization®.

Some of the bonus feats
available to a woodsman cannot be acquired until the
armsman has gained one or more prerequisite feats; these
feats are listed parenthetically after the prerequisite feat.
A woodsman can select feats marked with an asterisk (*)
more than once, but it must be for a different weapon
each time. A woodsman must still meet all prerequisites
for a feat, including ability score and base attack bonus
minimums. (See Chapter 5: Feats for descriptions of feats
and their prerequisites.)

Important: These feats are in addition to the feat that
a character of any class gets every three levels (as per Table
3-1: Experience and Level-Dependent Benefits). The
woodsman is not limited to the list given here when
choosing those feats.
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Table 3-10: The Woodsman
Fort Ref Will

Base Def Reputation

Level Attack Bonus Save  Save  Save Bonus Score  Special

1 +1 +1 +0 +0 +3 0 Nature’s warrior (one environment), Track
2 42 +2 +0 +0 +4 0 Partial Improved Initiative
3 +3 +2 +1 +1 +4 1 Woodland stealth +2
4 44 +2 +1 +1 +4 1 Bonus feat
5 +5 +3 +1 i +5 1
6 +6/+1 +3 42 +2 +5 2 Weapon Specialization
7 +7/42 +4 2 +2 +6 2
&8  +8/43 +4 +2 +2 +6 2 Nature’s warrior (two environments)
9 +9/+4 +4 +3 +3 +6 3 Bonus feat
10 +10/+5 +5 +3 +3 +7 3
11 +11/4+6/+1 +5 +3 +3 +7 3
12 +12/47/42 +6 +4 +4 +8 4 Woodland stealth +4
13 +13/4+8/43 +6 +4 +4 +8 4
14 +14/49/+4 +6 +4 +4 +8 4 Bonus feat

: 15 +15/410/+5 +7 +5 +5 +9 5

1 16 +16/+11/4+6/+1 +7 +5 +5 +9 5 Nature’s warrior (three environments)
17 +17/+12/+7/+2  +8 45 -5 +10 5
18 +18/413/+8/4+3 +8 +6 +6 +10 6
19 +19/+14/+9/+4  +8 +6 +6 +10 6 Bonus feat
20 +20/+15/+10/+5 +9 +6 +6 +11 6

Weapon Specialization: On achieving 6th level or
higher, as a feat the woodsman may take Weapon Special-
ization. Weapon Specialization adds a +2 damage bonus
with a chosen weapon. The woodsman must have Weapon
Focus with that weapon to take Weapon Specialization. If
the weapon is a ranged weapon, the damage bonus only ap-
plies if the target is within 30 feet, because only at that range
can the woodsman strike precisely enough to hit more ef-
fectively. The woodsman may take this feat as a bonus feat
or as a regular one. Other classes may not take Weapon Spe-
cialization as a feat unless so noted in their descriptions.

MULTICLASS
CHARACTERS

A character may add new classes as he progresses in lev-
els. The class abilities from a character’s different classes
add together to determine the multiclass character’s total
abilities. Multiclassing improves a character’s versatility at
the expense of focus.

How MULTICLASSING WORKS: Eselle, a 4th-
level wanderer, decides she wants to expand her repertoire by
learning the arts of war. She locates a mentor who teaches her
the ways of an armsman, and she spends a lot of time watch-
ing Caira, her party’s best armsman, while Caira practices
swordfighting each morning. When Eselle amasses 10,000
XP, she becomes a 5th-level character. Instead of becoming a
5Sth-level wanderer, however, she decides to become a 4th-
level wanderer/1st-level armsman. Now, instead of gaining
the benefits of attaining a new level as a wanderer, she gains
the benefits of becoming a 1st-level armsman. She gains an
armsman’s Hit Die (d10), a Ist-level armsman’s bonus feat, a
+2 bonus on Fort saves and +1 on Reflex saves, a +2 bonus

to Defense (but see Class and Level Features below), and 6
skall points (4 for one armsman level and +2 for her Intelli-
gence bonus for an ability score of 14) to be spent as an arms-
man. These benefits are added to the scores she already had
as a wanderer. Her Will save and Reputation do not increase
because these numbers are +0 for a Ist-level armsman. Also,
her wanderer skills do not improve and she does not gain the
5th-level wanderer sneak attack ability, since she didn’t go up
in level as a wanderer. She could spend some of her 6 skill
points to improve her wanderer skills, but, since they would
be treated as crossclass skills for this purpose, these skill
points would each only buy half a rank.

On reaching 15,000 XP, Eselle becomes a 6th-level
character. She decides she’d like to continue along the
armsman path, so she increases her armsman level instead
of her wanderer level. Again she gains the armsman’s ben-
cfits for attaining a new level rather than the wanderer’s. As
a 2nd-level armsman, she gains another d10 Hit Die; her
base attack, Fortitude and Reflex saves, and Reputation all
go up by +1; and she gains 6 skill points. Additionally, as
a 6th-level character overall she gets her third feat (as per
Table 3-1: Experience and Level-Dependent Benefits).

At this point, Eselle is a 6th-level character: a 4th-level
wanderer/2nd-level armsman. At each new level gained,
Eselle decides whether to increase her wanderer level or
her armsman level. Of course, if she really wants to have
diverse abilities, she could even acquire a third class—
maybe woodsman.

ADDING A SECOND CLASS: When a single-class
character gains a level, he or she may choose to increase
the level of his or her current class or pick up a new class
at Ist level. The GM may restrict the choices available ac-
cording to how he or she handles classes, skills, experi-
ence, and training. For instance, the character may need



to find a tutor to teach him the ways of the new class. Ad-
ditionally, the GM may require the player to declare what
class his or her character is “working on” before he or she
makes the jump to the next level, so the character has
time to practice new skills.

The character gains all the Ist-level base attack
bonuses, base save bonuses, class skills, and other class
features of the new class, as well as a Hit Die of the ap-
propriate type. In addition, the character gets the new
class’s per-level skill points.

Picking up a new class is not exactly the same as start-
ing a character in that class. Some of the benefits for a
Ist-level character represent the advantage of training
while young and fresh, with lots of time to practice.
When picking up a new class, a character does not receive
the following starting bonuses given to characters who
begin their careers in that class:

& Maximum hit points from the first Hit Die.
"~ #® Quadruple the per-level skill points.

#® Starting equipment.

@& Starting gold.

CLASS AND LEVEL FEATURES: The abilities of
a multiclass character are the sum of the abilities of each
of the character’s classes.

Level: “Character level” is the total level of the charac-
ter, It derives from overall XP earned and is used to deter-
mine when feats and ability score boosts are gained, as per
Table 3-1: Experience and Level-Dependent Benefits.
“Channeler level” is the total levels rhe character has in all
classes able to channel. “Class level” is the level of the char-
acter in a particular class, as per the individual class tables.
For a single-class character, character level equals class level;
for a multiclass character, it is the sum of all class levels.

Hit Dice: The character gains Hit Dice from each
class, with the resulting hit points added together.

Base Attack Bonus: Add the base attack bonuses for
each class to get the base attack bonus. If the resulting value
is +6 or higher, the character gets multiple attacks. Find the
base attack value on each class table to see how many addi-
tional attacks the character gets and at what bonuses. For in-
stance, a 6bth-level wanderer/4th-level armsman would have
a base attack bonus of +8 (+4 for the wanderer class and +4
for the armsman class). A base attack bonus of +8 allows a
second attack with a bonus of +3 (listed as +8/+3 on each
table), even though neither the +4 from the wanderer nor
the +4 from the armsman normally allows an extra attack.

Saving Throws: Add the base save bonuses for each
class together. A 7th-level wanderer/4th-level armsman gets
+6 on Fortitude saving throws (+2 as a 7th-level wanderer
and +4 as a 4th-level armsman), +7 on Reflex saving throws
(+5 and +2), and +5 on Will saving throws (+4 and +1).

Defense Bonus: Add the Defense bonuses for each
class together, then subtract 2 for each class after the first.
A 4th-level noble/1st-level armsman has a Defense bonus
of +3 plus +2, minus 2 for having a second class, for a
total of +3. If the same hero then picked up a level of
wanderer, she would add +3 and subtract 2 (for having
yet another class), for a total Defense bonus of +4.

Rl SR =

Note that you do not have to subtract 2 when adding
a prestige class or an NPC class (these special classes are
covered in Chapter 10). Subtract 2 from your defense
bonus only when adding an additional hero class.

Reputation: Add the Reputation scores for each class
together.

Skills: The character retains and can access skills from
all his or her classes. When a multiclass hero gains a level
in a class, he spends that level’s skill points as a member
of that class. For purpeses of calculating maximum ranks,
a skill 1s a class skill if at least one of the character’s classes
has it as a class skill. The maximum rank for a class skill 1s
3 + the character level. For a 7th-level wanderer/4th-level
armsman (an 1lth-level character), a wanderer skill or
armsman skill has a maximum rank of 14. For a cross-class
skill, maximum rank is half the maximum for a class skill.

If a skill is unavailable to a class (that is, if it’s an ex-
clusive skill that a multiclass character’s other class doesn’t
have access to), then levels in that class don’t increase the
multiclass character’s maximum ranks. For instance, a 7th-
level wanderer/4th-level armsman would have a maximum
rank of 10 in Innuendo, an exclusive class skill for wan-
derers. The extra four levels in the armsman class do not
increase the character's maximum rank with Innuendo.

Starting Feats: The character gets all starting feats of
all classes (ignoring redundancy).

Class Features: The character gets all class features of
all classes but also suffers the consequences of all special re-
strictions of all classes. Some class features don’t work well
with skills or class features of other classes. For example,
armsman are proficient with heavy armor, but a wan-
derer/armsman still sufters skill penalties from heavy armor.

Feats: For multiclass characters, feats are received every
three character levels, regardless of individual class level
(see Table 3-1: Experience and Level-Dependent Benefits).

Ability Increases: For multiclass characters, abilities
are increased every four character levels, regardless of in-
dividual class level (see Table 3-1: Experience and Level-
Dependent Benefits).

Weaves: Some weaves base their effect upon the caster
level. In the case of multiclass characters, the caster level is
the sum of the character’s channeling class levels. For exam-
ple, a 3rd-level woodsman/4th-level wilder has a casting level
of 4th. If he later became a 3rd-level woodsman/4th-level
wilder/2nd-level initiate, his casting level would be 6th.

ADVANCING A LEVEL: Each time a multiclass
character achieves a new level, he or she either increases
one of his or her current class levels by one or picks up a
new class at Ist level. When a multiclass character in-
creases one of her classes by one level, she gets all the
standard benefits that characters get for achieving that
level in that class: an extra Hit Die, possible bonuses in
attacks, Defense, and saving throws (depending on the
class and the new level), possible new class features (as de-
fined by the class), new weaves, and new skill points.

Skill points are spent according to the class that the
multiclass character just advanced in (see Table 4-1: Skill
Points per Level). Skills purchased from Table 4-2: Skills are
purchased at the cost appropriate for that class.




Eben Darl, a wanderer, can walk quietly up to a doer, put
his ear to it, and hear a Myrddraal rasping orders to its
Trolloc followers. If Valara, an initiate, were to try the
same thing, she'd probably make so much noise that the
Trollocs would hear her. She, however, could set a ward
on the door and incapacitate any Trollocs passing
through it. These actions and many more are determined
by the skills that characters have (in this case, Move
Silently, Listen, and Concentration). This chapter shows
you how your character acquires skills and how they are
used during the course of an adventure or campaign.

SKILLS SUMMARY

Your character’s skills represent a variety of abilities, and
you get better at them as you go up in level.

EARNING SKILL POINTS: At each level, you get
4, 6, or 8 skill points that you use to buy skills for your
character (your Intelligence modifier adds to this num-
ber). A 1st-level character gets four times this number. If
you buy a class skill (such as Ride for an armsman or
Bluff for a noble), you get 1 rank (equal to a +1 bonus)
for each skill point. If you buy other classes’ skills (cross-
class skills), you get a half rank per skill point. Your max-
imum rank 1n a class skill equals your level plus 3. Your
maximum rank in a cross-class skill is half of this number
(do not round up or down).

USING SKILLS: To make a skill check, roll:
1d20 + skill modifier
(Skill modifier = skill rank +
ability modifier + miscellaneous modifiers)

This roll is made just like an attack roll or a saving throw.
The higher the roll the better. You're either trying to
score a certain Difficulty Class (DC) or higher, or you're
trying to beat another character’s check. For instance, to
successfully fool an unwitting nobleman, Eben needs to
beat the noble’s Sense Motive check with his Bluff check.

Skill rank expresses a character’s general ability level
with a particular skill. The higher the rank, the better the
character is with the skill. Many skills can be used even if
a character has no ranks in the skill; doing this is known
as making an untrained skill check.

Slall checks use the modifier for the skill’s key ability
as their ability modifier. The key ability of a skill is noted
in its description and on Table 4-2: Skills and Table 4-3:
Channeler Skills.

Miscellaneous modifiers include armor check penal-
ties, among others.

HOW DO SKILLS
WORK?

This extended example shows how skills work. Detailed
rules follow the example.
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SKILLS AT 1ST LEVEL: Baran Timere, a wanderer,
gets 8 skill points per level. Since his Intelligence score is
12, he gets +1 point per level, for a total of 9 skill points.
As a Ist-level character, Baran gets four times this number,
or 36 skill points. At 1st level, his maximum rank in a skill
1s his level (1) plus 3, or 4. With 36 points, he can increase
to his maximum rank (max out) nine class skills (the orig-
inal number of skill points for Baran) at 4 ranks each.

Baran chooses the skills Bluff, Disable Device, Dis-
guise, Escape Artist, Gather Information, Hide, Move
Silently, Perform, and Sense Motive, all class skills, at 4
ranks each. The skill section on his character sheet looks
like this:

Ability  Misc. Skall
Skills Ranks Modifier Modifiers Modifier
Bluff 4 +3 +0 = 47
Disable Device 4 +1 +0 = +5
Disguise 4 +3 L =
Escape Artist 4 +1 +0 = 45
Gather 4 +3 +H = +7

Information

Hide 4 +1 +0 = +5
Move Silently 4 +1 +0 = 45
Perform 4 +3 + = +7
Sense Motive 4 +1 +0 = +5

Bluff 1s a Charisma skill, so when Baran makes a Bluff
check he adds his 4 ranks and his Charisma modifier (+3)
together for a skill modifier of +7. Hide is a Dexterity
skill, so when he makes a Hide check he adds 4 for his
rank and +1 for his Dexterity bonus, for a total skill mod-
ifier of +5. For skills based on Intelligence and Wisdom,
he gets his 4 ranks and his +1 Intelligence bonus or +1
Wisdom bonus, for skill modifiers of +5 in Sense Motive
and Disable Device.

SKILLS AT 2ND LEVEL: When Baran reaches 2nd
level, he gets another 9 skill points, the same as he will
cach level after that (unless his Intelligence score goes up,
increasing his Intelligence bonus). He decides to use 1
skill point to increase his Bluff, Sense Motive, and Gather
Information skills by 1 rank each, raising his ranks to 5
and his skill modifiers up to +8 for these three skills. He
can't have more than 5 ranks in a class skill at 2nd level,
so he can’t raise these skills any higher. He uses the re-
maining 4 skill points to buy 2 ranks of Heal. (Heal is a
cross-class skill for wanderers since it’s not on the wan-
derer skill list, so his 4 skill points only buy 2 ranks.) Heal
is a Wisdom skill, and with our wanderer’'s Wisdom mod-
ifier of +1, the skill modifier becomes +3.

These skills on his character sheet now look like this:

Ability Misc.  Skill

Skills Ranks Modifier Modifiers Modifier

Bluff 5 +3 +0 = +8

Gather 5 +3 +0 = +8
Information

Heal 5 +1 +0 = +3

Sense Motive +1 +0 +6

SKILL CHECK: When Baran makes a skill check at
2nd level, his player rolls 1d20 and adds his skill modi-
fier (rank + ability modifier + any miscellaneous modi-
fier). The higher the result, the better Baran does. On
average, Baran will roll a 10 or 11 on 1d20, so he will get
a check result of 18 or 19 with his Bluff checks. It’s this
total check result that matters, not the original roll. A re-
sult of 19 by an average citizen with no plusses or mi-
nuses who rolls it naturally is the same as a result of 19
by Baran (11 on 1d20 with +8 for his skill rank and
Charisma modifier).

OrrPOSED CHECK: Baran meets an armsman, a
guardsman-lieutenant from a rival Cairhienin house, in a
local inn and tries to bluff his way out of trouble (“No,
I've never been to the Sun Palace). Baran's player rolls
1d20+8 for his Bluff check and gets a 17. The GM secretly
makes a Sense Motive check for the guardsman (since
Bluff is opposed by Sense Motive), and the result is 14.
Since Baran’s Bluff result is higher than the lieutenant’s
Sense Motive result, the GM tells Baran’s player that the
guardsman looked suspicious for a moment, then turned
and left the inn. Definitely a close call.

CHECK AGAINST A Dirricurry Crass (DC):
An accomplished player of the Game of Houses himself,
Baran is concerned by the presence of the rival house’s
lackeys. It could spell trouble for his employer. He de-
cides to remain in the inn’s common room throughout
the evening, playing songs and spinning wondrous tales
for the patrons. Actually, he is trying to gather any in-
formation relating to the strange armsman and his men.
The GM checks the description for the Gather Informa-
tion skill; since Baran is looking for some pretty specific
information, the GM sets a DC of 20 for locating the
lieutenant and divining his purpose. Baran’s player rolls
a 9 on 1d20 for a final result of 17. This result is not
enough to learn anything of real value. The GM tells the
player that Baran will need to try a different common
room, or a different approach to learn more about his
potential enemies.

UNTRAINED CHECKS: Unsuccessful at learning
anything of value in the common room, Baran instead
tries to search the surrounding area in hopes of finding
some clue to the armsman’s presence. Baran doesn’t have
the Search skill (he has 0 ranks in Search), and his Intelli-
gence modifier 1s +1. The GM secretly sets the DC at 15,
and Baran’s player rolls an 18 on 1d20. After searching
the area carefully, Baran finds a piece of a small wax seal
bearing the crest of the Wind & Lion, an upscale inn on
the western edge of town. Patrons of such an establish-
ment would never frequent an area like this—the lieu-
tenant must have dropped it. Baran hopes his good
fortune holds as he quietly heads west.
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ACQUIRING SKILL
RANKS

Ranks indicate how much training or experience your
character has with a given skill. Each of your skills has a
rank, from 0 (for a skill in which your character has no
training at all) to 23 (for the 20th-level character who has
increased a skill to its maximum rank). When making a
skill check, you add your skill ranks to the roll as part of
the skill modifier, so the more ranks you have, the higher
your skill check will be.

ACQUIRING SKILLS AT 1ST LEVEL: Use the
following steps when picking skills for your 1st-level char-
acter:

1. Determine the number of skill points you get. The
number of skill points depends on your class and In-
telligence modifier, as shown below on Table 4-1:
Skill Points per Level. For example, Eben Darl is a 1st-
level wanderer with an Intelligence score of 14 (+2 In-
telligence bonus). At the start of play, he has 40 skill
points (8 + 2 = 10, 10 x 4 = 40).

A character gets at least 4 skill points (1 x 4 = 4)
even if he has an Intelligence penalty.

2. Spend the skill points. Each skill point you spend on
a class skill gets you 1 rank in that skill. Class skills are
the skills found on your character’s class skill list.

Each skill point you spend on a cross-class skill
gets your character a half rank in that skill. Cross-class
skills are skills not found on your character's class
skill list. (Half ranks do not improve your skill check,
but two half ranks make 1 rank.)

Your maximum rank in a class skill is 4. In a cross-
class skill, it’s 2. You will not be able to buy some
skills because they are exclusive to certain classes.

Table 4-2: Skills lists all the skills and indicates which are
class skills, which are cross-class skills, and which can’t be
purchased except by certain classes (exclusive skills).

Spend all your skill points. You can’t save them to
spend them later.

Table 4-1: Skill Points per Level

1st-Level Higher-Level

Class Skill Points Skill Points

Algai’d’siswai (4 + Int modifier) x4 4 + Int modifier
Armsman (4 + Int modifier) x 4 4 + Int modifier
Initiate (4 + Int modifier) x 4 4 + Int modifier
Noble (4 + Int modifier) x 4 4 + Int modifier
Wanderer (8 + Int modifier) x 4 8 + Int modifier
Wilder (4 + Int modifier) x 4 4 + Int modifier
Woodsman (6 + Int modifier) x 4 6 + Int modifier

SKILLS AT HIGHER LEVELS: When you reach a

new experience level, follow these steps to gain new skills
and improve those you already have:

1. Determine the number of skill points you get. See
Table 4-1: Skill Points per Level.

A character gets at least 1 skill point even if he has
an Intelligence penalty.

2. You can improve any class skill that you've previously
maxed out by 1 rank or any cross-class skill that
you've previously maxed out by a half rank.

3. If you have not maxed out a skill, you can spend
extra skill points on it and increase its rank to its
maximum.

First, find out what your maximum rank with the
skill is. If it’s a class skill, your maximum rank is your
new level plus 3. If it’s a cross-class skill, your maxi-
mum rank is one-half that number (do not round up
or down).

You may spend as many skill points as it takes to
max out the skill (provided that you have that many
skill points to spend).

4. If you want to pick up a new skill, you can spend up
to your level plus 3 skill points on it. These skill
points buy 1 rank each if the new skill is a class skill
or a half rank each if it’s a cross-class skill.

USING SKILLS

When you use a skill, you make a skill check to see how
well you do. The higher the result on your skill check, the
better you do. Based on the circumstances, your result
must match or beat a particular number to use the skill
successfully. The harder the task, the higher the number
you need to roll.

Circumstances can affect your check. If you're free to
work without distractions, you can make a careful at-
tempt and avoid simple mistakes. If you have lots of time,
you can try over and over again, ensuring that you do

CHARACTER SKILLS

Characters have many more
skills than what they can buy
with their skill points. Re-
member that every skill that
is allowed to be used un-
trained is available to them
whenever they want to use
one. The skills that a character has ranks in, how-
ever, represent areas of knowledge and discipline
that a character has gone the extra mile to special-
ize in and become better than average with. These
are the character’s “signature” skills.

Also remember that not every use of a skill
requires a skill check. Performing routine tasks
in normal situations is easy and it’s what most
characters are trained to do. In dramatic situa-
tions, when the fate of the world rests squarely
on the character’s shoulders, then skill checks
are called for.




your best. If others help you, you may succeed where oth-
erwise you would fail.

SKILL CHECKS: A skill check takes into account
your training (skill rank), natural talent (ability modifier),
and luck (the die roll). It may also take into account your
character’s particular knack for certain things (special
bonuses) or what armor you are wearing (armor check
penalty), among other things.

To make a skill check, roll 1d20 and add your skill
modifier for that skill. The skill modifier incorporates
your rank with the skill, your ability modifier for that
skill’s key ability, and any other miscellaneous modifiers
you have, including armor check penalties. The higher
the result, the better. Unlike the combat rules, a natural
20 is not an automatic success when making a skill check,
and a natural 1 is not an automatic failure.

Difficulty Class: Some checks are made against a
Difficulty Class (DC). The DC is a number set by the
GM (using the skill rules as a guideline) that you must
score as a result on your skill check to succeed. For ex-
ample, climbing the outer wall of a ruined tower may
have a DC of 15. To climb the wall, you must get a result
of 15 or better on a Climb check. A Climb check is 1d20
plus Climb ranks (if any), plus Strength modifier, plus
any other modifiers. Table 4-5: Difficulty Class Examples
shows example DCs for skill checks.

Untrained: Yes: The skill can be used untrained. That
15, a hero can have 0 ranks in this skill but can make skill
checks normally. No: You can’t use the skill unless you
have at least 1 rank.

Class names are abbreviated as follows: Alg, aleai'dsiswai;
Arm, armsman; Ini, initiate; Nbl, noble; Wan, wanderer;
Wil, wilder, Wds, woodsman.

Table 4-2: Skills

Skill Key Ability Untrained
Animal Empathy Cha No
Appraise Int Yes
Balance Dex* Yes
Bluff Cha Yes
Climb Str* Yes
Concentration Con Yes
Craft Int No
Decipher Script Int No
Diplomacy Cha Yes
Disable Device Int No
Disguise Cha Yes
Escape Artist Dex* Yes
Forgery Int Yes
Gather Information Cha Yes
Handle Animal Cha No
Heal Wis Yes
Hide Dex* Yes
Innuendo Wis No
Intimidate Cha Yes
Intuit Direction Wis No
Jump Str* Yes
Knowledge (varies) Int No
Listen Wis Yes
Move Silently Dex* Yes
Open Lock Dex No
Perform Cha Yes
Pick Pocket Dex™* No
Profession Wis No
Read Lips Int No
Ride Dex Yes
Search Int Yes
Sense Motive Wis Yes
Speak Language None No
Spot Wis Yes
Swim Str* Yes
Tumble Dex* No
Use Rope Dex Yes
Wilderness Lore Wis Yes

Alg
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C=Class skill. X=Cross-class skill. N=Class cannot learn. *Your armor check penalty, if any, also applies.
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Table 4-3: Channeler Skills

Skill Key Ability Untrained Alg
Composure Wis No X
Invert (lost) Int No N
Weavesight Int Yes N

Arm Ini Nbl  Wan Wil Wids
X C X X C X
N C N N C N

N € N N C N

C=Class skill. X=Cross-class skill. N=Class cannot learn. *Your armor check penalty, if any, also applies.

Opposcd Checks: Some skill checks are directly
opposed by another character or GM character’s skill
check. The GM normally calls for an opposed check
when two skills work against each other. For example, to
sneak up on a guard, you need to beat the guard’s Lis-
ten check result with your Move Silently check result.
You make a Move Silently check, and the GM makes a
Listen check for the guard. Whoever scores the higher
result wins the contest.

For ties on opposed checks, the character with the
higher key ability score wins. For instance, in a Move
Silently against Listen check that results in a tie, the
sneaker’s Dexterity would be compared to the listener’s
Wisdom. If these scores are the same, roll again (see Table
4-4 for examples of opposed checks).

Tt‘y‘iflg Again: In general, you can try a skill check again
if you fail, and can keep trying indefinitely. Some skills,
however, have natural consequences of failure that must be
taken into account, and are virtually useless once a check
has failed on an attempt to accomplish a particular task.
For most skills, when a character has succeeded once at a
given task, additional successes become meaningless.

For example, if Eben Darl (a wanderer) misses a Dis-
able Device check in an attempt to disarm a needle trap,
he can try again and keep trying. If however, the Disable
Device check is missed by 5 or more and he springs the
trap, failing obviously has its own consequences.

Similarly, if Baran (a wanderer) misses a Climb check,
he can keep trying, but if he misses by 5 or more, he falls
(after which he can get up and try again if the fall wasn’t
too far or too lethal).

If a skill carries no penalties for failure, you can take
20 and assume that you keep trying until you eventually
succeed (see Checks without Rolls, page 70).

Untrained Skill Checks: Generally, if you attempt
to use a skill you don’t possess, you make a skill check as
described. Your skill modifier doesn’t have your skill

rank added in because you don’t have any ranks in the
skill. You do get other modifiers added in to the skill
modifier, though, such as the ability modifier for the
skill’s key ability.

Some skills can be used only if you are trained in the
skill. If you don’t have Decipher Script, for example, re-
gardless of your class, ability scores, and experience level,
you just don’t know enough to puzzle out a strange lan-
guage. Skills that can’t be used untrained are marked with
a “No” in the “Untrained” column on Table 4-2: Skills
and Table 4-3: Channeler Skills.

For example, Carielle’s 2 ranks in Climb make her
Climb check results 2 points higher than they otherwise
would be, but even a character with no Climb ranks can
make a Climb check. Another character, such as Baran the
wanderer, might even have a penalty for low Strength or
equipment carried, but he can still give it a try. Baran's
ranks in Decipher Script, however, let him do something
that he otherwise couldn’t do at all-understand and work
out strange runes and ancient languages. A character with
no ranks in the skill can’t make a Decipher Script check,
even at a penalty.

Favorable and Unfavorable Conditions:
Some situations may make a skill easier or harder to use,
resulting in a bonus or penalty added into the skill mod-
ifier for the skill check or a change to the DC of the skill
check. It’s one thing for Dathas, an Andoran woodsman
with the Wilderness Lore skill, to find enough food to eat
while he’s traveling through the “forgiving” regions on
the edge of the Aiel Waste. Foraging for food while cross-
ing several hundred kilometers of the deep Waste on foot
is an entirely different matter.

The GM can alter the odds of success in four ways to
take into account exceptional circumstances:

1. Give the skill user a +2 circumstance bonus to rep-
resent conditions that improve performance, such
as having the perfect tool for the job, getting help
from another character (see Combining Skill At-

Table 4-4: Sample Opposed Checks

Task Skill (Key Ability) Opposing Skill (Key Ability)
Sneak up behind someone Move Silently (Dex) Listen (Wis)

Con someone Bluft (Cha) Sense Motive (Wis)

Hide from someone Hide (Dex) Spot (Wis)

Win a horserace Ride (Dex) Ride (Dex)

Pretend to be someone else Disguise (Cha) Spot (Wis)

Steal a coin pouch Pick Pocket (Dex) Spot (Wis)

Create a false map Forgery (Int) Forgery (Int)



Table 4-5: Difficulty Class Examples

Situation

Difficulty = DC Example

Very easy 0 Notice a large Trollec in plain sight

Easy 5 Climb a knotted rope

Average 10 Hear an approaching fist of Trollocs
from 300 feet away

Tough 15 Learn the precise whereabouts

of an enemy

Decipher an ancient inscription
from the Age of Legends
Understand specific instructions
from 30 feet away

Leap across a 30-foot chasm
Convince the guards that even
though you're not wearing a

Challenging 20
Formidable 25

Heroic 30
Super Heroic 35

uniform and don’t know the password,

you’re actually the baron's personal
assistant (and yes, you know that the
baron is actually away from Caemlyn
right now)

Track a veteran Aiel warrior across
the Aiel Waste at midnight in the
aftermath of a dust storm

Nearly 40
Impossible

Climb (Str)

Listen (Wis)

Gather Information (Int)
Decipher Script (Int)
Read Lips (Int)

Jump (Str)
Bluff (Cha)

Wilderness Lore (Wis)

Skill
(Key Ability) Who Could Do It*
Spot (Wis) A Seanchan soldier watching a

to’raken take wing in the distance
A wanderer carrying the tools of
his trade in a small backpack
‘Anyone

A charismatic Ist-level noble
A smart 5th-level initiate
A smart 10th-level wanderer

A strong 15th-level armsman
A charismatic 20th-level noble

A very wise 20th-level
woodsman who has taken the

Skill Emphasis (Wilderness Lore) feat

*This column identifies a character who would have about a 50% chance to succeed. When this entry names a charac-
ter by class, it assumes that the character has the skill in question. (Other characters might have a better or worse chance

to succeed.)

tempts, page 70), or possessing unusually accurate
information.

2. Give the skill user a -2 circumstance penalty to rep-
resent conditions that hamper performance, such as
being forced to use improvised tools or possessing
misleading information.

3. Reduce the DC by 2 to represent circumstances that
make the task easier, such as having a friendly audience
or performing work that doesn’t have to be perfect.

4. Increase the DC by 2 to represent circumstances that
make the task harder, such as having a hostile audi-
ence or performing work that must be flawless.

Conditions that affect your ability to perform the skill
change your skill modifier. Conditions that modify how
well you have to perform the skill to succeed change the
DC. A bonus to your skill modifier and a reduction in
the check’s DC have the same result—they create a better
chance that you will succeed. But they represent differ-
ent circumstances, and sometimes that difference be-
comes important,

Baran Timere, our wanderer, needs to stall a group
of guardsmen he and his partner have been shadowing.
He finds the guardsman-lieutenant and his men in a
dim bar in the Wind & Lion Inn, where Baran occa-
sionally performs for the patrons to cover his real busi-
ness in the area (playing the Game of Houses and
sowing dissent for his employer, a wealthy Cairhienin
noble). Before beginning his performance, Baran

covertly listens to the guardsmen so that he can judge
their mood. Doing so improves his performance, giving
him a +2 to the skill modifier for his Perform check.
The GM sets the DC at 15. The guards are in a good
mood because they recently completed an important
mission for their lord, so the GM reduces the DC to 13.
Baran rolls a 6 and adds +9 for his skill modifier (4
ranks, +3 Charisma modifier, and +2 for his im-
promptu research). His result 1s 15. (Baran’s perform-
ance isn’t better just because the guardsmen are in a
good mood, so he does not get a bonus to add into his
skill modifier. Instead, the DC goes down.) The leader
of the group, the lieutenant, has been unable to locate
a rival house agent he’s been tracking, and he’s suspi-
cious of Baran. (Didn’t his report suggest that the rival
agent was often seen in the company of a wanderer?)
The DC to entertain him is higher than normal: 17 in-
stead of 15. The wanderer’s skill check result (15) is high
enough to entertain the guards (DC 13) but not their
leader (DC 17). The guards applaud Baran's lute play-
ing and offer to buy him drinks, but the lieutenant con-
tinues to eye him suspiciously.

Time and Skill Checks: Using a skill might take a
round, several rounds, or even longer. It might take no
time at all. Types of actions define how long activities
take to perform (see Action Types in Chapter 8: Combat).
Most skill uses are attack actions. If not, the skill descrip-
tions specify how long a skill takes to use.
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Checks without Rolls: A skill check represents an
attempt to accomplish some goal, usually with some sort
of time pressure or distraction. Sometimes, though, you
can use a skill under more favorable conditions and elim-
inate the luck factor.

Taking 10: When you're not rushed, threatened, or
distracted, you may choose to “take 10.” Instead of
rolling 1d20 for the skill check, calculate your result as if
you had rolled a 10. For many routine tasks, taking 10
makes them automatically successtul. Distractions or
threats make it impossible for a character to take 10. Lack-
ing ranks in a skill also prevents a character from taking
10, though the GM may allow exceptions for truly rou-
tine activities.

For example, Baran Timere has a Decipher Script skill
modifier of +5 (4 ranks, +1 Intelligence modifier). The
ancient glyphs he’s attempting to decode have a DC of
15. With a little care, he can take 10 and succeed auto-
matically. But partway through the process he and his
companions come under attack by a Trolloc patrol. Baran
needs to make another Decipher Script check to finish
quickly, and this time he can’t simply take 10. If Baran’s
player rolls 10 or higher on 1d20, he succeeds.

Taking 20: When you have plenty of time (generally
2 minutes for a skill that can normally be checked in 1
round—one full-round action or one attack action), and
when the skill being attempted carries no penalties for
failure, you can take 20. In other words, eventually you
will get a 20 if you roll enough times. Instead of rolling
1d20 for the skill check, calculate your result as if you had
rolled a 20. Taking 20 means you are trying until you get
it right. Taking 20 takes about 20 times as long as making
a single check.

For example, Daracome, a wanderer, comes to a cliff
face. He attempts to take 10, for a result of 19 (10 plus his
+9 skill bonus), but the DC is 20, and the GM tells him
that he fails to make progress up the cliff. (His check is at
least high enough that he doesn’t fall.) Daracome can't
take 20 because there is a penalty associated with failure
(falling, in this case). He can try over and over, and even-
tually he will succeed, but he might fall one or more
times in the process.

Later, Daracome finds a small tomb in the cliff face
and searches it. The GM sees in the Search skill descrip-
tion that each 5-foot-square area takes a full-round action
to search (and she secretly assigns a DC of 15 to the at-
tempt). She estimates that the floors, walls, and ceiling of
the tomb make up about twenty 5-foot squares, so she
tells Daracome’s player that it takes 2 minutes to search
the whole tomb. Daracome rolls 1d20 and adds his +5
skill modifier. The result of 11 fails. Now he declares that
he is going to search the tomb high and low, for as long
as it takes. The GM takes the original time of 2 minutes
and multiplies it by 20, for 40 minutes. That’s how long
it takes the wanderer to search the whole tomb in exact-
ing detail. Now Daracome’s player treats his roll as if it
were 20, for a result of 25. That’s more than enough to
beat the DC of 15, and Daracome finds a small cache of
booty secreted against the tomb’s rear wall.

COMBINING SKILL ATTEMPTS: When more
than one character tries the same skill at the same time
and for the same purpose, their efforts may overlap,

Individual Events: Often, several characters attempt
some action and each succeeds or fails on his or her own.

For example, Daracome and each of his friends need
to climb a slope to get to the top. Regardless of Dara-
come’s roll, the other characters need successful checks,
too. Each character makes a skill check.

Cooperation: Sometimes the individual heroes are es-
sentially reacting to the same situation, and they can
work together and help each other out. In this case, one
hero is considered the leader of the effort and makes a
skill check while each helper makes a skill check against

GM NOTES: DEGREES OF SUCCESS

Sometimes determining suc-
cess isn’t enough. Some-
times the degree of success is
important to a task. For ex-
ample, a stealthy assassin
sneaks up on a noble in the
dead of night. The noble
makes an opposed Listen check against the assas-
sin’s Move Silently check, and is successful. The
GM might say:

1. You heard a noise and know something’s out
there, but you don’t see anything.

2. You heard a noise. It sounded like a person
moving, and it came from over there.

3. You heard a noise. There's someone moving to-
ward you, currently about 20 feet northeast of
you and getting closer. You can target the in-
truder with an attack.

You can handle this by comparing the rolls (or in
unopposed rolls, the roll and the DC). In the ex-
ample above, success means that the GM gives the
first answer. If the noble beats the assassin’s roll
by 10 or more, she gets answer 2. If she exceeds
the assassin’s roll by 20, she gets all the informa-
tion—answer 3.
In general, this means:

Roll

DC or above
DC+10 or above
DC+20 or above

Degree of Success
Success

Greater success
Perfect success

Remember that this only applies when it’s impor-
tant. Most of the time, it only matters whether a
character succeeds or fails.



DC 10. (You can’t take 10 on this check.) For each helper
who succeeds, the leader gets a +2 circumstance bonus
(as per the rule for favorable conditions). In many cases,
a character’s help won’t be beneficial, or only a limited
number of characters can help at the same time. The GM
limits cooperation as she sees fit for the given conditions.

For instance, if Baran has been badly wounded, Calyth
Dhartan can try a Treat Injury check to keep him from dying,
One other character can help Calyth. If another character
makes a Treat Injury check against DC 10, then Calyth gets
+2 on the Treat Injury check she makes to help Baran. (The
GM rules that two characters couldn’t help Calyth at the
same time because a third person would just get in the way.)

Skill Synergy: It’s also possible for a character to
have two skills that work well together, such as someone
with the Jump skill also having the Tumble skill. In gen-
eral, having 5 or more ranks in one skill gives you a +2
synergy bonus on skill checks with its synergistic skills, as
noted in the skill descriptions.

ABILITY CHECKS: Sometimes you try to do some-
thing to which no specific skill really applies. In these
cases, you make an ability check. To make an ability
check, roll 1d20 plus the appropriate ability modifier. Es-
sentially, you're making an untrained skill check. The GM
assigns a Difficulty Class, or sets up an opposed check
when two characters are engaged in a contest using one
ability score or another. The initiative check in combat,
for example, is essentially a Dexterity check. The charac-
ter that rolls highest acts first.

Table 4-6: Ability Check Examples

Task Key Ability
Forcing open a jammed or locked door ~ Strength
Tying a rope Dexterity
Holding one’s breath Constitution
Navigating a maze Intelligence
Remembering to lock a door Wisdom
Getting yourself noticed in a crowd Charisma

In some cases, an action is just a test of one’s ability with
no luck involved. Just as you wouldn't make a height
check to see who is taller, you don’t make a Strength check
to see who is stronger. When two characters arm wrestle,
for example, the stronger character simply wins. In the
case of identical scores, make opposed Strength checks.

SKILL
DESCRIPTIONS

This section describes each skill, including common uses
and typical modifiers. Characters can sometimes use skills
for other purposes than those listed here. For example,
you might be able to impress the members of a foreign
merchants’ guild by making an Appraise check.

Regular skills are described first, followed by a section
on channeler skills.

Here is the format for skill descriptions. Headings
that do not apply to a particular skill are omitted in that
skill’s description.

SKiLL NAME (KEY ABILITY)
Trained Only; Armor Check Penalty
The skill name line and the line beneath it includes the
following information:

Key Ability: The abbreviation of the ability whose
modifier applies to the skill check. Exception: Language
has “None” listed as its key ability because the use of this
skill never requires a check.

Trained Only: If “Trained Only” appears directly be-
neath the skill name, you must have at least 1 rank in the
skill to use it. If it is omitted, the skill can be used un-
trained (with a rank of 0). If any special notes apply to
trained or untrained use, they are covered in the Special
section (see below).

Armor Check Penalty: If “Armor Check Penalty” ap-
pears directly beneath the skill name, apply any armor
check penalty to skill checks for this skill. If it is omitted,
there are no penalties to use this skill.

[Class Name] Only: The skill is exclusive to a certain
class or classes. No character not of these classes can take
the skill. If omitted, the skill 1s not exclusive.

The skill name line is followed by a general descrip-
tion ofwhat using the skill represents. After the descrip-
tion are three other types of information:

Check: What you can do with a successful skill
check, how much time it takes to make a check, and the
check’s DC.

Retry: Any conditions that apply to successive at-
tempts to use the skill successfully. If this paragraph is
omitted, the skill check can be tried again without any in-
herent penalty other than consuming additional time.

Special: Any special notes that apply, such as rules re-
garding untrained use or if this skill has a synergistic rela-
tionship with other skills.

ANIMAL EMPATHY (CHA)
Trained Only; Woodsman Only
Use this skill to keep a guard dog from barking at you, to
get a wild bird to land on your outstretched hand, or to
keep a grolm calm while you back off.

Check: You can improve the attitude of an animal
with a successful check. To use the skill, you and the an-
imal must be able to study each other, noting each
other's body language, vocalizations, and general de-
meanor. This means that you must be within 30 feet
under normal conditions.

Generally, influencing an animal in this way takes 1
minute, but, as with influencing people, it might take
more or less time.

This skill works on animals (such as bears and giant
lizards). You can use it with a -4 penalty on other beasts
(such as raken or grolm).

Retry: As with attempts to influence people, retries
on the same animal generally don’t work (or don’t work
any better), whether you have succeeded or not.
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APPRAISE (INT)
Use this skill to estimate the value of an object, from an
ancient Tairen lute to a shipment of Sharan silks from the
lands beyond the Aiel Waste.

Check: You can appraise common or well-known ob-
jects within 10% of their value (DC 12). Failure means
you estimate the value at 50% to 150% of actual value.
The GM secretly rolls 2d6+3, multiplies by
10%, multiplies the actual value by that
percentage, and tells you that value for
the item. (For a common or well-known
item, your chance of estimating
the value within 10% is fairly
high, even if you fail the
check—in such a case, consider it
a lucky guess.)

Rare or exotic items require
a successful check against DC
15, 20, or higher. If successful,
you estimate the value at 70%
to 130% of its actual value. The
GM secretly rolls 2d4+5, multi-
plies by 10%, multiplies the ac-
tual value by that percentage,
and tells you that value for the
item. Failure means you can’t es-
timate the item’s value.

Appraising an item takes 1
minute.

Retry: Not on the same
object, regardless of success.

Special: If you are mak-
ing the check untrained, for
common items, failure
means no estimate, and for
rare items, sucCcess means an
estimate ‘of 50% to 150%
(2d6+3 x 10%).

BALANCE (DEX)
Armor Check Penalty
You can keep your balance while walking on a tightrope,
a narrow beam, a ledge, or an uneven floor.

Check: You can walk on a precarious surface as a
move action. A successful check lets you move at half
your speed along the surface for 1 round. A failure means
that you can’t move for 1 round. A failure by 5 or more
means that you fall. The difficulty varies with the surface:

Surface DC Surface DC
7-12 inches wide 10 Uneven floor 10
2-6 inches wide 15 Surface angled +5%

Less than 2 inches wide 20  Surface slippery  +5*
*Cumulative; if both apply, use both.

Being Attacked while Walking a Tightrope: Attacks
against you are made as if you were off balance: They
gain a +2 attack bonus, and you lose your Dexterity
bonus to Defense, if any. If you have 5 or more ranks in
Balance, then you can retain your Dexterity bonus to De-

An algai’d'siswai climbs a precarions cliff.
&

tense (if any) in the face of attacks. If you take damage,
you must make a check again to stay on the tightrope.
Accelerated Movement: You can try to walk a precarious

surface more quickly than normal. If

you accept a -5 penalty, you can
move your full speed as a move ac-
tion. (Moving twice your speed in a
round requires two checks.)

Special: If you have 5 or more
ranks in Tumble, you get a +2 syn-
ergy bonus on Balance checks.

BLUFF (CHA)

You can make the outrageous or the
untrue seem plausible. This skill en-
compasses acting, conning, fast-talk-
ing, misdirection, prevarication, and
misleading body language. Use a
blutt to sow temporary confusion,
get someone to turn his head in the
direction you point, or simply look
innocuous.

Check: A Bluft check is opposed
by the target’s Sense Motive check.
Favorable and unfavorable circum-
stances weigh heavily on the outcome
of a bluff. Two circumstances can
weigh against you: The bluff is hard
to believe or the action that the target
is to take goes against the target’s self-
interest, nature, personality, orders,
etc. If it’s important, the GM can dis-
tinguish between a bluff that fails
because the target doesn’t believe

it and one that fails because it
just asks too much of the target.

For instance, if the target gets a +10
bonus because the bluff demands some-
thing risky of the target, and the Sense
Motive check succeeds by 10 or less, then the target didn’t
so much see through the bluff as prove reluctant to go
along with it, If the target succeeds by 11 or more, he has
seen through the bluff (and would have done so even if it
had not entailed any demand on him).

A successful Bluff check indicates that the target re-
acts as you wish, at least for a short time (usually 1 round
or less) or believes something that you want him to be-
lieve. For example, you could use a bluff to put someone
off guard by telling him someone was behind him. At
best, such a bluff would make the target glance over his
shoulder. It would not cause the target to ignore you and
completely turn around.

A bluff requires interaction between the character and
the target. Targets unaware of the character can’t be
bluffed. A bluff always takes at least 1 round (and is at
least a full-round action) but can take much longer if you
try something elaborate.

Feinting tn Combat: You can also use Bluff to mislead
an opponent in combat so that he can’t dodge your attack
effectively. Doing so counts as an attack action. If you are
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successful, the next attack you make against the target
does not allow him to add his Dexterity bonus to Defense
(if any). Feinting in this way against a target of a different
species from you (such as a Myrddraal) is difficult because
it's harder to read a strange creature’s body language; you
suffer a -4 penalty. Against a creature of animal Intelli-
gence (1 or 2) it’s even harder; you suffer a -8 penalty.
Against a nonintelligent creature, it’s impossible.

Creating a Diversion to Hide: You can use Bluff to
help you hide. A successful Bluft check can give you
the momentary diversion you need to attempt a Hide
check while people are aware of you. (See the Hide
skill, page 79.)

Sense
Motive

Example Circumstances Modifier
The target wants to believe you. =5

“Of course the other High Lords know about this
offer. Do you actually think I would act without their
consent?”
The bluff is believable and doesn’t affect the target much
one way or the other. +0

“No, this is my first visit to [llian. You must have me
confused with someone else.”
The bluff is a little hard to believe or puts the target at
some kind of risk. +5

“Are you sure you want to fight me? After all, they
don’t give a heron-mark blade to just anyone . . .”
The bluff is hard to believe or entails a large risk for the
target. +10

“I may look like a ruffian, but I'm actually an agent of
the White Tower. If you aid me, the Amyrlin Seat will
surely reward you.”
The bluff is way out there; it’s almost too incredible to
consider. +20

“Yes, I really am the King’s high chancellor. What, these?
Well, let’s just say my robes don’t fit like they used to.”

Retry: Generally, a failed Bluff check makes the target
too suspicious for you to try another bluff under the
same circumstances. For feinting in combat, you may
retry freely.

Special: Having 5 or more ranks in Bluff gives you a
+2 synergy bonus on Intimidate and Pick Pocket checks.
Also, if you have 5 or more ranks in Bluff, you get a +2
synergy bonus on Disguise checks when you know that
you're being observed and you try to act in character.

CLIMB (STR)
Armor Check Penalty
Use this skill to scale a cliff, to get to a window on the sec-
ond story of a tower, or to climb onto the back of a mas-
sive to raken.

Check: With each successful Climb check, you can
advance up, down, or across a slope or a wall or other
steep incline (or even a ceiling with handholds) one-half
your speed as a full-round action. You can move half that
far, one-fourth of your speed, as a move action.

A slope is considered to be any incline of less than 60
degrees; a wall is any incline of 60 degrees or steeper.

A failed Climb check means that you make no
progress, and a check that fails by 5 or more means that
you fall from whatever height you have already attained.

The DC of the check depends on the conditions of
the climb.

DC Example Wall or Surface

0 A slope too steep to walk up. A knotted rope
with a wall to brace against.

5 A rope with a wall to brace against or a knotted
rope, but not both.

10 A surface with ledges to hold on to and stand
on, such as a very rough wall.

15  Any surface with adequate handholds and
footholds (natural or artificial), such as a very
rough natural rock surface or a tree. An unknot-
ted rope.

20 An uneven surface with some narrow handholds
and footholds.

25 A rough surface, such as a natural rock wall or a
brick wall.

25  Overhang or ceiling with handholds but no
footholds.

- A perfectly smooth, flat, vertical surface cannot

be climbed.
Climbing inside an tunnel or other location

where one can brace against two opposite walls
(reduces normal DC by 10).

=

-5%  Climbing a corner where you can brace against
perpendicular walls (reduces normal DC by 5).
+5%  Surface is slippery (increases DC by 5).

"These modifiers are cumulative; use any that apply.

Since you can’t move to avoid an attack while climbing,
opponents get a +2 bonus, and you lose any Dexterity
bonus to Defense.

Any time you take damage while climbing, make a
Climb check against the DC of the slope or wall. Failure
means you fall from your current height and sustain the
appropriate falling damage. (See Falling, page 231.)

Accelerated Climbing: You try to climb more
quickly than normal. As a full-round action, you can at-
tempt to cover your full speed in climbing distance, but
you suffer a -5 penalty on Climb checks and you must
make two checks each round. Each successful check al-
lows you to climb a distance equal to one-half your
speed. By accepting the -5 penalty, you can move this far
as a move action rather than as a full-round action.

Making Your Own Handholds and Footholds: You
can make your own handholds and footholds by pound-
ing pitons into a wall. Doing so takes 1 minute per piton,
and one piton is needed per pace. As with any surface
with handholds and footholds, a wall with pitons in it has
a DC of 15. In the same way, a climber with an ice axe or
similar implement can cut holds in an ice wall.

Catching Yourself When Falling: It’s practically im-
possible to catch yourself on a wall while falling. Make a
Climbing check (DC = wall’'s DC + 20) to do so. A slope
is relatively easier to catch yourself on (DC =slope’s DC
+10).
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Special: Someone using a rope can haul a character
upward (or lower the character) through sheer strength.
Use double your maximum heavy load (see Table 6-8,
Carrying Capacity) to determine how much weight a
character can lift.

CONCENTRATION (CON)
Channelers use this skill to cast weaves under difficult cir-
cumstances. It is also used to overchannel, to tie off
weaves or multiweave (if you have the appropriate feats as
well), and attempt unusual channeling actions such as
linking and unlacing weaves (see Chapter 9: The One
Power for details). Members of other classes can also use
this skill to maintain concentration in the face of other
distractions or on other things besides weaves, such as
eavesdropping on a conversation despite distractions
from other people.

Check: You can make a Concentration check to cast
a weave despite distractions, such as taking damage, get-
ting hit by an unfriendly weave, and so on.

The table below summarizes various types of distrac-
tions that cause you to make a Concentration check while
casting a weave. “Weave level” refers to the casting level
of the weave you’re trying to cast. (See Distractions, page
162, for more information.) If a hero who is not a chan-
neler needs to use Concentration, the GM should set a
DC for the check using the table below as a general guide.

Link-Channelers: Creating a channeling link requires a
Concentration check from all participants. The leader
rolls against a DC of 20 + 1/4 the total number of par-
ticipants; all other participants against a DC of 5 + 1/4
the total number of participants. For example, for a circle
of 13 channelers, the DC is 23 for the leader and 8 for the
other participants. Creating a link is a full-round action.

Overchannel: Overchanneling allows an initiate or
wilder to cast additional weaves beyond those normally

Distraction

Damage or failed saving throw during casting**
Damaged by channeled weave

Suffering continuous damage

Nondamaging weave®

Casting defensively (avoiding attacks of opportunity)
Motion:

Jostled or entangled

Vigorous (a moving mount, a bouncy wagon ride)

Violent (a galloping horse, on deck of a storm-tossed ship)

Unnatural (riven earth weave, earthquake weave)
Grappling or pinned

Weather:
Rough (high wind, blinding sleet or rain)
Extreme (wind-driven hail or debris)
Unnatural (harness the wind weave cast at howl)

allowed by his class, level, and ability bonuses. See Chap-
ter 9: The One Power for details.

Unlace a Weawve: Unlacing a weave is dangerous and dif-
ficult—so much so that unlacing is discouraged and the
Aes Sedai forbid it outright. Only weaves which are being
held or tied off can be unlaced—weaves that have instan-
taneous effects dissipate immediately, and cannot be un-
woven. The DC to unlace a weave is 25 plus the casting
level. Failure results in a random weave effect as the par-
tially-unlaced weave collapses into a new, unintended
weave—the GM can choose any known weave, exaggerat-
ing or expanding the effects as he sees fit, or create entirely
new effects. Failure also requires a Fortitude save with a
DC of 20, just as if you had failed in an overchanneling
attempt (wilders do not get their +5 bonus when making
this save). See Chapter 9 for the effects of a failed over-
channeling Fortitude save. Unlacing a weave takes a num-
ber of full actions equal to the casting level.

Retry: General control rolls, linking, and overchan-
neling attempts may be retried, though a success doesn’t
cancel the effects of a previous failure, which almost al-
ways is the loss of the weave being cast or held. Unlacing
attempts may not be retried—once the weave collapses, it
is gone.

CRAFT (INT)
You are trained in a craft, trade, or art, such as armor-
smithing, basketweaving, bookbinding, bowmaking,
blacksmithing, calligraphy, carpentry, cobbling, gemcut-
ting, leatherworking, locksmithing, painting, pottery,
sculpting, shipmaking, stonemasonry, trapmaking, weap-
onsmithing, or weaving.

Craft is actually a number of separate skills. For in-
stance, you could have the skill Craft (trapmaking). Your
ranks in that skill don’t affect any checks you happen to
make for pottery or leatherworking. You could have sey-

DC

10 + damage dealt + casting level
10 + damage dealt + casting level
10 + half of continuous damage
last dealt + casting level
Distracting weave's save

DC + casting level

15 + casting level

5 + casting level

10 + casting level
15 + casting level
20 + casting level
20 + casting level

5 + casting level

10 + casting level
Distracting weave’s save
DC + casting level

*If the weave allows no save, use the save DC it would have if it did allow a save.
“*For weaves with a casting time of 1 full round or more or damage by an attack of opportunity or readied attack made
in response to the weave being cast (for weaves with a casting time of 1 action). See Distractions, page 162.



eral Craft skills, each with its own ranks, each purchased
as a separate skill.

A Craft skill is specifically focused on creating some-
thing; if it is not, it is a Profession skill (page 83).

Check: You can practice your trade and make a de-
cent living, earning about half your check result in silver
marks per week of dedicated work. You know how to use
the tools of your trade, how to perform the craft’s daily
tasks, how to supervise untrained helpers, and how to
handle common problems. (Untrained laborers and assis-
tants earn an average of 1 silver mark per day.)

However, the basic function of the Craft skill is to
allow you to make an item of the appropriate type. The
DC depends on the difficulty of the item created. The
DC, your check results, and the price of the item deter-
mine how long it takes to make the item. The item’s fin-
ished price also determines the cost of raw materials. (In
the game world, it is the skill level required, the time re-
quired, and the raw materials required that determine an
item’s price. That's why the item’s price and DC deter-
mine how long it takes to make the item and the cost of
the raw materials.)

All crafts require appropriate artisan’s tools (which
have an average cost of 5 silver marks) to give the best
chance of success; if improvised tools are used instead,
the check is made with a -2 circumstance penalty. On the
other hand, masterwork artisan’s tools provide a +2 cir-
cumstance bonus.

To determine how much time and money it takes to
make an item:

1. Find the item’s price in Chapter 7: Equipment or
have the GM set the price for an item not listed. Put
the price in silver pennies (p).

2. Find the DC listed here or have the GM set one.

3. Pay one-third the item’s price in raw materials.

Make a skill check representing one week’s work.

If the check succeeds, multiply the check result by the
DC. If the result times the DC equals the price of the
item in silver marks, then you have completed the item.
(If the result times the DC equals double or triple the
price of the item in silver marks, then you've completed
the task in one-half or one-third the time, and so on.) If
the result times the DC doesn’t equal the price, then it
represents progress you've made this week. Record the re-
sult and make a check for the next week. Each week you
make more progress until your total reaches the price of
the item in silver marks.

If you fail the check, you make no progress this week.
If you fail by 5 or more, you ruin half the raw materials
and have to pay half the original raw material cost again.

Progress by the Day: You can make checks by the day in-
stead of by the week, in which case your progress (result
times DC) is in silver pennies instead of marks.

Creating Masterwork Items: You can make a masterwork
itemn (an item that conveys a bonus to its use through its
exceptional craftsmanship). To create a masterwork version
of an item on the table below, you create the masterwork
component as if it were a separate item in addition to the

standard item. The masterwork component has its own
price (300 silver marks for a weapon or 150 silver marks for
a suit of armor) and DC (20). Once both the standard
component and the masterwork component are com-
pleted, the masterwork item is finished. (Note: The price
you pay for the masterwork component is one-third of the
given amount, just as it is for the price in raw materials.)
Repairing Items: Generally, you can repair an item at
the same DC that it takes to make it in the first place. The
cost of repairing an item is one-fifth the item’s price.

Craft DC

Armorsmith 10 + Defense bonus
Bowmaking 12

Bowmaking 15

Item

Armor, shield

Longbow, shortbow

Two Rivers longbow,
Aiel shortbow

Mighty bow

Crossbow

Simple melee or
thrown weapon

Martial melee or
thrown weapon

Exotic melee or
thrown weapon

Bowmaking 15 +2/Str bonus
Weaponsmith 15
Weaponsmith 12

Weaponsmith 15

Weaponsmith 18

Very simple item Varies 5
(wooden spoon)

Typical item Varies 10
(iron pot)

High-quality item  Varies 15
(bell)

Complex or superior Varies 20
item (lock)

Retry: Yes, but each time you miss by 5 or more, you
ruin half the raw materials and have to pay half the orig-
inal raw material cost again.

DECIPHER SCRIPT (INT)
Trained Only; Initiate only
Use this skill to piece together the meaning of ancient
runes carved into the wall of an abandoned palace, to fol-
low the directions on a treasure map written in an alpha-
bet lost since the Age of Legends, or to interpret the
mysterious glyphs painted on a cave wall.

Check: You can decipher writing in an unfamiliar lan-
guage or a message written in an incomplete or archaic
form. The base DC is 20 for the simplest messages, 25 for
standard texts, and 30 or higher for intricate, exotic, or
very old writing.

If the check succeeds, you understand the general

content of a piece of writing, reading about one page of

text (or its equivalent) in 1 minute. [f the check fails, the
GM makes a Wisdom check (DC 5) for you to see if you
avoid drawing a false conclusion about the text. (Success
means that you do not draw a false conclusion; failure
means that you do.)

The GM secretly makes both the skill check and (if

necessary) the Wisdom check so you can’t tell whether
the conclusion you draw is true or false.

Retry: No.
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DirLOMACY (CHA)

Use this skill to arrange swift passage on an Atha’an
Miere raker, to arbitrate a dispute between two rival 4
Cairhienin houses, or to persuade the Children of |
the Light to leave your manor peacefully. A skilled
character knows the formal and informal rules of
conduct, social expectations, proper forms of ad-
dress, and so on. This skill represents the ability
to give the right impression, to negotiate effec-
tively, and to influence others.

Check: You can change others” attitudes
with a successful check. Diplomacy in-
cludes etiquette, social grace, tact, subtlety,
and charismatic persuasion. During negotia-
tions, roll opposed Diplomacy checks to see
who gains the advantage. Opposed checks
also resolve cases where two advocates or
diplomats plead opposite cases before a
third party.

When using Diplomacy to haggle a price,
each side rolls a Diplomacy check. For every
five points that your check exceeds your op-
ponent’s, you can adjust the sale price by
5% up or down (your choice) from the
market value (established by the Gamemas-
ter). An GM character will almost always
settle for the new price, but remember that a
player’s character is never required to buy or
sell at a specific price, even if he or she fails
the opposed Diplomacy check.

Diplomacy is at least a full-round action. The GM
may determine that some negotiations require a longer
period of time.

If you do not speak the same language as the target of
your check, you suffer a -4 penalty. If you speak the same
language, but not the same dialect (if you speak Common
(midlands) and the target speaks Common (Tairen), for
example), you suffer a -2 penalty.

A Note on Haggling: Remember that the prices for
standard items listed in Chapter 7: Equipment repre-
sent the result of a reasonable negotiation. You
shouldn’t haggle over mundane items. You should only
haggle over prices when it’s significant to the story—if
you're arguing over the price of every meal, your GM
can and should ask you to move on to more interest-
ing things.

Retry: Generally, retries don’t work. Even if the ini-
tial check succeeds, the other character can only be per-
suaded so far, and a retry may do more harm than good.
If the initial check fails, the other character has probably
become more firmly committed to his position, and a
retry becomes futile.

Special: Charisma checks to influence GM characters
are generally untrained Diplomacy checks.

If you have 5 or more ranks in Bluff or Sense Motive,
you get a +2 synergy bonus on Diplomacy checks. These
bonuses stack.

A Cairbienen player
of the Great Game

Di1sABLE DEvICE (INT)
Trained Only
Use this skill to disarm a trap, jam a lock (in either the
open or closed position), or rig a simple device to fail,
You can examine a fairly simple or fairly small me-
chanical device and disable it. The effort requires at
least a simple tool of the appropriate sort (a pick,

; ;_i' pry bar, saw, file, etc.). A set of quality thieves® tools

gives the user a 42 circumstance bonus.
A  Check: The GM makes the Disable Device
§ check so that you don’t necessarily know whether
you've succeeded. The amount of time needed
to make a check and the DC for the check de-
pend on how tricky the device is. Disabling a
simple device takes 1 round (and is at least a
full-round action). Intricate or complex de-
vices require 2d4 rounds. You also can rig
simple devices such as saddles or wagon
wheels to work normally for a while and
then fail or fall off some time later
(usually after 1d4 rounds or minutes

of use).
Disabling (or rigging or jamming)
a fairly simple device has a DC of
10. More intricate and complex de-
vices have a higher DC. The GM rolls
the check. If the check succeeds, you disable
the device. If the check fails by up to 4, you
have failed but can try again. If you fail by 5
or more, something goes wrong. If it’s a trap, you spring
it. If it’s some sort of sabotage, you think the device is dis-
abled, but it still works normally.

Device Time DC* Example

Simple 1 round 10 Jam a lock

Tricky  1d4 rounds 15 Sabotage a wagon wheel
Difficult 2d4 rounds 20 Disarm a trap, reset a trap
Wicked 2d4 rounds 25 Disarm a complex trap,

cleverly sabotage a clock-
work device,
*If the character attempts to leave behind no trace of the
tampering, add 5 to the DC.

Retry: Yes, though you must be aware that you have
failed in order to try again.

Special: A wanderer who beats a trap’s DC by 10 or
more can generally study a trap, figure out how it works,
and bypass it (along with his companions) without dis-
arming it.

DisGUISE (CHA)
Use this skill to change your appearance or someone
else’s. The effort requires at least a few props, some
makeup, and 1d4x10 minutes of work. A disguise can in-
clude an apparent change of height or weight of no more
than one-tenth the original.

You can also impersonate people, either individuals
or types. For example, you might make yourself seem like
a local, even if you hail from a distant land, with little or
no actual disguise.
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Check: Your Disguise check result determines how
good the disguise is, and it is opposed by others’ Spot
check results. Make one Disguise check even if several
people make Spot checks. The GM makes your Disguise
check secretly so that you're not sure how good it is.

If you don’t draw any attention to yourself, however,
others do not get to make Spot checks. If you come to
the attention of people who are suspicious (such as a
guard checking travelers entering a city), the GM can as-
sume that such observers are taking 10 on their Spot
checks.

The effectiveness of your disguise depends in part on
how much you’re attempting to change your appearance.

Disguise Modifier
Minor details only +5
Disguised as different sex -2
Disguised as different background -2
Disguised as different age category -2
Disguised as specific class =2

*Per step of difference between character’s actual age cat-
egory and disguised age category (young [younger than
your age], adulthood, middle age, old, venerable).

If you're impersonating a particular individual, those who
know what that person looks like get a bonus on their
Spot checks (and are automatically suspicious of you, so
your opposed checks are always invoked).

Famiiiarity Bonus
Recognizes on sight +4
Friends or associates +6
Close friends +8

Usually, an individual makes a check for detection imme-
diately upon meeting you and each hour thereafter. If you
casually meet many different people, each for a short
time, check once per day or hour, using an average Spot
bonus for the group. For example, if a character is trying
to pass for a merchant in an open air Tairen marketplace,
the GM can make one Spot check per hour for the peo-
ple the character encounters. The GM uses a +1 bonus on
the check to represent the average of the crowd (most
people with no Spot ranks and a few with good Spot
skills).

Retry: A character may try to redo a failed disguise,
but once others know that a disguise was attempted
they’ll be more suspicious.

Special: If you have 5 or more ranks of Bluft, you
get a +2 synergy bonus on Disguise checks when you
know that you’re being observed and you try to act in
character.

ESCAPE ARTIST (DEX)
Armor Check Penalty
Use this skill to slip out of manacles, wriggle through a
small tunnel or cave, or escape from a holding cell win-
dow in the Stone of Tear.
Check: Making a check to escape from being bound
up by ropes, manacles, or other restraints requires 1

minute of work. Escaping a net is a full-round action.
Squeezing through a tight space takes at least 1 minute,
maybe longer, depending on the distance that must be
crossed.

Restraint DC

Ropes Opponent’s Dex check at +10
Net 20

Manacles 35

Tight space 30

Grappler Grappler’s grapple check

Ropes: Your Escape Artist check is opposed by your
opponent’s Dexterity check used to tie the bonds. Since
it’s easier to tie someone up than to escape from being
tied up, the opponent gets a special +10 bonus on her
check.

Manacles: These confine wrists or ankles, and may be
secured to stationary objects.

Net: Escaping from a net 1s a full-round action.

Tight Space: This is the DC for getting through a space
where one’s head fits but one’s shoulders don’t. If the
space is long, such as in a tunnel or crawlspace, the GM
may call for multiple checks. You can’t fit through a space
that your head doesn’t fit through.

Grappler: You can make an Escape Artist check op-
posed by your opponent’s grapple check to get out of a
grapple or out of a pinned condition (so that you're just
being grappled). Doing so is an attack action, so if you es-
cape the grapple you can move in the same round. See
Grappling in Chapter 8: Combat.

Retry: You can make another check after a failed
check if you're squeezing your way through a tight space,
making multiple checks. If the situation permits, you can
make additional checks or even take 20 as long as you’re
not being actively opposed.

FORGERY (INT)

Use this skill to fake a document from the Lord Captain
Commander of the Children of the Light instructing an
Amadician noble to alter his position in a heated border
dispute, create an authentic-looking map to a long-lost
ruin from the Age of Legends, falsify transport docu-
ments to fool the harbormaster of lllian, or detect forger-
ies that others try to pass off on you.

Check: Forgery requires materials appropriate to the
document being forged (the proper inks and sealing wax,
high-quality vellum, a House seal, etc.) and some time.
Forging a very short and simple document takes about 1
minute. Longer or more complex documents take 1d4
minutes per page. To forge a document such as military or-
ders, a government decree, a business ledger, or the like,
the character needs only to have seen a similar document
before and gains a +8 bonus on the roll. Some documents
require special passwords or codes to be embedded in the
text, whether authentic ones or additional forgeries.

The GM makes your check secretly so you're not sure
how good your forgery is. As with Disguise, you don’t
even need to make a check until someone examines the
work. This Forgery check is opposed by the person who
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examines the document to check its authenticity. That
person makes a Forgery check opposed to the forger’s.
The reader gains bonuses or penalties to his or her check
as described in the table below.

Reader’s
Condition Check Modifier
Type of document unknown to reader -2
Type of document somewhat known to reader +0
Type of document well known to reader +2
Handwriting unknown to reader -2
Handwriting somewhat known to reader +0
Handwriting intimately known to reader +2
Reader only casually reviews the document -2

As with Bluff, a document that contradicts procedure,
orders, or previous knowledge, or one that requires sac-
rifice on the part of the person checking the document,
can increase that character’s suspicion (and thus create
favorable circumstances for the checker’s opposing
Forgery check).

Retry: Usually, no. A low roll generally means that
the forger has made a mistake based on faulty knowledge,
and repeated attempts would merely repeat that mistake.

Special: To forge documents and detect forgeries, one
must be able to read and write the language in question.
(The skill 1s language-dependent.)

GATHER INFORMATION (CHA)
Use this skill to make contacts in an area, find out local
gossip, spread rumors, and collect general information.

Check: By succeeding at a skill check (DC 10) and
spending an evening passing out silver and buying drinks,
you can get a general feel for the major news items in a
city or region. This assumes that no obvious reasons exist
why information would be withheld (such as if you can’t
speak the local language). The higher the check result, the
better the information.

If you want to find out about a specific rumor
(“Which way to the hidden bandit camp?”), or a spe-
cific person (“What can you tell me about the mysteri-
ous man who always stands next to the High Lord?”),
or do something else along those lines, the DC is 15 to
25 or higher.

If you do not speak the same language of the region,
you cannot use Gather Information. If you speak a dif-
ferent dialect (if you're in Illian but you speak Common
(midlands), for example), you suffer a -2 penalty.

Retry: Yes, but it takes an evening or so for each
check, and characters may draw attention to themselves if
they repeatedly pursue a certain type of information.

HANDLE ANIMAL (CHA)
Trained Only
Use this skill to drive a team of horses pulling a wagon
over rough terrain, teach a dog to guard, raise a grolm as
a devoted pet, or teach a raken to “come” when you call.
Check: The time required to get an effect and the DC
depend on what you are trying to do.

Task Time DC
Handle a domestic

animal Varies 10
“Push™ a domestic

animal Varies 15
Teach an animal tasks 2 months 15

Teach an animal

unusual tasks 2 months 20

Rear a wild animal 1 year 15 + HD of animal
Rear a beast 1 year 20 + HD of beast
Train a wild animal 2 months 20 + HD of animal
Train a beast 2 months 25 + HD of beast

Time: For a task with a specific time frame, you must
spend half this time (at the rate of 3 hours per day per an-
imal being handled) working toward completion of the
task before you make the skill check. If the check fails,
you can’t teach, rear, or train that animal. If the check
succeeds, you must invest the remainder of the time be-
fore the teaching, rearing, or training is complete. If the
time is interrupted or the task is not followed through to
completion, any further attempts to teach, rear, or train
the same animal automatically fail.

Handle a Domestic Animal: A character with this
skill can drive beasts of labor, tend to tired horses, and
so forth,

“Push” a Domestic Antmal: An animal handler who
“pushes” a domestic animal can get more out of it than it
usually gives. For example, the handler could command a
poorly trained dog or drive draft animals to extra effort.

Teach an Animal Tasks: With this skill, you can teach
a domestic animal some tricks. You can train one type of
animal per rank (chosen when the ranks are purchased)
to obey commands and perform simple tricks. Animals
commonly trained include dogs, horses, mules, oxen,
talcons, and pigeons. You can work with up to three an-
imals at one time, and you can teach them general tasks
such as guarding, attacking, carrying riders, performing
heavy labor, hunting and tracking, or fighting beside
troops. An animal can be trained for one general pur-
pose only.

Teach an Animal Unusual Tasks: This is similar to teach-
ing an animal tasks, except that the tasks can be some-
thing unusual for that breed of animal, such as training a
bear to be a riding animal. Alternatively, you can use this
aspect of Handle Animal to train an animal to perform
specialized tricks, such as teaching a horse to rear on com-
mand or come when whistled for, or teaching a falcon to
pluck objects from someone’s grasp.

Rear a Wild Animal or a Beast: Rearing an animal or
beast involves raising a wild creature from infancy so that
it is domesticated. A handler can rear up to three crea-
tures of the same type at once. A successfully domesti-
cated animal or beast can be taught tricks at the same
time that it's being raised, or can be taught as a domesti-
cated animal later.

Train a Wild Animal or a Beast: The character can train
the wild creature to do certain tricks, but only at the
character’s command. The creature is still wild, though
usually controllable.



Retry: For handling and pushing domestic animals,
yes. For training and rearing, no.

Special: A character with 5 or more ranks of Animal
Empathy gets a +2 synergy bonus on Handle Animal
checks with animals. A character must have 9 or more
ranks of Animal Empathy to get the same +2 synergy
bonus on Handle Animal checks with beasts. A character
with 5 or more ranks of Handle Animal gets a +2 synergy
bonus on Ride checks. An untrained character can use a
Charisma check to handle and push animals.

HEeAL (W1s)

Use this skill to keep a badly wounded friend from dying,
to help others recover faster from wounds, to keep your
friend from succumbing to a blade forged at Shayol
Ghul, or to treat disease.

Check: The DC and effect depend on the task you at-
tempt.

Task DC
First aid 15
Long-term care 15

Poison’s DC
Disease’s DC

Treat potson
Treat disease

First Aid: First aid usually means saving a dying char-
acter. If a character has negative hit points and is losing
hit points (at 1 per round, 1 per hour, or 1 per day), you
can make her stable. The character regains no hit points,
but she does stop losing them. The check can be made as
a move or attack action. (See Dying, page 144.)

Long-term Care: Providing long-term care means treat-
ing a wounded person for a day or more. If successtul, the
patient recovers hit points or ability score points (lost to
temporary damage) at twice the normal rate: 2 hit points
per level for each day of light activity, 3 hit points per
level for each day of complete rest, and 2 ability score
points per day. You can tend up to six patients at a time.
You need a few items and supplies (bandages, salves, and
so on) that are easy to come by in settled lands. Giving
long-term care counts as light activity for the healer. You
cannot give long-term care to yourself.

A healer’s kit (page 126) or the appropriate herbs
(such as those a village Wisdom might carry) each provide
a +2 circumstance bonus on Heal checks.

Treat Poison: To treat poison means to tend a single
character who has been poisoned and who 1s going to
take more damage from the poison (or suffer some other
effect). Every time the poisoned character makes a saving
throw against the poison, you make a Heal check. The
poisoned character uses your result in place of her saving
throw if your Heal result is higher.

Treat Disease: To treat a disease means to tend a dis-
eased character. Every time the diseased character makes
a saving throw against disease effects, you make a Heal
check. The diseased character uses your result in place of
his or her saving throw if your Heal result is higher.

Use Healer’s Balm: A trained healer can use this sub-
stance more effectively to restore another character’s lost
hit points. When applying healer’s balm (page 128) to an-

other character, make a Heal check against the following
table. The result of the check tells you how many addi-
tional hit points this application of healer’s balm pro-
vides to the injured character. This check may also be
made when stabilizing a character that is at negative hit
points (in addition to stabilizing, the injured character re-
gains the additional hit points). This application of the
Heal skill cannot be used untrained.

Special: If you have 5 or more ranks in Profession
(herbalist), you get a +2 synergy bonus on Heal checks.

Hipke (DEXx)
Armor Check Penalty
Use this skill to sink back into the shadows and proceed
unseen, approach a guard post under cover of trees and
brush, or tail someone through a bustling city without
being noticed.

Check: Your Hide check is opposed by the Spot check
of anyone who might see you. You can move up to one-
half your normal speed and hide at no penalty. At more
than one-half and up to your full speed, you suffer a -5
penalty. It’s practically impossible (-20 penalty) to hide
while running or charging.

For example, Eben Darl has a speed of 10 meters. If
he doesn’t want to take a penalty on his Hide check, he
can move only 5 paces as a move action (and thus 10 me-
ters in a round).

Your check is also modified by your size:

Size Modifier Size Modifier
Fine +16 Large -4
Diminutive +12 Huge -8
Tiny +8 Gargantuan -12
Small +4 Colossal -16

Medium-size  +0

If people are observing you, even casually, you can’t
hide. You can run around a corner so that you're out of
sight and then hide, but the others then know at least
where you went. If your observers are momentarily dis-
tracted (as by a Bluff check), though, you can attempt to
hide. While the others turn their attention from you,
you can attempt a Hide check if you can get to a hiding
place of some kind. (As a general guideline, the hiding
place has to be within 3 feet for every 3 ranks you have
in Hide.) This check, however, is at =10 because you
have to move fast.

Creating a Diversion to Hide: You can use the Bluff skill
to help you hide. A successful Bluff check can give you
the momentary diversion you need to attempt a Hide
check while people are aware of you.

INNUENDO (W15)
Trained Only
You know how to give and understand secret messages
while appearing to be speaking about other things. Two
nobles, for example, might seem to be discussing hunting
when they’re really hatching a plan to bring down a mem-
ber of the king’s privy council.
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Check: You can get a message across to another
character with the Innuendo skill. The DC for a basic
message 1s 10. The DC 1s 15 or 20 for complex messages,
especially those that rely on getting across new informa-
tion. Also, the character can try to discern the hidden
message in a conversation between two other characters
that are using this skill. The DC is the skill check of the
character using Innuendo, and for each piece of infor-
mation that the eavesdropper is missing, that character
suffers a -2 penalty on the check. For example, if a char-
acter eavesdrops on people planning to assassinate a vis-
iting diplomat, the eavesdropper suffers a =2 penalty if
he doesn’t know about the diplomat. Whether trying to
send or intercept a message, a failure by 5 or more points
means that some false infor-
mation has been implied or
inferred.

The GM makes your In-
nuendo check secretly so that
you don’t necessarily know
whether you were successful.

You cannot use Innu-
endo to communicate if you
do not speak the same lan-
guage as the person with
whom you are communicat-
ing, or to listen in if you do
not speak the language being
spoken. If you speak the
same language, but not the
same dialect (if you speak
Common (midlands) and the
conversation is in Common
(Tairen), for example), you
suffer a -2 penalty to Innu-
endo checks.

Retry: Generally, retries
are allowed when trying to
send a message, but not when
intercepting one. Each retry
carries the chance of miscom-
munication.

Special: If you have 5 or
more ranks in Bluff, you get a
+2 synergy bonus on your
check to transmit a message.
If you have 5 or more ranks in Sense Motive, you get a
+2 synergy bonus on your check to intercept (but not
transmit) a message.

INTIMIDATE (CHA)

Use this skill to get a blustering guard to back down or
make a prisoner give you the information you want. In-
timidation includes verbal threats and body language.

Check: You can change others’ behavior with a suc-
cessful check. The DC is typically 10 plus the target’s
level. Any bonuses that a target may have on saving
throws against fear increase the DC., Intimidate requires a
full-round action.

Retry: Generally, retries don’t work. Even if the ini-

An lllianer armsman flees for his life.

tial check succeeds, the other character can only be in-
timidated so far, and a retry doesn’t help. If the initial
check fails, the other character has probably become
more firmly resolved to resist the intimidator, and a retry
is futile.

Special: If you have 5 or more ranks in Bluff, you get
a +2 synergy bonus on Intimidate checks.

INTUIT DIRECTION (W1S)
Trained Only
You have an innate sense of direction.

Check: By concentrating for 1 minute, you can de-
termine where true north lies in relation to yourself (DC
15). If the check fails, you cannot determine direction,
On a natural roll of 1, you
err and mistakenly identify a
random direction as true
north.

The GM makes your check
secretly so that you don’t
know whether you rolled a
successful result or a 1.

Retry: You can use Intuit
Direction more than once
per day. The roll represents
how sensitive to direction
you are that day. Use the
number you rolled for all
other checks in the same
day.

Special: Untrained char-
acters can’t use an innate
sense of direction, but they
could determine direction
by finding clues.

Jump (STR)

Armor Check Penalty
Use this skill to leap over pits,
vault low fences, or reach a
tree’s lowest branches.

Check: You jump a min-
imum distance plus an addi-
tional distance depending
on the amount by which
your Jump check result ex-
ceeds 10. The maximum distance of any jump is a func-
tion of your height.

Minimum Maximum
Type of Jump  Distance  Additional Distance Distance
Running jump*  5ft.  +1 ft./l point above 10  Height x 6
Standing jump 3ft. 41 ft/2 points above 10 Height x 2

Running 2ft.  +1 ft./4 points above 10 Height x 1/2
high jump*

Standing 2ft.  +1ft/8 pointsabove 10 Height
high jump

Jump back 1ft.  +1ft/8 pointsabove 10 Height

*You must move 20 feet before jumping. A character can’t take a run-
ning jump in heavy armor,
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The distances listed are for characters with speeds of 30
feet. If you have a lower speed (from armor, encum-
brance, or weight carried, for instance), reduce the dis-
tance jumped proportionally. If you have a higher speed
(because you're an algai’d’siswai, for instance), increase
the distance jumped proportionally, but not the maxi-
mum distance.

For example, Andric, an algai’d siswai, has a Jump skill
modifier of +2 (no ranks, +3 Strength bonus, -1 armor
check penalty) and a base speed of 40 feet. He attempts a
running jump across a 10-foot wide chasm, and his player
rolls an 11 for a result of 13. That’s 3 over 10, so he clears
3 feet more than the minimum distance, or 8 feet. Also,
his base speed is one-third higher than normal (40 feet in-
stead of 30 feet), so his jumping distance is likewise one-
third greater. Adding one-third of 8 feet to 8 feet yields
another 2 feet, 8 inches, for a total of 10 feet, 8 inches.
Andric clears the chasm by 8 inches.

Distance moved by jumping is counted against maxi-
murmn movement in a round normally. For example, An-
dric runs 20 feet toward the chasm, leaps 10 feet over it,
and then moves an additional 10 feet to be next to a Trol-
loc. He can now attack the Trolloc, since he can move 40
feet and make an attack in the same round.

If you intentionally jump down from a height, you
might take less damage than if you just fall. If you suc-
ceed at a Jump check (DC 15), you take damage as if you
had fallen 10 feet less than you actually did.

Special: If you have 5 or more ranks in Tumble, you
get a +2 synergy bonus on Jump checks.

A character who has the Run feat and who makes a
running jump increases the distance or height he clears
by one-fourth, but not past the maximum.

KNOWLEDGE (INT)

Trained Only

Like the Craft and Profession skills, Knowledge actually
encompasses a number of unrelated skills. Knowledge
represents a study of some body of lore, possibly an aca-
demic or even scientific discipline. Below are typical
fields of study. With your GM's approval, you can invent
new areas of knowledge.

® Arcana (ancient mysteries, channeling traditions, ar-
cane symbols, cryptic phrases, World of Dreams, Aes
Sedai traditions).

Architecture and engineering (buildings, aqueducts,
bridges, fortifications).

Blight (denizens, geography, and dangers of the
Blight).

Geography (lands, terrain, climate, people, customs).
History (royalty, wars, colonies, migrations, founding
of cities).

Local (legends, personalities, inhabitants, laws, traditions).
Nature (plants and animals, seasons and cycles,
weather).

Nobility and royalty (lineages, heraldry, customs,
family trees, mottoes, personalities, laws).

The Age of Legends (personalities, history, Breaking
of the World).

@ @ &% oe @ @

Check: Answering a question within your field of
study has a DC of 10 (for really easy questions), 15 (for
basic questions), or 20 to 30 (for really tough questions).

Retry: No. The check represents what you know, and
thinking about a topic a second time doesn’t let you
know something you never learned in the first place.

Special: An untrained Knowledge check is simply an
Intelligence check. Without actual training, a character
only knows common knowledge.

LisTEN (W18)

Use this skill to hear approaching enemies, detect some-
one sneaking up on you from behind, or eavesdrop on
someone else’s conversation.

Check: Make a Listen check against a DC that reflects
how quiet the noise is that you might hear or against an
opposed Move Silently check.

The GM may make the Listen check so that you don’t
know whether not hearing anything means that nothing
is there or that you rolled low.

DC Sound
0  People talking
5 A person in medium armor walking at a slow
pace, trying not to make noise
10 An unarmored person walking at a slow pace,
trying not to make any noise
15 A lstlevel wanderer using Move Silently within
10 feet of the listener
25 A draghkar stalking its prey
30 A myrddraal moving over a smooth surface
4+1  Per 10 feet from the listener
+5  Through a door
+15 Through a stone wall

In the case of people trying to be quiet, the listed DCs
could be replaced by Move Silently checks, in which
case the listed DC would be the average result (or close
to it).

A Listen check is either a reaction or a full-round ac-
tion if you actively attempt to hear something.

Retry: You can make a Listen check every time you
have the opportunity to hear something in a reactive
manner. As a full-round action, you may attempt to hear
something that you failed to hear previously.

Special: When several characters are listening to the
same thing, the GM can make a single 1d20 roll and use
it for all the listeners’ skill checks. A character with the
Alertness feat gets a +2 synergy bonus on Listen checks.

MoVE SILENTLY (DEX)
Armor Check Penalty
You can use this skill to sneak up behind an enemy or
slink away without being noticed.

Check: Your Move Silently check is opposed by the
Listen check of anyone who might hear you. You can
move up to one-half your normal speed at no penalty. At
more than one-half and up to your full speed, you sutter
a -5 penalty. It’s practically impossible (=20 penalty) to
move silently while running or charging.
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OPEN Lock (DEX)

Trained Only
You can pick padlocks, finesse combination locks, and
solve puzzle locks, The effort requires at least a simple
tool of the appropriate sort (a pick, pry bar, blank key,
wire, or similar implement). Attempting an Open Lock
check without a set of thieves’ tools (page 126) carries a
-2 circumstance penalty, even if a simple tool is em-
ployed. The use of masterwork thieves’ tools enables you
to make the check with a +2 circumstance bonus.

Check: Opening a lock entails 1 round of work and a
successful check. (It is a full-round action.)

Lock DC  Lock DC
Very simple lock 20  Good lock 30
Average lock 25 Amazing lock 40

Special: Untrained characters cannot pick locks, but
they might successfully force them open.

PERFORM (CHA)

You are skilled in some type of artistic expression and
know how to put on a show. Perform is actually a num-
ber of separate skills. Possible Perform types include bal-
lad, chant, comedy, dance, drama, drums, epic, flute,
harp, lute, mime, ode, singing, juggling, storytelling, and
horn. (The GM may authorize other types.) You are ca-
pable of one form of performance per rank.

A sty Ebou Dari wanderer pickpockets an arrogant
Tairen noble.

Check: You can impress audiences with your talent
and skill. Performing requires time, usually several min-
utes to an hour or more. A masterwork musical instru-
ment (page 126) gives a +2 circumstance bonus on
Perform checks that involve the use of the instrument.

DC Performance

10 Routine performance. Trying to earn silver by
playing in public is essentially begging. You earn
1d10 silver pennies per day.

15 Enjoyable performance. In a prosperous locale,
you can earn 2d10 sp per day.

20 Great performance. In a prosperous locale, you
can earn 3d10 sp per day. With time, you may
be invited to join a professional troupe or band,
or become an entertainer-in-residence for a
minor house.

25  Memorable performance. In a prosperous locale,
you can earn 1dé6 mk per day. With time, you
may come to the attention of wealthy noble or
house patrons.

30  Extraordinary performance. In a prosperous lo-
cale, you can earn 3d6 mk per day. With time,
you may draw attention from distant potential
patrons, perhaps even royalty.

Retry: Retries are allowed, but they don’t negate pre-
vious failures, and an audience that has been unim-
pressed in the past is going to be prejudiced against future
performances. (Increase the DC by 2 for each previous
failure.)

Special: In addition to using the Perform skill, a char-
acter could entertain people with the Tumble skill.

Pick POCKET (DEX)
Trained Only; Armor Check Penalty
You can cut or lift a purse and hide it on your person, palm
an unattended object, or perform some feat of legerdemain
with an object no larger than a hat or loaf of bread.

Check: A check against DC 10 lets you palm a coin-
sized, unattended object. Minor feats of legerdemain,
such as making a coin disappear, are also DC 10 unless an
observer is determined to note where the item went.
When performing this skill under close observation, your
skill check is opposed by the observer’s Spot check. The
observer’s check doesn’t prevent you from performing the
action, just from doing it unnoticed.

When you try to take something from another per-
son, your opponent makes a Spot check to detect the at-
tempt. To retrieve the item, you must roll a 20 or higher,
regardless of the opponent’s check result. The opponent
detects the attempt if her check result beats your check re-
sult, regardless of whether or not you got the item.

Retry: A second Pick Pocket attempt against the same
target, or when being watched by the same observer, has
a DC +10 higher than the first skill check if the first check
failed or if the attempt was noticed.

Special: If you have 5 or more ranks in Bluff, you get
a +2 synergy bonus on Pick Pocket checks.
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PROFESSION (W1S)

Trained Only

You are trained in a livelihood or a professional role, such
as apothecary, boater, bookkeeper, brewer, cook, driver,
farmer, fisher, gambler, guide, herbalist, herdsman,
innkeeper, lumberjack, miller, miner, porter, rancher,
sailor, scribe, siege engineer, stable hand, tanner, team-
ster, woodcutter, and so forth.

Like Craft, Profession is actually a number of separate
skills. For instance, you could have the skill Profession
(cook). Your ranks in that skill don’t affect any checks you
happen to make for milling or mining. You could have
several Profession skills, each with its own ranks, each
purchased as a separate skill.

While a Craft skill represents skill in creating or
making an item, a Profession skill represents an aptitude
in a vocation requiring a broader range of less specific
knowledge. To draw a modern analogy, if an occupation
is a service industry, it's probably a Profession skill. If
it’s in the manufacturing sector, it’s probably a Craft
skill.

Check: You can practice your trade and make a de-
cent living, earning about half your check result in silver
marks per week of dedicated work. You know how to use
the tools of your trade, how to perform the profession’s
daily tasks, how to supervise untrained helpers, and how
to handle common problems. For example, a sailor
knows how to tie several basic knots, how to tend and re-
pair sails, and how to stand a deck watch at sea. The GM
sets DCs for specialized tasks.

Retry: An attempt to use a Profession skill to earn
an income cannot be retried. You are stuck with what-
ever weekly wage your check result brought you. (An-
other check may be made after a week to determine a
new income for the next period of time.) An attempt
to accomplish some specific task can usually be re-
tried.

Special: Untrained laborers and assistants earn an av-
erage of 1 silver penny per day.

REeAD Lirs (INT)
Trained Only; Wanderer only
You can understand what others are saying by watching
their lips.

Check: You must be within 30 feet of the speaker
and be able to see her speak. You must be able to under-
stand the speaker’s language. If you speak the same lan-
guage, but not the same dialect (if you speak Common
(midlands) and the target speaks Common (Tairen), for
example), you suffer a -2 penalty. The base DC is 15,
and it is higher for complex speech or an inarticulate
speaker.

You have to concentrate on reading lips for a full
minute before making the skill check, and you can’t per-
form some other action during this minute. You can
move at half speed but not any faster, and you must
maintain a line of sight to the lips being read. If the check
succeeds, you can understand the general content of a
minute’s worth of speaking, but you usually still miss cer-
tain details.

If the check fails, you can’t read the speaker’s lips. If
the check fails by 5 or more, you draw some mcorrect
conclusion about the speech.

The GM rolls your check so you don’t know whether
you succeeded or missed by 5.

Retry: The skill can be used once per minute.

RiDE (DEX)

You can ride a particular type of mount (usually a horse,
but possibly a different mount). When you select this
skill, choose the type of mount you are familiar with. For
this purpose, “horses” includes mules, donkeys, and
ponies. If you use the skill with a different mount (such as
riding a torm when you’re used to riding horses), your rank
is reduced by 2 (but not below 0). If you use this skill with
a very different mount (such as riding a raken when you’re
used to riding horses), your rank is reduced by 5 (but not
below 0).

Check: Typical riding actions don’t require checks.
You can saddle, mount, ride, and dismount from a mount
without a problem. Mounting or dismounting is a move
action. Some tasks require checks:

Task DC  Task DC
Guide with knees 5 Leap 15
Stay in saddle 5  Control mount in battle 20
Fight with warhorse 10  Fast mount or dismount 20*
Cover 15 Soft fall 15

*Armor check penalty applies.

An Atha’an Miere sailor
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Guide with Knees: You can react instantly to guide
your mount with your knees so that you can use both
hands in combat. Make the check at the start of your
round. If you fail, you can only use one hand this
round because you need to use the other to control
your mount.

Stay in Saddle: You can react instantly to try to avoid
falling when your mount rears or bolts unexpectedly or
when you take damage.

Fight with Warborse: If you direct your war-trained
mount to attack in battle, you can still make your own at-
tack or attacks normally.

Cower: You can react instantly to drop dewn and
hang alongside your mount, using it as one-half cover.
You can’t attack or cast weaves while using your mount
as cover. If you fail, you don’t get the cover benefit.

Soft Fall: You react instantly to try to take no damage
when you fall off a mount, such as when it is killed or
when it falls. If you fail, you take 1dé points of falling
damage.

Leap: You can get your mount to leap obstacles as
part of its movement. Use your Ride skill modifier or
the mount’s Jump skill modifier (whichever is lower)
to see how far the mount
can jump. The DC (15) is
what you need to roll to
stay on the mount when it
leaps.

Contrel Mount in Battle:
As a move action, you can
attempt to control a light
horse, pony, or heavy horse
while in combat. If you fail,
you can do nothing else that
round. You do not need to
roll for warhorses.

Fast Mount or Dismount:
You can mount or dis-
mount as a free action. If
you fail the check, mount-
ing or dismounting is a
move action. (You can’t at-
tempt a fast mount or dis-
mount unless you can
perform the mount or dis-
mount as a move action
this round.)

Special: If you are rid-
ing bareback, you suffer a
-5 penalty on Ride checks.
If you have 5 or more ranks
in Handle Animal, you get
a +2 synergy bonus on Ride
checks. The Ride skill is a
prerequisite for the feats
Mounted Combat, Moun-
ted Archery, Trample, Ride-By Attack, and Spirited
Charge. See the feat descriptions in Chapter 5: Feats
for details.

A male Atha'an Miere wanderer easily swims
across a rushing river.

SEARCH (INT)
You can scour an area for lost items, find hidden com-
partments, locate traps, and discern other details not
readily apparent to the casual observer. The Spot skill lets
you notice something, such as a hiding assassin. The
Search skill lets a character discern some small detail or ir-
regularity through active effort.

Check: You generally must be within 10 feet of the
object or surface to be searched. Tt takes 1 round to search
a 5-foot-by-5-foot area or a volume of goods 5 feet on a
side; doing so is a full-round action.

DC Task

10 Ransack an area to find a certain item

20 Notice a typical secret compartment, a simple
trap, or an obscure clue

Find a complex or well-hidden secret compart-
ment or trap; notice an extremely obscure clue

25

Special: A character that does not have the Track feat
can use the Search skill to find tracks, but can only follow
tracks if the DC is 10 or less.

SENSE MOTIVE
(W1s)

Use this skill to tell when
someone is bluffing you.
This skill represents sensitiv-
ity to the bedy language,
speech habits, and manner-
isms of others.

Check: A successful check
allows you to avoid being
bluffed (see the Bluff skill,
page 72). You can also use
the skill to tell when some-
thing odd is going on that
you were unaware of or assess
someone’s trustworthiness,
Trying to gain information
with this skill takes at least 1
minute, and you could
spend a whole evening trying
to get a sense of the people
around you.

In addition, you can use
this skill to make a gut as-
sessment of the social situa-
tion. You can get the feeling
from another’s behavior that
something is wrong, such as
when you're talking to an im-
postor. Alternatively, you
can get the feeling that
someone is trustworthy. The
DC for such a hunch is 20.

Retry: No, though you may make a Sense Motive
check for each bluff made on you.
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SPEAK LANGUAGE (NONE)

Trained Only
The Language skill doesn’t work like a standard skill.

® You start at 1st level knowing how to read, write, and
speak in your primary language. (See Chapter 2: Back-
grounds.)

® Instead of buying a rank in Speak Language, you
choose a new language in which you are profi-
cient.

@ You don’t make Speak Language checks. You ei-
ther know how to use a specific language or you
don’t.

& The Wheel of Time Roleplaying Game assumes that
characters with the appropriate Language skill can
speak, read, and write the language. If a language
doesn’t have a written form, a character obviously
can’t write it

Retry: Not applicable.

Serot (W1s)

Use this skill to notice opponents waiting in ambush, to
see an assassin lurking in the shadows, or to discern sol-
diers in the distance.

Check: The Spot skill is used primarily to detect char-
acters or creatures that are hiding. Typically, Spot is op-
posed by the Hide check of the character trying not to be
seen. Sometimes a creature isn’t intentionally hiding but
is still difficult to see, so a successful Spot check is neces-
sary to notice it.

Spot is also used to detect someone in disguise (see
the Disguise skill, page 76).

Spot is either a reaction or a full-round action if you
actively take the time to try to notice something.

Condition Penalty
Per 10 feet of distance =1
Spotter distracted -5

Retry: You can make a Spot check every time you
have the opportunity to notice something in a reactive
manner. As a full-round action, you may attempt to spot
something that you failed to spot previously.

Special: A character with the Alertness feat gets a +2
synergy bonus on Spot checks.

SwiM (STR)
Using this skill, a land-based creature can swim, dive, nav-
igate underwater obstacles, and so on.

Check: A successful Swim check allows you to swim
one-quarter of your speed as a move action or one-half
your speed as a full-round action. Roll once per round. If
you fail, you make no progress through the water. If you
fail by 5 or more, you go underwater and start to drown
(see Suffocation and Drowning, page 230).

If you are underwater (whether drowning or swim-
ming underwater intentionally), you suffer a cumulative
-1 penalty to your Swim check for each consecutive
round you've been underwater.

The DC for the Swim check depends on the water:

Water DC
Calm water 10
Rough water 15
Stormy water 20

Retry: A new check is allowed the round after a check
is failed.

Special: Each hour that you swim, make a Swim
check against DC 20 or suffer 1dé points of subdual dam-
age from fatigue. Instead of an armor check penalty, you
suffer a penalty of -1 for every 5 pounds of gear you

carry.

TumsLE (DEX)

Trained Only; Armor Check Penalty
You can dive, roll, somersault, flip, and so on. You can't
use this skill if your speed has been reduced by armor or
excess equipment (see Encumbrance, page 110).

Check: You can land softly when you fall or tumble
past opponents. You can also tumble to entertain an au-
dience (as with the Perform skill).

DC Task

15  Treat a fall as if it were 10 feet shorter when de-
termining damage.

15  Tumble up to 20 feet (as part of normal move-
ment) past opponents as if they were not there.
Failure means you stop immediately upon mov-
ing adjacent to the opponent.

25  Tumble up to 20 feet (as part of normal move-
ment), moving through areas occupied by op-
ponents (over, under, or around them as if
they weren’t there). Failure means you stop
just before moving into the nearest oppo-
nent’s square.

Retry: An audience, once it has judged a tumbler as
uninteresting, is not receptive to repeat performances.
You can try to reduce damage from a fall as an instant re-
action once per fall. You can attempt to tumble as part of
movement once per round.

Special: A character with 5 or more ranks in Tum-
ble gains a +3 dodge Defense bonus when executing
the fight defensively standard or full-round action in-
stead of a +2 dodge Defense bonus (see Fighting De-
fensively, page 141).

A character with 5 or more ranks in Tumble gains a
+6 dodge Defense bonus when exccuting the total de-
fense attack action instead of a +4 dodge Defense bonus
(see Total Defense, page 140). Any untrained check in-
volving maintaining balance (such as on a narrow ledge)
that doesn’t require special moves is simply a Dexterity
check.

Use Ropre (DEX)

With this skill, you can make firm knots, undo tricky
knots, and bind prisoners with ropes.
Check: Most tasks with a rope are relatively simple.
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DC Task
10 Tie a firm knot.
15 Tie a special knot, such as one that slips, slides
slowly, or loosens with a tug.
15  Tie a rope around oneself one-handed.
15  Splice two ropes together (takes 5 minutes).

When you bind another character with a rope, any Escape
Artist check that the bound character makes is opposed
by your Use Rope check. You get a special +10 inherent
bonus on the skill check because it is typically easier to
bind someone than to escape from being tied up. You
don’t even make your Use Rope check until someone
tries to escape.

Special: A silk rope gives a +2 circumstance bonus on
Use Rope checks. If you have 5 or more ranks in Escape
Artist, you get a 4+2 synergy bonus on checks to bind
someone.

WILDERNESS LORE (W1s)

Use this skill to hunt wild game, guide a party safely
through frozen wastelands, identify signs of a Trolloc
unit’s passage, or avoid natural hazards. With the Track
feat, you can also use this skill to track foes through the
wilderness.

Check: You can keep yourself and others safe and fed
in the wild.

A midlander woodsman nses bhis wilderness love to find
shelter in a blizzard.

DC Task

10 Get along in the wild. Move up to one-half your
overland speed while hunting and foraging (no
food or water supplies needed). You can provide
food and water for one other person for every 2
points by which your check result exceeds 10.
Extreme environments (such as the Aiel Waste)
may increase the DC of your check.

15  Gain +2 on all Fortitude saves against severe
weather while moving up to one-half your over-
land speed, or gain +4 if stationary. You may
grant the same bonus to one other hero for every
1 point by which the check result exceeds 15.

15 Avoid getting lost and avoid natural hazards,
such as quicksand.

CHANNELER
SKILLS

CoMPOSURE (W1s)
Tratned Only
You are particularly good at maintaining inner calm.

Check: You can maintain your calm in the face of
fear, stress, or trying emotional circumstances. With a
successful check against DC 15, you gain a +2 bonus on
Bluff, Diplomacy, and Intimidate checks made under
heated social circumstances for the next 10 minutes.

A successful check against DC 20 allows you to
quickly fall asleep, even if you are not particularly tired.
This is useful if your opportunities to rest are not regular,
or if you are a dreamwalker who wishes to enter the
dream realms without delay.

A successful check against DC 25 allows you to re-
main comfortable in moderate extremes of temperature.
Heat that might cause others to break out into a heavy
sweat—or cold that sends them into huddled shivers—
causes you only mild discomfort. This use of the skill pro-
vides a +5 bonus on Concentration checks made for
distractions due to weather. It does not protect you
against the elements, however—conditions that might
damage your character (extreme heat or freezing cold) are
just as dangerous.

In combat situations, a successful check against DC
20 gives you a +1 bonus on attack rolls for 5 rounds.

Composure checks are always full-round actions.
Each check must have a specific goal: A successful Com-
posure check to resist the discomfort of freezing temper-
atures would not automatically grant a -2 bonus on
Bluft, Diplomacy, and Intimidate checks, for example.

Retry: Normally, you can’t retry a Composure check.

INVERT (INT)
Lost; Trained Only; Initiate, Wilder only
Using this skill, a channeler can conceal from the sight of
other channelers a weave that he or she has cast. Note
that only male channelers can see weaves cast by other
male channelers, and only females can see those cast by
female channelers.
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Check: The channeler may only use the Invert skill
on his or her own weaves. The Invert check must be made
immediately after the weave is cast. By succeeding at a
skill check (DC 10 + the weave’s casting level), the weave
is successfully hidden from most other channelers.

Only the weave itself is hidden—all of its effects con-
tinue to occur as they normally would, and are visible as
usual. For example, a wilder might cast a create fire weave
to light a fire. Initiates in the same room (as well as any-
one else there) would see firelight as normal—but they
would not see the weave that caused it, and therefore
would not know who started it (though they would prob-
ably suspect that a spontaneously sparked fire was started
using the One Power). A particularly useful application of
this skill is to disguise a person or item, inverting the
weave so that even other channelers could not easily tell
that its appearance isn’t natural.

Initiates or wilders with the Sense Residue feat (and
of the same gender as the caster) have a chance of see-
ing the weave. Your Invert check 1s opposed by the
Weavesight check of any such person who might see
your weave.

Retry: You may only attempt to invert a weave once,
just as it is being cast. If the Invert check is failed, that
casting of the weave cannot be inverted. Your only op-
tion is to release the weave and cast it again, or to leave
it uninverted.

WEAVESIGHT (INT)

Initiate, Wilder Only
Use this skill to identify weaves as they are cast or that
are held or tied off. Note that even with this skill, only
male channelers can see weaves cast by other male chan-
nelers, and only females can see those cast be female
channelers.

Check: You can identify a weave and its effects, and
learn to cast the weave.

DC Task
10 Identify which of the Five Powers are used in the
weave.

15  Identify the weave. If you are familiar with the
weave, you know its name and effects; if not,
you sense its general effect.

20  Learn the weave, if it is of a level you are capa-
ble of casting without overchanneling,
25  Learn the weave, if it is of a level you could cast

while overchanneling.

If your check result is less than 10, you can see the weave
but can’t find out anything about it.

Retry: You can retry if the caster recasts the weave. If
the caster is holding or has tied off the weave, you may
retry after studying it for 10 minutes. Residues are harder
to see; if retrying when using the Sense Residue feat, each
retry not only requires 10 minutes of study, but also in-
creases the DC by 5.

Special: You suffer a -5 penalty to attempts to learn
a weave if it does not use any of the Five Powers for which
you have an Affinity.

If you have the Sense Residue feat, you may attempt
to use Weavesight on a weave that was recently cast but
which is no longer held or tied off. Make the check with
a -2 penalty if the weave was released within the past 2
hours, a -5 penalty if released more than 2 hours ago but
within 24 hours, a ~10 penalty if released more than one
day ago but within a week, and a -15 penalty if released
more than a week ago but within one month. You can-
not use Weavesight on weaves released more than one
month ago.

If you have the Sense Residue feat, you may also at-
tempt to recognize inverted weaves. If you do not suc-
ceed at a DC of at least 10, you do not spot the weave at
all. Attempts to spot inverted weaves cannot be retried.
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A feat is a special feature that either gives your character
a new capability or improves one he or she already has,
For example, Geral (a borderlander armsman) chooses to
start with the Improved Initiative feat at st level. That
feat adds a +4 circumstance bonus to his initiative check
results. At 3rd level (see Table 3-1: Experience and Level-
Dependent Benefits, page 45), he gains a new feat and
chooses Dodge. This feat allows him to avoid the attacks
of an opponent he selects, improving his Defense against
the attacker.

Unlike a skill, a feat has no ranks. A character either
has the feat or does not.

ACQUIRING FEATS

Unlike skills, feats are not bought with points. You simply
choose them for your character. Each character gets one
feat when the character is created plus additional feats de-
pending on his background or class (as noted in Chapters
2 and 3). At 3rd level and every three levels thereafter
(6th, 9th, 12th, etc.), he or she gains another feat. For
multiclass characters, the feats come according to total
character level, regardless of individual class levels,

Additionally, some classes, such as initiates, get extra
class-related feats chosen from special lists (see Types of
Feats below).

PREREQUISITES

Some feats have prerequisites. You must have the listed
ability score, feat, skill, or base attack bonus to select or
use that feat. A character can gain a feat at the same level
at which he or she gains the prerequisite. For example, at
3rd level, Geral could spend 1 skill point on the Ride skill
(gaining his first rank in Ride) and select the Mounted
Combat feat at the same time.

You can’t use a feat if you've lost a prerequisite. For
example, if your Strength drops below 13 because of poi-
son, you can’t use the Power Attack feat.

TYPES OF FEATS

Some feats are general, meaning that no special rules gov-
ern them as a group. Others are channeling feats, which
allow channelers to use the One Power in unusual ways.
Stll others are Lost Ability feats, which allow characters
to tap into rare and mysterious powers.

CHANNELING FEATS: As a channeler’s knowledge
of the One Power grows, he can develop an expanded
ability at casting weaves, going beyond the limited capa-
bilities he once had. A channeler can develop additional
Affinities, learn to cast a new weave while holding one al-
ready cast, and learn new Talents.

Initiates and wilders receive bonus channeling feats as
they go up in level, in addition to the feats that every
character gets every third level. General feats cannot be
taken with these bonus feat slots—only channeling feats
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can be taken. The Mental Stability feat is one exception—
male channelers may gain it as a channeling feat.

Only channelers—wilders and initiates—can take chan-
neling feats.

LOST ABILITY FEATS: Certain feats relate to what
are sometimes called “lost abilities.” The lost abilities are
mysterious and supernatural capabilities, which are
thought to be related to the One Power but usually don’t
require the ability to channel. Characters of any class can
gain lost ability feats. However, the lost abilities are very
rare, and they seem to require some inborn capacity. This
is represented by the “latent ability” feats.

For each lost ability, there is a latent ability feat that
serves a§ a prerequisite for additional feats with that abil-
ity. The latent ability gives no other benefit—it simply
“opens the door” to the lost ability, allowing you to
choose additional feats that rely on it. For example, Ehre-
den chooses the Latent Sniffer feat at 3rd level. This gives
him no special abilities or features in and of itself. How-
ever, at 6th level, Ehreden can now choose the Sniffing
feat. Because Latent Sniffer is a prerequisite of Sniffing,
Ehreden could not have selected Sniffing at 6th level if he
hadn’t already chosen Latent Sniffer. In essence, Ehreden
used two feat slots to gain a single special ability—but that
makes sense, since the ability in question is rare and un-
usually potent.

Your GM may choose not to allow some or all of the
lost ability feats into your campaign. You may only gain
lost ability feats with your GM’s approval.

Dreamwalking: The lost ability of dreamwalking al-
lows a character to control and interpret the events in her
own dreams, enter and manipulate the dreams of others,
and enter the parallel dream world of Tél'aran’rhiod.
Dreamwalking is a complex art, and there are several feats
that build a dreamwalker’s abilities as she becomes more
skilled at entering and controlling dreams. Although this
gift has been lost to most of the world, the Aiel have
maintained a tradition of dreamwalking among their
Wise Ones; although rare even among the Aiel, the abil-
ity is much more common in the Waste than among the
wetlanders.

Foretelling: Sometimes formally referred to as “The
Foretelling,” this highly respected lost ability gives a char-
acter a prophetic sense of the future. Interpreting
prophecy is a tricky business, and while foretellings usu-
ally prove true, they often do so in unexpected ways.

Old Blood: Many nations and peoples have risen and
fallen in this Age alone. The old blood lost ability con-
nects you with the wisdom of your ancestors, sometimes
providing insight, knowledge, and even skills you never
knew you had.

Sniffing: This lost ability gives one a nose for vio-
lence. Acts of violence, and the trails of violent people,
actually leave an odor that a character with sniffing can
detect.

Treesinging: You possess the means to create objects
out of wood by singing to a tree. This ability is unique
to Ogier.

Viewing: A rare ability indeed, viewing allows a
character to see auras and images around other people.
Some of these images grant insight into a person’s nature,
such as whether they are generally trustworthy or if they
seek to harm someone. Others are more specific, and
prophetic, indicating a particular fate for the person in
question. As with the foretelling ability, prophetic visions
from viewings are usually hard to interpret—and even
harder to interpret accurately.

SPECIAL FEATS: These are feats available only to the
specified class. Only armsmen and algai’d siswai, for ex-
ample, can take Weapon Specialization, while only
wilders can take Eliminate Block. These feats are de-

scribed in the respective class entries for those classes in
Chapter 3: Classes.

FEAT
DESCRIPTIONS

Here is the format for feat descriptions:

FEAT NAME
Description of what the feat does or represents in plain
language.

Prerequisite: A minimum ability score, another feat
or feats, a minimum base attack, a skill, or a level that a
character must have in order to acquire this feat. This
entry is absent if a feat has no prerequisite. A feat may
have more than one prerequisite.

Benefit: What the feat enables you (the character) to
do. If you have the same feat more than once, its benefits
do not stack unless indicated otherwise in the descrip-
tion. In general, having a feat twice is the same as having
it once.

Normal: What a character who does not have this feat
is limited to or restricted from doing. If not having the
feat causes no particular drawback, this entry is absent.

Special: Additional facts about the feat that may be
helpful when you decide whether to acquire the feat.

GENERAL AND
SPECIAL FEATS

The following feats cover a wide variety of capabilities
and features that enhance almost any sort of character.
With the exception of a few special feats (labeled as such),
these are generally available to all characters who meet
the prerequisites, if any.

ALERTNESS

You have finely tuned senses.
Benefit: You get a +2 circumstance bonus on Listen
checks and Spot checks.
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AMBIDEXTERITY
You are equally adept at using either hand.

Prerequisite: Dex 15+,

Benefit: You ignore all penalties for using an off
hand. You are neither left-handed nor right-handed.

Normal: Without this feat, a character that uses his or
her off hand suffers a 4 penalty to attack rolls, ability
checks, and skill checks. For example, a right-handed char-
acter wielding a weapon with her left hand suffers a -4
penalty to attack rolls with that weapon.

Special: This feat helps offset the penalty for fighting
with two weapons. See the Two-Weapon Fighting feat,
page 96, and Table 8-2: Two-Weapon Fighting Penalties,
page 143,

ANIMAL AFFINITY
You are good with animals.
Benefit: You get a +2 circumstance bonus on Handle
Animal checks and Ride checks.

ARMOR PROFICIENCY (HEAVY)

You are proficient with heavy armor (see Table 7-5:
Armor, page 120).

Prerequisites: Armor Proficiency (light), Armor Pro-
ficiency (medium).

Benefit: See Armor Proficiency (light).

Normal: See Armor Proficiency (light).

Special: Armsmen receive this feat for free.

ARMOR PROFICIENCY (LIGHT)
You are proficient with light armor (see Table 7-5: Armor,
page 120).

Benefit: When you wear a type of armor with which
you are proficient, the armor check penalty applies only
to Balance, Climb, Escape Artist, Hide, Jump, Move
Silently, Pick Pocket, and Tumble checks.

Normal: A character that is wearing armor with which
she is not proficient suffers its armor check penalty on at-
tack rolls and on skill checks that involve moving, includ-
ing Ride,

Special: All classes except algai’d’siswai, initiates, and
wilders have this feat for free.

ARMOR PROFICIENCY (MEDIUM)
You are proficient with medium armor (see Table 7-5:
Armor, page 120).

Prerequisite: Armor Proficiency (light)

Benefit: See Armor Proficiency (light).

Normal: See Armor Proficiency (light).

Special: Armsmen, nobles, and woodsmen have this
feat for free. Algai’d’siswai, initiates, wanders, and wilders
do not.

ATHLETIC
You have a knack for athletic endeavors.
Benefit: You get a +2 circumstance bonus on Climb
checks and Swim checks.

BLIND-FIGHT
You know how to fight in melee without being able to see
your foes.

Benefit: In melee, every time you miss because of
concealment, you can reroll your miss chance percentile
roll one time to see if you actually hit (see Table 8-7:
Concealment, page 148).

An invisible attacker gets no bonus to hit you in
melee. That is, you don’t lose your positive Dexterity
bonus to Defense, and the attacker doesn’t get the usual
+2 circumstance bonus (see Table 8-5: Attack Roll Mod-
ifiers, page 146). The invisible attacker’s bonuses do still
apply for ranged attacks, however.

You suffer only half the usual penalty to speed for
being unable to see. Darkness and poor visibility in general
reduces your speed to three-quarters of normal, instead of
one-half (see Table 6-5: Hampered Movement, page 109).

Normal: Regular attack roll modifiers for invisible at-
tackers trying to hit you (see Table 8-5: Attack Roll Mod-
ifiers) apply, as does the speed reduction for darkness and
poor visibility (see Table 6-5: Hampered Movement).

CLEAVE
You can follow through with powerful blows.

Prerequisites: Str 13+, Power Attack.

Benefit: If you deal a creature enough damage to
make it drop (typically by dropping it to below 0 hit
points), you get an immediate extra melee attack against
another creature in the immediate vicinity. You cannot
take a 5-foot step before making this extra attack. The
extra attack is with the same weapon and at the same
bonus as the attack that dropped the previous creature.
You can use this ability once per round.

COMBAT EXPERTISE
You are trained at using your combat skill for defense as
well as offense.

Prerequisite: Int 13+,

Benefit: When you use the attack action or full attack
action in melee, you can take a penalty of as much as -5
on your attack and add the same number (up to +5) to
your Defense. This number may not exceed your base at-
tack bonus. The changes to attack rolls and Defense last
until your next action. The bonus to your Defense is a
dodge bonus.

Normal: A character not capable of the Combat Ex-
pertise feat can fight defensively while using the attack or
full attack action to take a -4 penalty on attacks and gain
a +2 dodge bonus to Defense.

CoMBAT REFLEXES
You can respond quickly and repeatedly to opponents
who let their defenses down.

Benefit: When foes leave themselves open, you may
make a number of additional attacks of opportunity equal
to your Dexterity modifier. For example, a character with
a Dexterity of 15 can make a total of three attacks of op-
portunity in a round—the one attack of opportunity any
character is entitled to, plus two more attacks because of
his +2 Dexterity bonus. If four Trollocs move through
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the character’s threatened area, he can make attacks of op-
portunity against three of the four. You still only make
one attack of opportunity per enemy.

With this feat, you may also make attacks of oppor-
tunity while flat-footed.

Normal: A character not capable of this feat can
make only one attack of opportunity per round and can't
make attacks of opportunity while flat-footed.

Tae DARK ONE’Ss OWN Luck
You have extraordinary—but unpredictable—luck.

Benefit: Once per day, you may reroll any one die roll
you have just made, provided the issue being decided is pri-
marily or largely dependent
upon luck rather than skill. For
example, a Craft or Perform
check is generally more a meas-
ure of skill and style than pure
luck, but a Spot check might be
more luck-related. Will and
Fortitude saving throws are not
generally luck-dependent, but
Reflex saves are. Attack rolls
are always sufficiently luck-de-
pendent to invoke this feat.
Sometimes an attempt can be
framed in a manner that makes
it more luck-dependent, such
as choosing randomly
which direction to search
in, rather than trying to
reason out the odds.

In short, if your GM
agrees that luck is a pri-
mary factor in the attempt, .
you can invoke this feat. Make |
the roll over again. You may take
the higher of the two results.

Special: You can gain this
feat multiple times. Each time
you take the feat, it adds one
to the number of times per day
you may reroll.

DODGE

You are adept at dodging blows.

Prerequisite: Dex 13+,

Benefit: During your action, you designate an oppo-
nent and receive a +1 dodge bonus to Defense against at-
tacks from that opponent. You can select a new opponent
on any action. Note: A condition that makes you lose
your Dexterity bonus to Defense (if any) also makes you
lose dodge bonuses. Also, dodge bonuses stack with each
other, unlike most other types of bonuses.

ELIMINATE BLOCK [SPECIAL]
Prerequisite: Male wilder level 1+, female wilder
level 3+.
Benefit: You can ignore the emotional block (such as
sorrow, terror, or lust) that allows you to access the One

A proud Tairen armsman demamrmz‘e; bis prowess at
monnted combat with a Seanchan invader.

Power. This ability is easier for male wilders to master
than females. See the wilder class description, page 57.

ENDURANCE
You are capable of amazing feats of stamina.
Benefit: Whenever you make a check for performing
a physical action that extends over a period of time (run-
ning, swimming, holding your breath, and so on), you get
a +4 circumstance bonus on the check.

Exoric WEAPON PROFICIENCY
Choose a type of exotic weapon, such as an ashandarei or
a hand crossbow (see Table 7-4: Weapons in Chapter 7:

Equipment for a list of exotic
weapons). You understand
how to use that type of exotic
weapon in combat.
Prerequisite: Base attack
bonus +1 or higher.
Benefit: You make attack
rolls with the weapon normally.
Normal: A character who
uses a weapon without being
proficient with it suffers a -4
penalty on attack rolls.

Special: You can
gain this feat multiple
times. Each time you
‘ take the feat, it applies
to a new weapon. Profi-
ciency with the Trolloc
scythesword requires
Strength of 16 or higher.

FAME

You are particularly well
known.

Benefit: You gain +3 to
your Reputation score (see
Chapter 6: Heroic Character-
istics).

FAR SHOT
You can get greater distance
out of a ranged weapon.

Prerequisite: Point Blank Shot.

Benefit: When you use a projectile weapon, such as a
bow, its range increment increases by one-half (multlply
by 1.5). When you use a thrown weapon, its range incre-
ment 1s doubled.

GREAT CLEAVE
You can wield a melee weapon with such power that you
can strike multiple times when you fell your foes.
Prerequisites: Str 13+, Power Attack, Cleave, base at-
tack bonus +4 or higher.
Benefit: As Cleave, except that you have no limit to
the number of times you can use it per round.
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GREAT FORTITUDE
You are tougher than normal.
Benefit: You get a +2 circumstance bonus on Forti-
tude saving throws.

HEROIC SURGE
By drawing on hidden reserves, you can perform addi-
tional actions in a round.

Benefit: You may take an extra move or attack action,
either before or after your regular actions. You may use
Heroic Surge once per day for every four character levels
you have attained, but never more than once per round.

IMPROVED BuLL RusH
You know how to push opponents back.
Prerequisites: Str 13+, Power Attack.
Benefit: When you perform a bull rush (page 150), you
do not draw an attack of opportunity from the defender.

IMPROVED CRITICAL
Choose one type of weapon, such as longsword or hafted
axe. With that weapon, you know how to hit where it hurts.

Prerequisites: Proficient with weapon, base attack
bonus +8 or higher.

Benefit: When using the weapon you selected, your
threat range is doubled. For example, a longsword usually
threatens a critical hit on a 19 or 20 (two numbers). If a char-
acter using a longsword has Improved Critical (longsword),
the threat range becomes 17 through 20 (four numbers).

Special: You can gain this feat multiple times. The ef-
fects do not stack. Fach time you take the feat, it applies
to a new weapon.

IMPROVED DISARM
You know how to disarm opponents in melee combat.

Prerequisites: Int 13+, Combat Expertise.

Benefit: You do not suffer an attack of opportunity
when you attempt to disarm an opponent, nor does the
opponent have a chance to disarm you.

Normal: See the normal disarm rules, page 151.

IMPROVED INITIATIVE
You can react more quickly than normal in a fight.
Benefit: You get a +4 circumstance bonus on initia-
tive checks.

IMPROVED TRIP
You are trained not only in tripping opponents, but also
in following through with an attack.

Prerequisites: Int 134+, Combat Expertise.

Benefit: If you trip an opponent in melee combat, you
immediately get a melee attack against that opponent as if
you hadn’t used your attack for the trip attempt. For exam-
ple, at 11th level, Morten gets three attacks at base attack
bonuses of +11, +6, and +1. In the current round, he at-
tempts to trip his opponent. His first attempt fails (using up
his first attack). His second attempt succeeds, and he imme-
diately makes a melee attack against his opponent with a
base attack of +6. Finally, he takes his last attack at +1.

Normal: See Trip, page 153.

IMPROVED Two-WEAPON FIGHTING
You are an expert at fighting two-handed.

Prerequisites: Two-Weapon Fighting, Ambidexterity,
base attack bonus +9 or higher.

Benefit: In addition to the standard single extra attack
you get with an off-hand weapon, you get a second attack
with the off-hand weapon, albeit at a -5 penalty (see
Table 8-2: Two-Weapon Fighting Penalties, page 143).

Normal: Without this feat, you can only get a single
extra attack with an off-hand weapon.

IMPROVED UNARMED STRIKE
You are skilled at fighting while unarmed.

Benefit: You are considered to be armed even when
unarmed—that is, armed opponents do not get attacks of
opportunity when you attack them while unarmed. How-
ever, you still get an attack of opportunity against any
opponent who makes an unarmed attack on you.

INFAMY
You crimes and evil deeds are known far and wide
(whether you actually committed those deeds or not).
Benefit: You are considered Infamous regardless of your
Reputation score (see Chapter 6: Heroic Characteristics).

IRON WILL
You have a stronger will than normal.
Benefit: You get a +2 circumstance bonus on Will
saving throws.

LIGHTNING REFLEXES
You have faster than normal reflexes.
Benefit: You get a +2 circumstance bonus on Reflex
saving throws.

Low PROFILE

You are less famous than others of your class and level.

Benefit: Your rate of Reputation gain is 1 point every
five levels, regardless of your class. This does not retroac-
tively affect your current Reputation score nor any Repu-
tation points gained from future actions.

Normal: Without this feat, a character gains Reputa-
tion at a rate determined by his or her class.

MARTIAL WEAPON PROFICIENCY
Choose a type of martial weapon, such as longbow (see
Table 7-4: Weapons, page 116, for a list of martial
weapons). You understand how to use that type of martial
weapon in combat.

Use this feat to expand the list of weapons you are pro-
ficient with beyond the basic list in the class description.

Benefit: You make attack rolls with the weapon normally.

Normal: A character who uses a weapon without
being proficient with it suffers a -4 penalty on attack rolls.

Special: Armsmen and woodsmen are proficient with
all martial weapons.

You can gain this feat multiple times. Each time you
take the feat, it applies to a new weapon.
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MENTAL STABILITY
You have succeeded, at least in part, in staving off en-
croaching madness.

Benefit: When you gain this feat, your Gamemaster
reduces your Madness rating by 20 points (see Madness,
page 210). Generally, this feat is only useful for male chan-
nelers and wolfbrothers, but its benefit applies to any
character who has begun to accumulate a Madness rating.

Special: You can gain this feat multiple times. Each
time, it reduces your Madness rating by 20.

Mimic
You have a gift for impersonation.
Benefit: You get a +2 circumstance bonus on Dis-
guise checks and Perform checks.

MoBILITY
You are skilled at dodging past opponents and avoiding
blows.

Prerequisites: Dex 13+, Dodge.

Benefit: You get a +4 dodge bonus to Defense against
attacks of opportunity caused when you move out of or
within a threatened area. Note: A condition that makes
vou lose your Dexterity bonus to Defense (if any) also
makes you lose dodge bonuses. Also, dodge bonuses
stack with each other, unlike most types of bonuses.

MOUNTED ARCHERY
You are skilled at using ranged weapons while riding
a mount.

Prerequisite: Ride skill, Mounted Combat.

Benefit: The penalty you suffer when using a ranged
weapon from horseback is halved: -2 instead of -4 if your
mount is taking a double move, and -4 mstead of -8 if
your mount is running. (See Mounted Combat, page 152.)

MOUNTED COMBAT
You are skilled in mounted combat.

Prerequisite: Ride skill.

Benefit: Once per round when your mount is hit in
combat, you may make a Ride check to negate the hit. The
hit is negated if your Ride check is greater than the attack
roll (essentially, the Ride check becomes the mount’s De-
fense if it’s higher than the mount’s regular Defense).

NIMBLE
You have exceptional flexibility and manual dexterity.
Benefit: You get a +2 circumstance bonus on Escape
Artist checks and Pick Pocket checks.

PERSUASIVE
You have a way with words and body language.
Benefit: You get a +2 circumstance bonus on Bluff
checks and Intimidate checks.

PoiNT BLANK SHOT
You are skilled at making well-placed shots with ranged
weapons at close range.
Benefit: You get a +1 circumstance bonus on attack and
damage rolls with ranged weapons at ranges of up to 30 feet.

POWER ATTACK

You can make exceptionally powerful melee attacks.

Prerequisite: Str 13+,

Benefit: On your action, before making attack rolls for
a round, you may choose to subtract a number from all
melee attack rolls and add the same number to all melee
damage rolls. This number may not exceed your base at-
tack bonus. The penalty on attacks and bonus on damage
apply until your next action.

PRECISE SHOT
You are skilled at timing and aiming ranged attacks.

Prerequisite: Point Blank Shot.

Benefit: You can shoot or throw ranged weapons at
an opponent engaged in melee without suffering the stan-
dard -4 penalty (see Shooting or Throwing into a Melee,
page 141).

Quick Draw
You can draw weapons with startling speed.
Prerequisite: Base attack bonus +1 or higher.
Benefit: You can draw a weapon as a free action
instead of as a move action.

RAPID SHOT

You can use ranged weapons with exceptional speed.

Prerequisites: Point Blank Shot, Dex 13-,

Benefit: You can get one extra attack per round with
a ranged weapon. The attack is at your highest base attack
bonus, but each attack (the extra one and the normal
ones) suffers a -2 penalty. You must use the full attack ac-
tion to use this feat.

RIDE-BY ATTACK
You are skilled at attacking quickly while riding a mount.

Prerequisites: Ride skill, Mounted Combat.

Benefit: When you are mounted and making a charge,
you may move and attack as with a standard charge and
then move again (continuing the straight line of the
charge). Your total movement for the round can’t exceed
double your mounted speed. You do not provoke an at-
tack of opportunity from the opponent that you attack.

RUN
You are fleet of foot.

Benefit: When running, you move five times your
normal speed instead of four times the speed (see Run,
page 143). If you make a running jump (see the Jump skill
description, page 80), increase the distance or height you
clear by one-fourth, but not past the maximum.

SHARP-EYED

You have an eye for detail.
Benefit: You get a +2 circumstance bonus on Search
checks and Sense Motive checks.

SHIELD PROFICIENCY
You are proficient with shields.
Benefit: You can use a shield and suffer only the stan-
dard penalties (see Table 7-5: Armor, page 120).



Normal: A character that is using a shield with which
he or she is not proficient suffers the shield’s armor check
penalty on attack rolls and on skill rolls that invelve mov-
ing, including Ride.

Special: Algai’d’siswai, armsmen, nobles, and woods-
men have this feat for free. Initiates, wanderers, and
wilders do not.

SHOT ON THE RUN
You are highly trained in skirmish ranged weapon tactics.

Prerequisites: Point Blank Shot, Dex 13+, Dodge,
Mobility.

Benefit: When using the attack action with a ranged
weapon, you can move both before and after the attack,
provided that your total distance moved is not greater than
your speed.

SiMPLE WEAPON PROFICIENCY

You understand how to use all types of simple weapons in
combat (see Table 7-4: Weapons, page 116, for a list of
simple weapons).

Benefit: You make attack rolls with simple weapons
normally.

Normal: A character who uses a weapon without
being proficient with it suffers a -4 penalty on attack rolls.

Special: All characters except for initiates and wilders
are automatically proficient with all simple weapons.

SKILL EMPHASIS

Choose a skill, such as Move Silently. You have a special
knack with that skill.

Benefit: You get a +3 bonus on skill checks with that
skill.

Special: You can gain this feat multiple times. Its ef-
fects do not stack. Each time you take the feat, it applies
to a new skill.

SPIRITED CHARGE
You are trained at making a devastating mounted charge.
Prerequisites: Ride skill, Mounted Combat, Ride-By
Attack.
Benefit: When mounted and making a charge, you
deal double damage with a melee weapon (or triple dam-
age with a lance).

SPRING ATTACK
You are trained in fast melee attacks and fancy footwork.

Prerequisites: Dex 13+, Dodge, Mobility, base attack
bonus +4 or higher.

Benefit: When using the attack action with a melee
weapon, you can move both before and after the attack,
provided that your total distance moved is not greater
than your speed. Moving in this way does not provoke an
attack of opportunity from the defender you attack. You
can’t use this feat if you are in heavy armor.

STEALTHY
You are particularly good at avoiding notice.
Benefit: You get a +2 circumstance bonus on Hide
checks and Move Silently checks.

TOUGHNESS
You are tougher than normal.
Benefit: You gain +3 hit points.
Special: A character may gain this feat multple
times. Its effects stack.

TRrRACK
You can follow the trails of creatures and characters across
most types of terrain.

Benefit: To find tracks or to follow them for one mile
requires a Wilderness Lore check. You must make another
Wilderness Lore check every time the tracks become dif-
ficult to follow, such as when other tracks cross them or
when the tracks backtrack and diverge.

You move at half your normal speed (or at your nor-
mal speed with a -5 penalty on the check). The DC de-
pends on the surface and the prevailing conditions:

Surface DC Surface DC
Very soft ground 5 Firm ground 15
Soft ground 10 Hard ground 20

Very Sofi Ground: Any surface (fresh snow, thick dust,
wet mud) that holds deep, clear impressions of footprints.

Soft Ground: Any surface soft enough to yield to pres-
sure, but firmer than wet mud or fresh snow, in which the
creature leaves frequent but shallow footprints.

Firm Ground: Most normal outdoor surfaces (such as
lawns, fields, woods, and the like) or exceptionally soft or
dirty indoor surfaces (thick rugs, very dirty or dusty floors).
The creature might leave some traces (broken branches,
tufts of hair) but leaves only occasional or partial footprints.

Hard Ground: Any surface that doesn’t hold foot-
prints at all, such as bare rock or indoor floors. Most
streambeds fall into this category, since any footprints left
behind are obscured or washed away. The creature leaves
only traces (scuff marks, displaced pebbles).

Condition DC Modifier
Every three creatures in the group being tracked -1
Size of creature or creatures being tracked:*

Fine +8
Diminutive o
Tiny +2
Small +1
Medium-size +0
Large =1
Huge -2
Gargantuan -4
Colossal -8
Every 24 hours since the trail was made +1
Every hour of rain since the trail was made +1
Fresh snow cover since the trail was made +10
Poor visibility:**
Overcast or moonless night +6
Moonlight +3
Fog or precipitation +3

Tracked party hides trail (and moves at half speed) +5
*For a group of mixed sizes, apply only the modifier for

the largest size category.

**Apply only the largest modifier from this category.
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If you fail a Wilderness Lore check, you can retry after 1
hour (outdoors) or 10 minutes (indoors) of searching.

Normal: A character without this feat can use the
Search skill to find tracks, but can only follow tracks if the
DC is 10 or less.

TRAMPLE
You are trained in using your mount to knock down op-
ponents.

Prerequisites: Ride skill, Mounted Combat.

Benefit: When you attempt to overrun an opponent
while mounted, the target may not choose to avoid you.
If you knock down the target, your mount may make one
hoof attack against him or her, gaining the standard +4
circumstance bonus on attack rolls against prone targets.
(See Overrun in Chapter 8: Combat.)

TRUSTWORTHY
You have a friendly demeanor.
Benefit: You get a +2 circumstance bonus on Diplo-
macy checks and Gather Information checks.

Two-WEAPON FIGHTING

You can fight with a weapon in each hand. You can make
one extra attack each round with the second weapon.

Benefit: Your penalties for fighting with two weapons
are reduced by 2.

Normal: See Attacking with Two Weapons, page 142,
and Table 8-2: Two-Weapon Fighting Penalties.

Special: The Ambidexterity feat reduces the attack
penalty for the second weapon by 4.

WEAPON FINESSE
You are especially skilled at using a certain weapon, one
that can benefit as much from Dexterity as from Strength.
Choose one light weapon. Alternatively, you can choose
a rapier or Warder's sword, provided you can use it in one
hand.

Prerequisite: Proficient with weapon, base attack
bonus +1 or higher.

Benefit: With the selected weapon, you may use your
Dexterity modifier instead of your Strength modifier on
attack rolls. Since you need your second hand for bal-
ance, if you carry a shield, apply the shield’s armor check
penalty to vour attack rolls.

Special: You can gain this feat multiple times. Fach
time you take the feat, it applies to a new weapon.

WEearPoN Focus

Choose one type of weapon, such as longsword. You are
especially good at using this weapon. You can choose
“unarmed strike” or “grapple” for your weapon for pur-
poses of this feat.

Prerequisites: Proficient with weapon, base attack
bonus +1 or higher.

Benefit: You add +1 to attack rolls you make using
the selected weapon.

Special: You can gain this feat multiple times. Its ef-
fects do not stack. Each time you take the feat, it applies
to a new weapon.

An algar’d’siswai or armsman must have Weapon
Focus with a weapon to gain the Weapon Specialization
feat for that weapon.

WEAPON SPECIALIZATION [SPECIAL]
Weapon Specialization is available only to armsmen and
woodsmen. It is described in the armsman section, page
48, and the woodsman section, page 60, in Chapter 3:
Classes.

WHIRLWIND ATTACK
You can strike nearby opponents in an amazing, spinning
attack.

Prerequisites: Int 13+, Combat Expertise, Dex 13+,
Dodge, Mobility, base attack bonus +4 or higher, Spring
Attack.

Benefit: When you perform the full attack action,
you can give up your regular attacks and instead make
one melee attack at your full base attack bonus against
each opponent within 5 feet.

CHANNELING
FEATS

The following feats affect the ways in which channelers
use their powers, and are only available to initiates and
wilders.

CoMBAT CASTING
You are adept at casting weaves in combat.
Benefit: You get a +4 circumstance bonus on Con-
centration checks made to cast a weave while on the de-
fensive (see Casting on the Defensive, page 140).

EXTRA AFFINITY
You have an Affinity with one of the Five Powers beyond
the one you started with.

Benefit: Pick one of the Five Powers for which you
do not already have an Affinity. If you are a female,
you must pick Air, Water, or Spirit, unless you already
have Affinities with all three of those Powers. Only
then may you pick Earth or Fire. If you are a male, you
must pick Earth, Fire, or Spirit, unless you already have
Affinities with all three of them; if so, you may pick
Air or Water.

You now have an Affinity with this additional Power.
See Casting the Weave, page 160.

Special: You can gain this feat up to four times, giv-
ing you Affinities with two, three, four, or even all of the
Five Powers.

EXTRA TALENT
You have an additional Talent.

Benefit: Pick a new Talent. You can learn and cast
weaves within this Talent. See Talents and Weaves, page
158.

Special: You can gain this feat multiple times.
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MULTIWEAVE
You can cast a second
weave while hold-
ing another.
Prerequisite:
Wisdom 13+.
Benefit: While
holding a weave
you have already
~ cast, you may cast
a second weave.
The first weave re-
mains in effect. At-
tempting to cast the
second weave requires a
Concentration check
against DC 15. If the
check is failed, you
cannot cast the second
weave without releasing
the first.
. If you are distracted,
you must make Concentra-
tion checks for both
weaves (see Distractions,
§ page 162).
X Special: You can gain
this feat multiple times,
allowing you to cast even
more weaves. For example, if
you have this feat twice, you can cast a third weave while
holding two that you have already cast.

An Aes Sedai sees the fairn?
residue of a past weave.

POWER-HEIGHTENED SENSES
When you embrace the One Power, your senses of sight
and hearing become sharper.

Benefit: When you are embracing the One Power,
you gain a +4 circumstance bonus on Listen and Spot

checks.
SENSE RESIDUE

You can sense the lingering residue left by channeled
weaves, giving you the ability to see and perhaps learn re-
cent weaves as if they were still in effect,

Benefit: Make a Weavesight skill check against a base
DC of 5 to notice the residue of weaves that have been
recently cast and released. Make a second check to iden-
tify or learn the weave. For DCs and modifiers, see the
Weavesight skill description in Chapter 4: Skills.

Tie OFr WEAVE
You can “tie off” your weaves, leaving them in effect in-
definitely without having to hold them.

Prerequisite: Wisdom 13+.

Benefit: With this feat, you can keep a weave that you
have cast with a duration of concentration in effect in-
definitely without having to hold it. The weave simply
continues to function until you release it, regardless of
what you do or where you are. To release the weave, you
must be able to see it,

A tied-off weave will eventually unravel and end. The
duration of a tied-off weave is equal to your channeler level
in days, minus 4 times the casting level of the weave, in
hours. Take, for example, a 4th-level weave cast by a 7th-
level initiate and tied off. Tied off, the weave remains in ef-
fect for six days and 8 hours (seven days minus 16 hours).

Tying off a weave is an attack or move action.

LOST ABILITY
FEATS

The following feats relate to the ancient lost abilities—
gifts such as The Foretelling, which appear to be related
to the One Power, but don’t require the ability to chan-
nel. Although supernatural in nature, these feats are avail-
able to all characters who meet the prerequisites.

BEND DREAM
With this feat, you can alter the “reality” of Tel'aran’rhiod
and manipulate other people’s dreams.

Prerequisite: Dreamwalk.

Benefit: While in Té/’aran‘rhiod, or while in another
person’s dream, you can shape the reality of the dream
realm by force of will. You can alter your dress, your
equipment, your appearance, or the dress, equipment, or
appearance of someone else. In fact, you can alter any
person or item that has been dreamed into Telaran’rhiod;
what you can’t change are things “native” to the dream
world—your surroundings, items you pick up, and objects
or buildings. You also can’t alter objects or creatures that
are physically brought into Tlaran’rhiod from the real
world (via the bridge between worlds weave, for example).

To change yourself, make a Concentration check; a re-
sult of 10 or higher allows you to change your clothing or
gear, while a result of 20 or higher allows you to change
your own physical features. This can be a move or attack
action. If you change your features, or give yourself any
piece of equipment that you do not normally carry, you
must make a Concentration check any time you are dis-
tracted, as if you were holding a weave (see Distractions,
page 162).

To change someone else, make a similar Concentra-
tion check. If the other person does not have the Bend
Dream feat, add +5 to the DCs used to change your own
items or appearance. If the person does have the Bend
Dream feat, the check is opposed by the target's Con-
centration check. If you succeed in changing the target,
she can change herself back with a successful Concentra-
tion check of her own, but this is also an attack or move
action,

DREAM Jump
This feat allows you to travel at will throughout the
dream world of Tel’aran’rhiod.

Prerequisite: Dreamwalk.

Benefit: You can travel to any point in 7el’aran’rhiod
that you can envision—that you have previously seen or
been to in either 7él’aran’rbiod or the real world. Traveling
in this manner is a move action and requires a Concen-
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tration check against DC 15. You gain a +5 bonus if you
are extremely familiar with the location or can see it from
where you currently are in Tel’aran’rhiod.

To another person in Tél’aran’rbiod, someone dream
jumping seems to disappear in a blur. With a successful
Spot check against DC 20, you can tell where the person
dream jumped to, and attempt to follow even if you have
never seen or been to the target location.

DREAMWALK
You can enter the dream land of Tél’aran rhiod.

Prerequisite: Latent Dreamer.

Benefit: While asleep, you can bring yourself into the
dream realm of Telaran’rhiod. Telaran’rhiod is a parallel
world that mirrors ours nearly exactly (see Chapter 13:
Other Worlds).

You arrive in Tél'aran’rhiod dressed as you normally
dress and carrying the equipment that you normally
carry. By default, you appear at the location at which you
are physically located in the real world. However, you can
attempt to appear in another location by making a Con-
centration check. The DC varies according to how well
you know that location, either from visiting it in the real
world or in Tél’aran’rhiod.

Location Is DC
Very familiar to you 15
Somewhat familiar to you 20
A place you have visited only briefly 25
A place you have never seen or been 30

While in Tél’aran’rhiod, you can move, act, and channel
just as in the real world. Although Télaran’rhiod is a
dream world, things that affect you there also affect you
in the real world. If you are injured—or killed—in
Telaran’rhiod, your injury or death is just as real as if it oc-
curred in the real world.

You may exit Tél’aran’rhiod at any time. With a Con-
centration check (DC 15), you may awaken immediately
in the real world; otherwise, you revert to a normal sleep,
to awaken as you normally would.

Special: Certain fer'angreal allow a character to mimic
use of this feat. See Tér'angreal, page 293.

DREAMWATCH
You can observe and even enter the dreams of others.

Prerequisite: Latent Dreamer.

Benefit: While asleep, you can enter the space be-
tween dreams. In this dark and empty realm, lit only by
the tiny stars of thousands of sleeping, dreaming people
all over the world, you can attempt to identify, observe,
and/or enter the dream of a specific other person (who
must, of course, be asleep and dreaming at the time). To
find a specific person’s dream, make a Concentration
check. The DC varies according to your relationship with
the person, as well as the person’s physical proximity in
the real world. If you have ever entered this person’s
dreams before, you gain a +5 bonus on your check.

Relationship DC
Intense love or hate between you 10
A well-known friend 15
An acquaintance 20
Someone you have seen or met once 25
Someone you have only heard of 30
Total stranger 35
Distance Modifier
Within a few feet +5
Within 1 mile +0
Within 100 miles -5
More than 100 miles -10

Once you have found the dream you seek, you can sim-
ply observe it from the outside, or enter it. Entering an-
other person’s dream is dangerous, because the dreamer’s
psyche creates the very reality of the dream, and you risk
coming under its control. Once you enter the dream, you
are a fixture of the dreamer’s imagination, subject to his
psyche’s control as is everything else in the dream.

Taking any action whatsoever, other than what the
dreamer dreams you doing, requires a Concentration
check. Exiting the dream (back to the space between
dreams) requires a check against DC 10. Simple actions,
such as talking, walking about, etc., also require a check
against DC 10; more complex actions—anything that sub-
stantially alters the events occurring within the dream—
have higher DCs. Failure indicates that you are unable to
do what you attempt. On a failure by 10 or more, you
lose all sense of your own identity, becoming a complete
slave of the dreamer’s psyche. You cannot exit the dream,
or attempt any voluntary action, until the dreamer wakes
up, or his dreams move on to other topics that don’t in-
clude you. If there is an intense emotional relationship
between yourself and the dreamer, make all Concentra-
tion checks with 2 —10 penalty.

Fortunately, your “real” self cannot be harmed within
another’s dream. The only thing you carry out of another
person’s dream is your memory of the dream events.
Even if you are abused, injured, or killed in another per-
son’s dream, you remain unharmed in the real world.

The dreamer has no way of knowing that you entered
his dream. He may recall dreaming about you when he
awakes, but he cannot tell that you were anything more
than a figment of his imagination. If you attempt to com-
municate a message to the dreamer, he must make an In-
telligence check (DC 15) upon awakening to recall the
message and consider that it may be important. If he is
expecting such a message, or simply knows that you have
this ability, he gains a +5 bonus on his roll.

At any time that you are in the space between dreams,
you can awaken yourself to the real world at will.

FORETELLER
You can prophesy future events.
Prerequisite: Latent Foreteller.
Benefit: The Foretelling is an unreliable ability. Make
a Composure check against DC 20. If successful, you in-
voke the momentary trancelike state that accompanies



your prophesies. However, you may or may not actually
foretell-your GM will decide whether or not this ability
actually manifests.

If 1t does, your character utters a short message, usu-
ally no more than two or three sentences, on the subject
at hand (your GM makes up the message). Foretold state-
ments invariably prove true, but are usually open to mul-
tiple interpretations, the truest of which is often the least
obvious. They always speak of the future, not current
events elsewhere, though sometimes the events referred
to are mere days away, and sometimes they are years off.

You can only foretell once per game session; addi-
tional attempts invariably fail.

LATENT DREAMER
You have an untapped ability to dreamwalk.

Benefit: This feat is a prerequisite for other feats as-
sociated with the lost ability of dreamwalking. It provides
no other benefits in and of itself.

Special: Certain fer'angreal allow a character to mimic
use of this feat. See Ter'angreal, page 293.

LATENT FORETELLER
You have an untapped ability to foretell the future.
Benefit: This feat is a prerequisite for other feats as-
sociated with the lost ability of foretelling. It provides no
other benefits in and of itself.

LATENT OLD BLOOD
You have an untapped connection to the insight and abil-
ities of your ancient ancestors.
Benefit: This feat is a prerequisite for other feats as-
sociated with the lost ability old blood. It provides no
other benefits in and of itself.

LATENT SNIFFER
You have an untapped ability to sniff violence.
Benefit: This feat is a prerequisite for other feats as-
sociated with the lost ability of sniffing. It provides no
other benefits in and of itself.

LATENT TREESINGER
You have an untapped ability to treesing.

Benefit: This feat is a prerequisite for other feats as-
sociated with the lost ability of treesinging. It provides no
other benefits in and of itself.

Special: This feat 1s only available to Ogier characters.

LATENT VIEWER
You have an untapped ability to view auras and images
around people.
Benefit: This feat is a prerequisite for other feats as-
sociated with the lost ability of viewing. It provides no
other benefits in and of itself.

OLp BrLoop
The blood of your forebears runs strongly in your veins,
occasionally granting you the insight and wisdom of
countless generations.
Prerequisite: Latent Old Blood.

Benefit: You may call upon the old blood for access
to skills, ancient knowledge, or insight and ideas. Roll
1dé. If the result is a 1, the old blood responds. If not,
you cannot call upon the old blood again this game ses-
sion for the same topic, though you can call upon it for
other issues. The old blood only responds once per game
session, however—once you have rolled a 1 and success-
fully called upon the old blood, you cannot do so again
until your next game session.

Skill: The old blood sometimes grants you the skills of
your ancestors. You may call upon the old blood for any
skill that has Intelligence or Wisdom as its key ability. You
gain 2dé temporary ranks in the skill, regardless of
whether you are actually trained in the skill (if you already
have more than 12 ranks in the skill, simply add 2 ranks).
You retain the temporary skill ranks for 10 minutes.

Knowledge: The old blood often calls bits of esoteric
or long-lost knowledge to your mind. Calling for knowl-
edge works identically to the gleeman’s specialized lore
ability (see the gleeman prestige class, page 212), except
that it only provides information on ancient topics
(events that occurred within the Third Age, but at least
three hundred years ago). Thus, the old blood might be
able to tell you that Queen Mabriam of Aramaelle was
an Aes Sedai, but not that Dyelin Taravin is the head of
her House.

Insight: The old blood sometimes gives you clues to
connections you're having trouble making yourself. You
may ask the old blood one qucstlon the answer may give
you a clue to something you're trying to figure out. Usu-
ally, this clue is based more upon facts you already know,
rather than new facts. For instance, you may be having
trouble finding the lair of a Trolloc band that has been
raiding nearby towns. The old blood might remind you
that an ancient city lies in the nearby mountains, and that
Trollocs have been known to use the Ways.

SNIFFER
You can smell the psychic residue left by violent acts and
follow the trails of the characters or creatures that com-
mitted them.

Prerequisite: Latent Sniffer.

Benefit: To your nose, scenes of recent violence are
imbued with a foul odor. The power and intensity of the
odor give you some sense of the magnitude of the vio-
lence, how recently it occurred, or both. Torture and mur-
der leave the strongest odors, especially when perpetrated
against helpless victims; assaults and beatings leave less
powerful scents. Fair fights, or attacks by animals acting
according to their nature (such as a starving wolf attack-
ing a shepherd), are weakest of all. Odors fade over time,
usually disappearing in a week or so unless the attack was
extremely vicious.

The scent of violence clings to those who commit it.
To track a perpetrator from the scene of a violent act,
make a Search check (DC 15). Decrease the DC by 5 if
the act was especially heinous, but increase it by 3 for
every 24 hours that have passed since the act occurred.

The scent of violence does not tell you exactly how
an attack occurred, who was involved, or what form of
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violence was used. It can, however, pinpoint the exact lo-
cation where it happened, and identify the perpetrator
by the clinging scent and the trail leading to him.

TREE WARDEN
By singing to trees, you can improve their health or cause
them to grow to great size.

Prerequisite: Latent Treesinger.

Benefit: This feat allows you to heal damaged or
diseased trees, or to cause trees to grow to enormous
size.

To heal a tree, touch the tree and make a Concentra-
tion check. For most diseases or damage the DC is 15,
though your GM may set a
higher DC for severe
damage, a tree that is
nearly dead, or super-
natural effects. The
standard time re-
quirement is
10 minutes,
although,
again, more
time may

An Ogier wanderer treesings a stump
into an ornate staff.

be required
in unusual or se-
vere circumstances.

To grow a tree, touch the tree and make a Concentra-
tion check against a DC equal to 1/4 the tree’s current
height in feet. Making a 40-foot-tall cak grow, for ex-
ample, has a DC of 10. The amount by which you can
grow it depends upon your level-you may increase its
size by up to 25% per level. Thus, if you are 6th level, you
can grow a tree by up to 150% of its current size, causing
the 40-foot oak to grow to as tall as 100 feet. The time re-
quired to grow a tree is 10 minutes for every 25% in-
crease in size. Growing an oak from 40 feet to 100 feet,
therefore, takes 60 minutes.

A tree that has been grown using this feat cannot be
grown again for a month.
Special: This feat is available only to Ogier characters.

TREESINGER
By singing to trees, you can shape their wood into useful
objects.

Prerequisite: Latent Treesinger.

Benefit: You can create objects out of wood by
singing to a tree, causing it to shape itself (or part of it-
self) into the object in question. To take maximum ad-
vantage of this feat, you probably want to purchase
ranks in the Craft (treesinging) skill, although this feat
allows you to use it untrained. Without the Treesinger
feat, in fact, a character cannot purchase ranks in Craft
(treesinging).

To create an item, make a Craft (treesinging) check.
The DC, and the time required, vary according to the
complexity of the item. With a successful check, at the
conclusion of the required time, the item comes away
from the tree in your hands. Obviously, only items
made entirely of wood can be sung, although you can
sing a wooden component for a larger item (the haft for
an axe, for example). Also, only solid items can be
sung—you cannot create items with mowving parts, al-
though you could create the parts separately and then
assemble the item.

Item DC Time
Board or plank 5 1 minute
Simple item (staff, club, bucket) 10 5 minutes
Modest item (stool, bow, flute) 15 10 minutes
Complex item (chair, rowboat) 20 20 minutes
Extremely complex item

(statue, ornate throne) 25 30 minutes

Masterwork item +10 + 15 minutes
Items made from sung wood are of exceptional quality
and durability compared to similar items of conventional
manufacture, and can draw prices comparable to master-
work items. Even simple boards or planks of sung wood
are highly sought after due to their exceptional strength,
straightness, and beauty. Sung wood is often used in mak-
ing masterwork items, and commands prices ten times or
more higher than regular wood.

Special: This feat is available only to Ogier characters.

VIEWING
You see auras and sometimes prophetic images around
people.

Prerequisite: Latent Viewer.

Benefit: Make a Spot check. The DC depends upon
the person, as given on the table below. Modify the DC
by subtracting the subject’s level from the given base
DC.

Viewing Subject Base DC
Average person 30
Hero class 25
Prestige class 20

Channeler or Warder 15

With a successful result, you see a faint aura around the
subject that indicates one important, unknown, or un-



FORETELLING
AND VIEWING

Viewing and foretelling can
be problematic game abili-
ties, because they require the
Gamemaster to make cryptic
but truthful statements about
future events in the game—
events that might not occur
exactly as you foresee them. For this reason, you
may choose not to include these abilities in your
game. If you do include them, here are a few tips
for their use.

For starters, think about the sorts of subjects
that are going to be important to your players,
and about the nonplayer characters that are
going to be important in your campaign. Before
play begins, think a little bit about the long
term; how these issues are going to play out, and
what role your foresee for these characters. Try
to single out a few facts about each that don’t
depend too much on minor player decisions. For
example, you might determine that an NPC glee-
man is destined to become a famous bard, that a
borderland kingdom will be devastated by Trol-
loc invasions, or that a Seanchan invasion will
be turned back when it reaches the ruins of an
ancient city.

Next, think of ways to say these things without
being too specific. You don’t have to specify that
your borderland kingdom will be destroyed by
Trollocs, for instance. Instead, give it a more gen-
eral threat: a “gathering evil” or even a “blanket of
darkness.” That way, if your campaign takes a dif-
ferent turn, you can ravage the kingdom with a dif-
ferent horror—the encroaching blight, internal
strife, the Seanchan, whatever.

Use metaphor, analogy, and mystery when
crafting a vision of the future. In a viewing involv-
ing a gleeman, don’t show him dressed in splendor
playing before an adoring crowd. Instead, show
something like a golden harp with the image of a
crown overhead. This hints at a glorious future,
without committing you too tightly to that exact
outcome, It doesn’t specify whether he’ll achieve
fame while alive or posthumously, or whether the
fame will be for great performances or some other
deed.

Certainly never use specific names, dates, or
places in your prophecy. Not only does this tie
you down, but it also doesn't fit the mysterious na-
ture of these powers.

Thinking about these things a bit in advance,
and perhaps even jotting down a few notes on im-
ages or potential futures for your big issues and
important NPCs, will make it much easier to han-
dle prophetic powers during play.

confirmed fact about the subject’s personality or his role
in vour life or the events that surround you. You might
learn that the person holds a key to resolving a mystery,
that he can be trusted with a secret, that he harbors an
unusual fear of the local lord, that he is in love with a
friend of yours, or that he is vindictive and spiteful.

If you succeed by 10 or more, you also receive a
prophetic image related to the person. Such images are
usually hard to interpret, and often entirely metaphoric.
You might see the person wrestling with a lion, for in-
stance. Does that mean that he will actually fight a lion?
That he will oppose House Trakand? That he struggles
with courage? That he is simply destined to die a violent
death? The interpretation is yours to make. Such images
always prove true, but often in surprising ways.

You can only have one viewing of any given subject.
Once you have had such a viewing, future attempts on
that subject will always fail. The viewing only works on
humans, not on creatures or Ogier,

WAKING DREAM
You can enter the dream world of 7el’aran ’rhiod while still
partially awake in the real world, interacting with both
realms simultaneously.

Prerequisite: Dreamwalk.

Benefit: With a Concentration check (DC 20), you
can fall into a sleeplike trance. While in this trance, you
may enter Telaran’rhiod as if you were asleep. However,
you maintain a vague awareness of your surroundings in
the real world, and can converse with people there, per-
haps describing what you see in 7él’aranrhiod, or passing
questions and answers back and forth between the real
world and someone you have met in Télaran’rhiod.

You may not take any actions in the real world other
than conversing with those around you.
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What does your character look like? How old is she?
What sort of first impression does she make? What led
her to become a hero?

This chapter covers a miscellany of topics that help
you establish and develop your character’s identity.
These details make your character more lifelike, like the
many well-developed characters in The Wheel of Time nov-
els. For many players, this is the true expression of role-
playing; defining and growing the character you play.

When you first play a character, it’s fine to leave many
of the details sketchy. As you play the character over time,
you will get a better sense of who you want her to be.
You'll develop her details in much the way that an author
develops a character over several novels in a series.

DETAILS

This section offers advice as you determine your charac-
ter’s name, gender, and appearance. Start with some idea
of your character’s background and personality, and use
that idea to help you add the details that bring your char-
acter to life.

INAME: Invent or choose a name that fits your charac-
ter's race and class. Chapter 2: Backgrounds contains
some examples of names from the different cultures of
our world; there are many hundreds of other examples in
The Wheel of Time novels. A name is a great way for you
to start thinking about your character’s background. For
instance, a Borderlander’s name might be the name of a
great hero in the Age-long battle against the Blight, and
the character may be striving to live up to that name. Al-
ternatively, the name could be that of an infamous cow-
ard, and the character could be bent on proving that she
is not like her namesake.

GENDER: Gender is an important issue in The Wheel
of Time. Your character can be either male or female; ob-
viously, you don’t have to play a character that is the
same gender as you. However, certain issues and charac-
ter roles affect characters of different genders in different
ways, and you should probably take them into account
as you conceptualize your character.

The most obvious impact of gender is among chan-
nelers. Until recently (and still, among many people),
the very idea of a man who could channel conjured
nightmares. Now, with the advent of the Asha’man, men
can become initiates, and wilder men have a greater
chance of surviving, if only for a while, to develop their
abilities. Despite this slight liberalization, however, no
man can ever join the Aes Sedai or Aiel Wise Ones. And
the day is a long way off—if indeed it ever comes—when
male channelers will be accepted the way women are. A
male initiate or wilder is likely to face scorn, fear, intol-
erance, and prejudice throughout his life. This might be
a source of bitterness for your male character—or of in-
spiration, if the idea of changing peoples’ minds gives
him a driving goal.

Women have few restrictions. Some societies, such as
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the Atha’an Miere, allow women into virtually all of the
roles generally occupied by men. Traditional restrictions
are more common among most westland societies,
though. Women are not outright prevented from taking
on “men’s jobs,” and in more cosmopolitan areas there
is nothing remarkable about a female dockworker,
groom, or magistrate. There is no stigma associated with
crossing gender lines, especially in urban areas, and
women can pretty much do any job that they wish as
long as they have the physical and mental capability for
that job. Granted, women are rarely if ever seen as
woodsmen or armsmen. Again, this might be a great
source of frustration for your character, or she might
turn other people’s underestimation of her to her own
advantage.

AGE: How old is your character? That's pretty much up
to you and your Gamemaster. A character reaches st
level in his or her class the moment when he or she steps
out of mundane life and into the dramatic existence of
the story, either by choice or when the turning of the
Wheel carries the character involuntarily toward great-
ness. At this point in the Third Age, the Pattern seems to
favor the young. The people who are at the center of the
great events engulfing the world are, for the most part, in
their late teens or early twenties.

There are exceptions, of course. Ogier are very long-
lived, and a “young” Ogier is at least 90 years old. Those
who touch the One Power also tend to age slowly, and a
relatively youthful initiate or wilder may in fact be 25, 30,
even 40 or more vears old. And, of course, the Pattern has
room for more mature strands to play a part, large or
small, in the reshaping of the world. In short, your char-
acter can be any age—within reason—that fits the way you
see him or her.

APPEARANCE: Decide what your character looks like
using the descriptions of the various cultures in Chapter
2: Backgrounds as a starting point. Characters with high
Charisma scores tend to be better-looking than those
with low Charisma, though a character with high
Charisma could have strange looks, giving him or her a
sort of exotic beauty.

Your character can be right- or left-handed. (The Am-
bidexterity feat, described in Chapter 5: Feats, allows her
to use both hands equally well.)

You can use your character’s looks to tell something
about her personality and background. For example:

® Geral the Borderlander armsman is missing part of an
ear and bears several scars—trophies of his excursions
into the Blight. He keeps a tooth from every Trolloc
he has killed on a necklace.
@ Brehanna the Domani initiate wears only the finest
dresses of Sharan silk, even when the rigors of travel
might dictate more practical wear. The tilt of her
nose and her cool gaze, however, discourage any but
the most foolhardy from suggesting she change her
dressing habits.

® TFhreden the Alel aleai’d’siswai is a lean, muscular
man, whose dark skin shows years of hard life in the
Waste. Like most Aiel, he carries little, but he always
has three or four waterskins. In the Waste, water is
wealth—and survival.

HEIGHT AND WEIGHT: You can choose your
character’s height and weight from the ranges shown on
Table 6-1: Random Height and Weight. Think about
what your character’s abilities might say about her height
and weight. If she is weak but agile, she may be thin. If
she is strong and tough, she may be tall or just heavy.

To randomly determine your character’s height, start
by rolling the Height Modifier (or choose a number
within that range) and adding it to the Background
Height Modifier for her background. Then add that total,
in inches, to your Base Height. To determine her weight,
roll the Weight Modifier for your race and gender and
multiply it by the total of your Height Modifier and
Background Height Modifier. Then add the result, in
pounds, to your Base Weight.

For example, Brehanna (a female Domani) stands 5 ft.
0 in. tall, plus 2d4 inches, plus another inch for being Do-
mani. Tammie rolls 2d4 and gets 6, so Brehanna stands 5
ft. 7 in. tall (her modifiers add up to 7 inches, plus her
base of 5 ft. 0 in. Tammie uses the total of her height
modifiers (7), and multiplies it by 1d8+1 pounds. That
die roll result is 4, so Brehanna weighs an extra 28 pounds
on top of her base 10 stone for a total of 128 pounds, or
12 stone, 8 pounds. That makes her moderately tall and
perhaps a bit willowy—5 ft. 7 in. in The Wheel of Time
equates to a little over 5ft. 8 in. in our world (see the Mea-
surements sidebar). If Tammie had something a little dif-
ferent in mind, she could instead simply pick her Weight
and Height Modifiers within the suggested ranges.

Table 6-1: Random Height and Weight

Base Height  Base Weight
Race Height Modifier Weight  Modifier
Human, male 5ft.4in. +2d4 14 stone  1d8+1

10 stone  1d8+1
27 stone  1dé6+]
19 stone  1dé6+]

5.0 in. +2d4
7.0 in. +2d8
61t 7in. +2d8

Human, female
Ogier, male
Ogier, female

Background Height Modifiers

Aiel +4
Atha’an Miere +2
Borderlander -1
Cairhienin -3
Domani +1
Ebou Dari —
Illianer —
Midlander =
Taraboner -
Tairen +1
Tar Valoner =
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MEASUREMENT

Units of measurement in The
N\ Wheel of Time aren’t quite the

same as in our world. A foot
/ (roughly the same length as
1 foot in our world) is di-
vided into 10 inches instead
of 12. That makes each inch
a little longer than what

we’re used to.

A pound is also roughly the same as in our
world, but weight is also measured in stone, with
10 pounds to the stone.

People talk of distance in terms of paces, spans,
miles, and leagues. A pace is three feet; a span is
two paces (or six feet). A mile is 1000 spans (or
6,000 feet—about 15% longer than miles in our
world). A league is four miles.

PERSONALITY: Decide how your character acts,
what she likes, what she wants out of life, what scares
her, and what makes her angry. Race and background
are good places to start when thinking about your char-
acter’s personality, but don’t stop there. Make your
thoughtful Ogier (or your Shadowspawn-hating Bor-
derlander) different from every other thoughtful Ogier

Aes Sedai

(or every other Shadowspawn-hating Borderlander).

A handy trick for making an interesting personality
for your character is to include some sort of conflict in
her nature. For example, Ehreden, an Aiel alga:’d ’siswai,
values honor above all else, but he’s a little greedy, too.
He may be tempted to push the bounds of honor if he
can justify it to himself.

Your character’s personality can change over time.

Just because you decide some basic facts about your char-

acter's personality when you create the character doesn’t
mean you need to abide by those facts as if they were
holy writ. Let your character grow and evolve the way real
people do.

LIFE EXPERIENCE: Decide what your character’s
life has been like up until now. Here are a few questions
to get you thinking:

How did he decide to be an adventurer?

How did he acquire his class? An armsman, for ex-
ample, might have been in the militia, may come from a
family of soldiers, or may have served a noble house or
under a great general.

Where did he get his starting equipment from? Did
he assemble it piece by piece over time? Was it a parting
gift from a parent or mentor, perhaps even an heirloom?
Do any of his personal items have special significance to
him?

What's the worst thing that’s ever happened to him?

What's the best thing that’s ever happened to him?

Hhitecloak
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Does he stay in contact with his family? What do they
think of him?

CuUSTOMIZING YOUR CHARACTER: The
rules for creating your character provide a common
ground for players, but you can tweak the rules to make
your character unique. Any substantive changes, however,
must be approved by your Gamemaster.

Background: The rules for a character of a given back-
ground apply to most but not all people of that back-
ground. For example, you could create a Illianer
descended from Atha'an Miere outcasts. Your Atha’an
Miere would have grown up among Illianers. He’d have
the inborn qualities of an Atha’an Miere but show cul-
tural influences—dress, language, and mannerisms—of his
adopted homeland. You could probably talk your
Gamemaster into giving your character some of the qual-
ities of a Illianer to balance the loss of some Atha’an
Miere qualities.

Class: Some classes already give you plenty of room
to customize your character. With your Gamemaster’s
approval, however, you could change some of your
class features. For instance, your armsman might harbor
diplomatic talent that lends him a few of the special
skills of the noble in exchange for giving up a few
bonus feats.

Skills and Feats: You can call your skills, feats, and
class features whatever your character would call them.
Markus, the Tairen wanderer, talks about “creepin™ rather
than about “moving silently,” so his player writes
“Creepin’ down on her character sheet to stand for the
Move Silently skill. Fiona, the woodsman, calls her Move
Silently skill “Stalking.”

Equipment: Your equipment can look the way you
want it to look to match your character’s style. One al-
gai’d’siswai’s buckler might be a plain disk of worn
leather, while another’s sports intricate patterns and de-
signs in muted desert colors.

Your character might have some items you don'’t see
on the equipment list. Agree with your Gamemaster on
what a new item would do and how much it would cost,
and then your character can have it.

Sometimes you see a weapon in a movie or read
about one in a book, and you want your character to use
that weapon. If it’s not on the weapon list in Chapter 7:
Equipment, try to find a weapon on the list that seems
equivalent. A katana (samurai sword), for example, is not
on the weapon list, but you could equip your character

with a sword of exotic design (perhaps a relic from a dis-
tant land or ancient time) and just treat it like a master-
work longsword.

(GOALS: Your character might have a number of ob-

jectives that he or she hopes to accomplish. These are

the things that motivate your character. Does he seek
wealth or love? Revenge or power? That's up to you and
your GM.

Goals can be immediate or long-term. They can also
change during play. And new goals can be added all the
time. Think of goals as what’s motivating your character
right now, though some long-term goals might fade to
the background until circumstances warrant.

Chances are, especially if your GM is building a
campaign of epic scope, that the events of your story
will suggest epic goals—such as repelling a major Trolloc
invasion and keeping a Borderlands kingdom from
being swallowed by the Blight. That doesn’t mean you
should discard your character’s personal goals, though.
Major story goals may dominate your character’s ac-
tions, but the characters in The Wheel of Time novels—like
people in real life—rarely loose sight of their personal de-
sires completely.

REPUTATION

A character’s Reputation score measures how famous (or
infamous) he or she is. A character with a high Reputa-
tion is generally well known and recognized in many
places, while a character with a low Reputation isn’t (see
Table 6-2: Examples of Reputation Scores).

In general, a high Reputation score benefits a char-
acter. Those who recognize the character are more likely
to help him (or do what he asks). However, a high
Reputation makes it difficult for the character to mask
his identity, which can be a hindrance if someone is
looking for him.

All player characters have starting Reputation scores
based on their class. Nobles start with a Reputation of 3,
initiates with 1, and all other classes with 0. As a charac-
ter gains levels, his Reputation score automatically in-
creases, as indicated on the class tables in Chapter 3.

In addition, a character can gain Reputation by per-
forming actions that attract attention. For instance, an act
of dramatic heroism should automatically result in a gain
of 1 point of Reputation, unless the act was secret or oth-
erwise had no witnesses to report it.
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Table 6-2: Examples of Reputation Scores

Score Description Examples

0 Unknown Laborer, intern, apprentice, enlisted soldier of any sort
1-2 Known in home town Low-ranking officer, important craftsman or merchant
3-5 Known in home region Local lord, high-ranking captain, successful gleeman

6-9 Known in home domain or kingdom Aes Sedai, high-ranking lord

10-14 Known in many domains or kingdoms Heir to ruler, high-ranking Aes Sedai
15-20 Known throughout the land Ruler, famous military leader, prophet
21+ Known worldwide Amyrlin Seat, false Dragon
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Townspeople recognize an Andoran noble due to his good
reputation.

Actions that don’t measure up to this standard but
that still draw significant attention (such as escaping
from the clutches of a Forsaken) can add to a character’s
Reputation. After performing such an act, make a
Charisma check (DC 20). On a success, the character
gains 1 point of Reputation. (Acts of particular malevo-
lence or viciousness can add a similar amount—ulti-
mately, your reputation rarely cares whether you're
good or evil.)

In general, a character doesn’t get a choice of whether
or not to use his Reputation—it simply takes effect
whether the character wants it to or not, When a charac-
ter’s Reputation can come into play, make a Reputation
check. Roll 1d20 and add your character’s Reputation
score. (If your character has a Reputation of 0, you can’t
make a Reputation check.) The DC of the check depends
on the character’s location.

Location DC
Midlands, Cairhien 25
Borderlands, Tllian, Ebou Dari, Tear 30
Arad Doman, Tarabon 35
The Aiel Waste, the Sea Folk islands 40
Seanchan, Shara 45
Modifiers to DC

Remote village or region +5
Large city -5
Character’s home town or area =5

FAME AND INFAMY: Most characters with high
Reputation scores are considered “famous.” That is, their
reputation is generally positive.

However, some characters are infamous, which results
in different reactions on a successful Reputation check.
As a general rule, a character who has picked up at least
half of his earned Reputation points through vicious or
malevolent acts is considered “infamous.” Fame and in-
famy can also be acquired with the appropriate feats (see
Chapter 5: Feats).

RESULTS OF REPUTATION CHECKS: A suc-
cessful Reputation check adds a modifier to certain skill
checks, as shown on Table 6-3.

Table 6-3: Reputation Check Results

Skill Famous Infamous
Bluff +5 +5
Diplomacy +5 -5
Entertain +5 +0
Gather Information +5 +5
Intimidate +2 +5

Bluff: In general, a positive Reputation (whether fa-
mous or infamous) aids Bluff checks. However, any Bluff
check made to deny or hide your identity (“No, I'm not
the lord of Briston Heights—I just look a lot like him.”)
automatically receives a -5 penalty regardless of the result
of the Reputation check.

Diplomacy: Most Diplomacy checks are aided by a
successful Reputation check. However, infamous charac-
ters suffer a penalty to Diplomacy checks (it’s tough to
negotiate a peace treaty when you're a known killer).

Entertain: A famous individual generally gets a better
reception for his performances than an infamous one.

The bonuses granted by a successful Reputation check
are synergy bonuses.

Gather Information: People are just more willing to
help someone they know, whether happily (for a famous
individual) or fearfully (for an infamous individual).

Intimidate: While a famous character can use his
Reputation to “throw his weight around,” an infamous
character gains an even greater bonus on Intimidate
checks with a successful Reputation check.

FOLLOWERS: In addition to the normal benefits of
a high Reputation score, a character can use her Reputa-
tion to attract followers to her cause. These may be
troops, minions, personal servants, accomplices,
trainees, acolytes, or whatever other type of dedicated
follower the player chooses. (If a character stands for
some cause, she may win followers to the cause as well as
personal followers, but that should be handled on a case-
by-case basis.)

Beginning at 10th level and at each level thereafter, the
hero may make a special Reputation check (DC 25) to see
if she attracts one or more followers to her cause. (This
isn’t mandatory; if the player doesn’t want followers, she
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Goob, BAD, AND DOWNRIGHT EvVIL

The Wheel of Time se-
ries draws a distinct
line between good
and evil-and a dif-
ferent line between
good and bad.

On the one hand, many characters are clearly good.
That doesn’t mean they’re saints, only that they are
generally compassionate people who work toward the
betterment of those around them or salvation of their
world. On the other hand are the Forsaken, Dark-
friends, and others who have allied themselves with
forces of evil. Not all are servants of the Dark One—
some, such as Mordeth, have bound themselves to
other evils. In either event, they seek their own ambi-
tions at any cost, and have made a conscious decision
to serve evil in doing so.

In the middle are many antagonists who may commit
terrible deeds, but do so without becoming truly evil—
often, in fact, they see themselves as good. The Seanchan
are a prime example, as are the Whitecloaks, Elaida’s fol-
lowers in the White Tower, and the Shaido Aiel. Even
some low-level Darkfriends are really just dabbling in
naughtiness, and would recant if they knew what they
were truly involved with. Such characters aren’t truly evil,
though they are definitely the “bad guys.”

In The Wheel of Time, we assume you're going to
play the good guys. You don’t have to, however. Play-
ing truly evil characters is problematic, in part because
some of the powers granted to important Darkfriends
aren’t detailed here for player characters, in part be-
cause the turbulent and dangerous hierarchy of the
Dark One’s followers leads to very short life spans, and
in part because most dedicated followers of the Dark

doesn’t have to roll.) If the roll succeeds, the hero attracts
a number of followers, who arrive over the next few
weeks. If the roll fails, the hero can’t try again until she
gains another level.

The maximum total levels of a hero’s followers can’t
exceed her Reputation score. (For purposes of this total,
professional characters count as one-half their level, and
commoners count as one-half of a Ist-level character.) No
single follower—heroic or not—can have a level higher than
half the character’s Reputation score (rounded down).

For example, Tanya Eland, a 10th-level noble with a
Reputation score of 9, decides it’s time to build a power
base of loyal protectors and servants. Her player rolls an
18 on 1d20, which is modified to 27-a success. Going
for a mix of quality and quantity, Tanya decides that she
wants a single 3rd-level armsmen (as a personal body-
guard), four lst-level warriors (as a private retinue), two
1st-level commoners (as servants), a lst-level noble (as
her aide), and a 2nd-level wanderer (as a general trou-
bleshooter). The 3rd-level armsman is “worth” 3 levels,

are less than completely sane. If you want to play bad
guys, you're more than welcome to—just be prepared
for a rocky road.

Good characters might find themselves working to-
ward any number of goals. They might ply the Border-
lands, helping to turn back the Trolloc threat. They
might work for the rebel Aes Sedai, carrying out missions
to help heal the Tower. They might serve a local lord in
Tarabon or Amadicia, carrying on a guerilla resistance
against the Seanchan. Or they might even work for the
Dragon Reborn, helping build up the Black Tower and
defeat the workings of the Forsaken.

If you want to play something a little less geared to-
ward doing good, you might consider a group of mer-
cenaries willing to work for whoever pays the most in a
world increasingly torn by warfare. Or you might be-
come a band of Whitecloaks and their agents, rooting
out “Darkfriends” at any cost, or agents from Tar Valon
ruthlessly hunting down rebel Aes Sedai. Just remem-
ber, however, that in a world headed toward Tarmon
Gai’don, many characters pursuing such murky goals
may find themselves dupes, pawns of the Forsaken or
even the Dark One himself.

A final option, with your GM’s permission, is to
play against type. Maybe you're an agent of Elaida’s
working within a group from the rebel Aes Sedai. Or
maybe you’re a spy for the Whitecloaks, infiltrating a
group of “suspected Darkfriends.” If the GM is willing
to work with you, and you’re willing to keep your char-
acter’s secret and only work against the group when you
can get away with it, such a character might make for an
interesting exercise. In general, however, it's usually
better to play a character that can fit in with the rest of
the players’ characters.

the four lst-level warriors are worth 2 more levels, the
two Ist-level commoners are worth another level, the 1st-
level noble is worth 1 level, and the 2nd-level wanderer
is worth 2 levels, for a total of 9 levels.

After the first successful roll, a character can con-
tinue to try to attract additional followers every level
thereafter; however, the normal rules for maximum total
follower levels apply. Thus, Tanya could only try to at-
tract more followers at 11th level if she gained a point of
Reputation.

Followers remain loyal to the character unless treated
with extreme abuse or disdain (GM’s discretion). Follow-
ers who leave the character’s service (or die while serving)
create “open space” under the total level cap. These open
spaces can be filled with later successful Reputation
checks made to attract additional followers.

Note: Your Gamemaster is free to disallow the use of
followers, particularly during adventures when it simply
wouldn’t be feasible for a player to run both a main hero
and an array of minor characters,
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ADVENTURES

Geral, Brehanna, and Ehreden prepare for a trip into the
Mountains of Mist, following a fragile map fragment that
Brehanna’s mentor found in the Great Library at
Cairhien. They're looking for the ancient ruins of a lost
city, and any fer'angreal that might be there. They start
out by making sure they have all the supplies they need,
and perhaps by learning what more they might about the
kingdom of Oman Dahar that ruled those environs
in Artur Hawkwing's day. Then they ride their
horses out from their home city, trav-
eling from town to town until civiliza-
tion runs out, and then striking out
into the wilderness.

Along the way, they might run
into ruffians who try to rob them
as they sleep in an inn. In the
wilderness, they might be as-
sailed by hungry wolves, or at-
tacked by a band of Trollocs. They
might have difficulty crossing a rush-
ing river, or be caught in an early
blizzard.

Once they locate the ruins, the
band sets to exploring them, gingerly
wandering through the broken remains
of streets and into the dark recesses
of ancient buildings. Perhaps a raid-
ing party of Seanchan has quietly trav-
eled north, following rumors of ancient
artifacts. Maybe the
city has come to the at-
tention of the Dark
One or one of his For-
saken, and they’ve sent
a fist of Trollocs, led
by a Myrddraal, to find
the very same fer'an-
preal the heroes seek.
There might even be
some never-before-en-
countered evil lurking
among the shattered
buildings and monu-
ments.

When the band
has found what it came
for, or is running low on supplies, or is simply in
too much danger to continue with the mission,
they mount their steeds and head home. They have
learned a lot about themselves and their capabilities, and
the mission has made them all stronger, thanks to the ex-
perience they’ve earned. Maybe they have even found a
few additional items—some ancient gold, perhaps, a
weapon from the Age of Legends, or even an angreal of
some power.

The rest of this chapter deals with rules that aren’t
necessarily combat-oriented but may come up during the
adventures your characters experience.

Rhbuare

MOVEMENT: Characters spend a lot of time getting
from one place to another. The GM moderates the pace of
a game session, so he or she determines when movement
is so important that it's worth measuring. During casual
scenes, you usually won’t have to worry about movement
rates. If your character arrives at a new city and takes a
stroll to get a feel for the place, no one needs to know ex-
actly how many rounds or minutes the circuit takes.
There are three movement scales in the game:
®  Tactical, for combat, measured in feet
per round.
® Local, for exploring an area,
measured in feet per minute.
®  Overland, for getting from place
to place, measured in miles per hour or
day.

Modes of Movement: While moving at
the different movement scales, characters or
creatures generally walk, hustle, or run.

Walk: A walk represents unhurried but pur-
poseful movement at three miles per hour
for an unencumbered human.

Hustle: A hustle is a jog covering about six
miles per hour for an unencumbered human.
Taking two move actions in a round repre-
sents a hustle.

Run (x3): Moving three times
your standard speed is a running
pace for a character in heavy
armor. Running is a full-
round action.

Run (x4): Moving four
times your standard speed is a
running pace for a character
in light, medium, or no
armor. Running 1s a full-
round action.

Hampered Move-
ment: Obstructions, bad
surface conditions, or poor
visibility can hamper move-
ment. The GM determines
the category that a specific
condition falls into (see
Table 6-5: Hampered Move-
ment). When movement is

hampered, multiply the standard distance by the

movement penalty (a fraction) to determine the
distance covered. For example, a character that could nor-
mally cover 40 feet with a double move (hustle) can only
cover 30 feet if moving through undergrowth.

If more than one condition applies, multiply the nor-
mal distance covered by all movement penalty fractions
that apply. For instance, a character that could normally
cover 60 feet with a double move (hustle) could only
cover 15 feet moving through thick undergrowth in fog
(one-quarter as far as normal).

AACACLT 11020 £ 10149 1909199 T



lllustration by Vince Locke

Table 6-4: Movement and Distance

Speed

15 feet 20 feet 30 feet 40 feet
One Round (Tactical)
Walk 15 f. 20 ft. 30 ft. 40 ft.
Hustle 30 ft. 40 . 60 ft. 80 ft.
Run (x3) 45 ft. 60 ft. 90 ft. 120 fi.
Run (x4) 60 ft. 80 ft. 120 ft. 160 ft.
One Minute (Local)
Walk 150 ft, 200 ft. 300 f. 400 ft.
Hustle 300 ft. 400 ft. 600 ft. 800 ft.
Run (x3) 450 ft. 600 ft. 900 f1. 1,200 ft,
Run (x4) 600 ft. 300 ft, 1,200 ft. 1,600 ft.
One Hour (Overland)
Walk 1 1/2 miles 2 miles 3 miles 4 miles
Hustle 3 miles 4 miles 6 miles 8 miles
Run - - - -
One Day (Overland)
Walk 12miles 16 miles 24 miles 32 miles
Hustle - - - =
Run = - - =

Tactical Movement: Use tactical speed for combat,
as detailed in Chapter 8: Combat. Characters generally
don’t walk during combat—they hustle or run. A charac-
ter that moves his or her speed and takes some action,
such as attacking, is hustling for about half the round and
doing something else the other half.

Local Movement: Characters exploring an area use
local movement, measured in minutes.

Walk: A character can walk without a problem on the
local scale.

Hustle: A character can hustle without a problem on
the local scale. See Overland Movement, below, for
movement measured in hours.

Run: A character with a Constitution score of 9 or
higher can run for a minute without a problem. Gener-
ally, a character can run for about a minute or two before
having to rest for a minute (see Run, page 143).

Overland Movement: Characters covering long
distances cross-country use overland movement, Over-
land movement is measured in hours or days. A day rep-
resents 8 hours of actual travel time. For rowed watercraft,
a day represents 10 hours of rowing. For a sailing ship, it
represents 24 hours.

Walk: You can walk 8 hours in a day of travel without
a problem. Walking for longer than that can wear you out
(see Forced March, below).

Hustle: You can hustle for 1 hour without a problem.
Hustling for a second hour in the same day (before sleeping)
causes 1 point of subdual damage, and each additional hour
causes twice the damage taken during the previous hour.

Run: You can’t run for an extended period of time.
Attempts to run and rest in cycles are treated as a hustle.

Terrain: The terrain through which you travel affects

Table 6-5: Hampered Movement

Condition Example Movement Penalty
Obstruction

Moderate Undergrowth %314

Heavy Thick undergrowth x1/2

Surface

Bad Steep slope or mud x1/2

Very bad Deep snow x1/4

Poor visibility Darkness or fog x1/2

how much distance you can cover in an hour or a day (see
Table 6-6: Terrain and Overland Movement). Travel 1s
quickest on a highway, followed by on a road (or trail),
and least quick through trackless terrain. A highway is a
straight, major, well-established road. A road is typically a
dirt track. A trail is like a road, except that it allows only
single-file travel and does not benefit a party traveling
with vehicles. Trackless terrain is a wild area with no paths.

Forced March: In a day of normal walking, you walk
for 8 hours. You spend the rest of daylight time making
and breaking camp, resting, and eating.

You can walk for more than 8 hours in a day by mak-
ing a forced march. For each hour of marching beyond 8
hours, you make a Constitution check (DC 10 -+ 1 per
extra hour). If the check fails, you take 1d6 points of subd-
ual damage. You can’t recover this damage normally until
you rest for at least 4 hours. A character can march into un-
consciousness by pushing himself or herself too hard.

Mounted Movement: A horse bearing a rider can
move at a hustle. The damage it takes, however, 1s normal

Gently down the stream.
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damage, not subdual damage. It can also be force-
marched, but its Constitution checks automatically fail,
and, again, the damage it takes is normal damage.

See Table 6-7: Mounts and Vehicles for mounted
speeds and speeds for vehicles pulled by draft animals.

Waterborne Movement: See Table 6-7: Mounts and Ve-
hicles for speeds for water vehicles. Rafts, barges, and keel-
boats are generally used only on lakes and rivers. Rowboats
are common wherever there 1s water. Larger classes of boats
can navigate the largest of rivers, but are more common at sea.

For any vessel traveling on a river, take the current into
account. If going downstream, add the speed of the current
(typically 2 or 3 mph) to the speed of the vehicle; if going
upstream, subtract the current speed. Most rowed vessels
can’t be rowed against any significant current, but they can
be pulled upstream by draft animals on the shores.

A rowed or poled vessel can only be rowed for 10
hours per day, unless there are additional shifts of oars-
men. However, if there 1s no such shift, a rowed vessel can
float the remaining 14 hours, if headed downstream and
someone can guide it, so add an additional 42 miles (in a
3 mph cutrent) to the daily distance traveled.

Table 6-6: Terrain and Overland

Movement

Terrain Highway Road or Trail Trackless
Plains x1 x1 x1
Scrub, rough  x1 x1 x3/4
Forest %1 x1 x1/2
Jungle x1 x3/4 x1/4
Swamp x1 x3/4 x1/2
Hills x1 x3/4 x1/2
Mountains x3/4 x1/2 x1/4
Sandy desert  x1 - x1/2

Table 6-7: Mounts and Vehicles

Mount/Vehicle Per Hour  Per Day
Mount (carrying load, including rider)
Light horse or light warhorse 6 miles 48 miles
Light horse (151-450 Ib.) 4 miles 32 miles
Light warhorse (231-690 Ib.) 4dmiles 32 miles
Heavy horse Smiles 40 miles
Heavy horse (201-600 Ib.) 3 1/2 miles 28 miles
Heavy warhorse 4miles 32 mules
Heavy warhorse (301-900 Ib.) Imiles 24 miles
Pony 4 miles 32 miles
Pony (76-225 Ib.) Imiles 24 miles
Donkey or mule Imiles 24 miles
Mule (231-690 Ib.) 2miles 16 miles
Cart or wagon 2 miles 16 miles
Ship
Raft or barge (poled or towed)* 1/2mile 5 miles
Keelboat (rowed)* 1 mile 10 miles
Rowboat (rowed)* 1 1/2 miles 15 miles
Mainland sailing ship (sailed) 3 miles 48 miles
Atha'an Miere skimmer (sailed) 3 miles 72 miles
Atha'an Miere darter or soarer (sailed) 4 miles 96 miles
Atha’an Miere raker (sailed) Smiles 120 miles

*Assumes only a single shift of rowers or polers.

ENCUMBRANCE: Encumbrance rules determine
how much a character’s armor and equipment slow him
or her down. Encumbrance comes in two parts: encum-
brance by armor and encumbrance by total weight.

Encumbrance by Armor: Your armor (as shown on
Table 7-5: Armor) defines your maximum Dexterity
bonus to Defense, your armor check penalty, your speed,
and how fast you move when you run. Unless your char-
acter 1s weak or carrying a lot of gear, that’s all you need
to know. The extra gear your character carries, such as
weapons and rope, won't slow your character down any
more than his or her armor already does.

If your character is weak or carrying a lot of gear, how-
ever, then you'll need to calculate encumbrance by
weight. Doing so is most important when your character
is trying to carry some heavy object, such as a treasure
chest.

Weight: If you want to determine whether your char-
acter’s gear is heavy enough to slow him or her down
(more than the armor already does), total the weight of all
his or her armor, weapons, and gear. Compare this total
to the character’s Strength on Table 6-8: Carrying Ca-
pacity. Depending on how the weight compares to your
carrying capacity, you will be carrying a light, medium, or

Table 6-8: Carrying Capacity

Light Medium Heavy
Strength  Load Load Load

1 Str up to 3 Ib. 4-6 lb. 7-10 Ib.

2 Str up to 6 lb. 7-13 Ib. 14-20 Ib.

3 Str up to 10 1b.  11-20 Ib. 21-30 Ib.

4 Str up to 13 Ib.  14-26 Ib. 27-40 lb.

5 Str up to 16 Ib.  17-33 Ib. 34-50 Ib.

6 Str up to 20 1b.  21-40 Ib. 41-60 Ib.

7 Str up to 23 1b.  24-46 1b. 47-70 1b.

8 Str up to 26 Ib.  27-53 |b. 54-80 lb.

9 Str upto 30 1b.  31-60 Ib. 61-90 Ib.
10 Str up to 33 Ib.  34-66 Ib. 67-100 1b.
11 Str up to 38 1b.  39-76 1b. 77-115 1b.
12 Str up to 43 Ib.  44-86 |b. 87-130 1b.
13 Str up to 50 1b.  51-100 Ib. 101-150 Ib.
14 Str up to 58 Ib.  59-116 Ib. 117-175 1b.
15 Str up to 66 Ib.  67-133 Ib. 134-200 Ib.
16 Str up to 76 Ib.  77-153 Ib. 154-230 Ib.
17 Str up to 86 1b.  87-173 Ib. 174-260 Ib.
18 Str up to 100 1b.  101-200 1b.  201-300 Ib.
19 Str up to 116 Ib. 117-233 1b.  234-350 Ib.
20 Str up to 133 Ib. 134-266 lb.  267-400 lb.
21 Str up to 153 |b.  154-306 Ib.  307-460 1b.
22 Str up to 173 Ib.  174-346 Ib.  347-520 Ib.
23 Str up to 200 1b.  201-400 Ib.  401-600 Ib.
24 Str up to 233 b, 234-466 Ib.  467-700 lb.
25 Str up to 266 Ib. 267-533 Ib.  534-800 Ib.
26 Str up to 306 1b. 307-613 Ib.  614-920 Ib.
27 Str up to 346 Ib.  347-693 1b.  694-1,040 Ib.
28 Str up to 400 Ib.  401-800 1b.  801-1,200 Ib.
29 Str up to 466 Ib. 467-933 1b.  934-1,400 Ib.
+10 Str x4 x4 x4
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heavy load. Like armor, your load gives you a maximum
Dexterity bonus to Defense, a check penalty (which works
like an armor check penalty), speed, and run factor, as
shown on Table 6-9: Carrying Loads. A medium or heavy
load counts as medium or heavy armor for the purpose of
abilities that are restricted by armor. Carrying a light load
does not encumber a character.

Table 6-9: Carrying Loads

Max Check Speed
Load Dex Penalty (30ft) (20 ft) Run
Medium  +3 -3 20 ft. 15ft. x4
Heavy +1 -6 20 ft. 154t 3

If you are wearing armor, use the worse figure (from
armor or from weight) for each category. Do not stack
the penalties.

For example, Geral the Borderlander is wearing scale
mail. As shown by Table 7-5: Armor, it cuts his maxi-
mum Dexterity bonus to Defense down to +3, gives him
a -4 armor check penalty, and cuts his speed to 15 feet.
The total weight of his gear, including armor, 1s 71 1/2
pounds. With a Strength of 15, his maximum carrying ca-
pacity (maximum load) is 200 pounds. A medium load
for him is 67 pounds or more, and a heavy load 1s 134
pounds or more, so he is carrying a medium load. Look-
ing at the medium load line on Table 6-9: Carrying
Loads, Matt sees that these figures are all as good as or
better than the penalties that Geral is already incurring
for wearing scale mail, so he incurs no extra penalties.

Brehanna has a Strength of 10, and she’s carrying 28
pounds of gear. Her light load capacity is 33, so she’s car-
rying a light load (no penalties). She finds 500 gold marks
(weighing 10 pounds) and adds it to her load, so now
she’s carrying a medium load. Doing so reduces her speed
from 30 feet to 20 feet, gives her a -3 check penalty, and
sets her maximum Dexterity bonus to Defense at +3
(which is okay with her, since that’s higher than her Dex-
terity bonus anyway).

Then Brehanna is knocked unconscious in a fight,
and Geral wants to carry her out of the ruins. She weighs
128 pounds, and her gear weighs 28 pounds (or 38
pounds with the gold), so Geral can’t quite manage to
carry her and her gear. (With his 71 1/2 pounds, it would
put him over his 200 pounds maximum load.) Ehreden
takes her gear (and the gold), Geral hoists Brehanna onto
his shoulders, and now he’s carrying 199 1/2 pounds. He
can manage it (just barely!), but it's a heavy load. His
maximum Dexterity bonus to Defense drops to +1, his
check penalty increases from —4 (the armor check penalty
for scale mail) to -6 (the check penalty for a heavy load),
and now he runs at %3 speed instead of x4.

Lifting and Dragging: A character can lift up to the
maximum load over his or her head.

A character can lift up to double the maximum load
off the ground, but he or she can only stagger around
with it. While overloaded in this way, the character loses
any Dexterity bonus to Defense and can only move 5 feet
per round (as a full-round action).

A character can generally push or drag along the
ground up to five times his maximum load. Favorable
conditions (smooth ground, dragging a slick object) can
double these numbers, and bad circumstances (broken
ground, pushing an object that snags) can reduce them to
one-half or less.

Bigger and Smaller Creatures: The figures on Table
6-8: Carrying Capacity are for Medium-size creatures.
Larger creatures can carry more weight depending on size
category: Large (x2), Huge (x4), Gargantuan (x8), and
Colossal (x16). Smaller creatures can carry less weight de-
pending on size category: Small (3/4), Tiny (1/2),
Diminutive (1/4), and Fine (1/8). Thus, a human with a
Strength score boosted to equal that of an Ogier would
still have a harder time lifting, say, a boulder than an
Ogier would.

Quadrupeds can carry heavier loads than bipeds can. To
determine a quadruped’s carrying capacity, use Table 6-8:
Carrying Capacity, multiplying by the appropriate modi-
fier for the creature size: Fine x1/4, Diminutive x1/2,
Tiny x3/4, Small x1, Medium-size x1 1/2, Large x3, Huge
%6, Gargantuan x12, Colossal x24.

Tremendous Strength: For Strength scores not listed,
find the Strength score between 20 and 29 that has the
same ones digit as the creature’s Strength score. Multiply
the load figures by 4 if the creature’s Strength is in the
30s, by 16 if it’s in the 40s, by 64 if it’s in the 50s, and so
on. For example, an exotic construct with a 31 Strength
can carry four times what a creature with a 21 Strength
can carry, or 1,840 pounds.

Aes Sedai
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In the markets of Caemlyn, Illian, Tear, and other cities,
merchants are ready to exchange their goods for gold.
Here you can find practical, sturdy swords and perhaps a
few blades of quality. Occasionally, renegade Illumina-
tors sell rockets and other fireworks for those who want
something flashier than a trusty blade.

This chapter covers the mundane and exotic things
that characters may want to purchase and how to go
about doing so. (%ér'angreal and other items infused with
aspects of the One Power are covered in Chapter 14.)

EQUIPPING A
CHARACTER

A beginning character generally has enough wealth to
start out with the basics: some weapons, some armor suit-
able to her class (if any), and some miscellaneous gear. As
the character undertakes adventures and amasses loot,
she can afford bigger and better gear. At first, however,
her options are limited by her budget.

You probably already have a little bit of equipment,
as determined by your character’s background (see Chap-
ter 2: Backgrounds). Your next step is to determine the
amount of money you have, based on your class (see
Table 7-1: Random Starting Money). With this money,
you can buy what you think you’ll need from the equip-
ment lists in this chapter.

Note that buying beginning equipment this way is an
abstraction. Your character doesn’t walk into a store with
handfuls of gold and buy every item one by one. Rather,
these items may have come the character’s way as gifts
from family, equipment from patrons, gear granted dur-
ing military service, swag gained through duplicity, and
50 on.

Assume your character owns at least one outfit of nor-
mal clothes. Pick any one of the following clothing out-
fits for free: artisan’s outfit, cadin’sor (if you are playing
an Atel), explorer’s outfit, peasant’s outfit, scholar’s out-
fit, or traveler’s outfit. (See Clothing, page 126.)

Table 7-1: Random Starting Money

Class Amount (mk)  Class Amount (mk)
Algar’d’siswai 3d4 x 10 Wanderer  4d4 x 10
Armsman 5d4 % 10 Wilder 3d4 x 10
Initiate 3d4 x 10 Woodsman 4d4 x 10
Noble 5d6 x 10

AVAILABILITY

All the items described in this chapter are assumed to be
available to PCs with the wherewithal to buy them.
Many of these items are very expensive and rare. You
won’t find them on the rack in a store by a town’s main
plaza. But a hero with the coin to buy an expensive item
can usually connect with a seller and get what she wants.
If you want to buy something not described in this chap-
ter, the general rule is that you can buy anything that
costs up to 300 gold crowns (see Coins, below). Buying
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more expensive items, means either going to a big city
where rare things are for sale, making a special deal with
someone who makes or can provide the item, or paying a
premium price to a merchant who makes a special effort
to get you what you want.

Depending on where you are, it might be possible to
buy more expensive items without a problem, or it might
be more difficult to do so. In a small town, for example,
it’s practically impossible to find someone who can make
a suit of full plate armor for you. The GM determines
what is and is not available depending on where you are
and how he runs his world.

WEALTH AND
MONEY

Adventurers are in the small group of people who regu-
larly buy things with coins. Members of the peasantry
trade mostly in goods, bartering for what they need and
paying taxes in foodstuffs or raw goods. Members of the
nobility trade mostly in legal rights, such as the rights to
a mine, a port, or farmland, or they trade in gold bars,
measuring gold by the pound rather than by the coin.

COINS: The most common coin that adventurers use is
the silver mark (mk). With a silver mark, you can buy a
belt pouch, 50 feet of hempen rope, or a goat. A skilled
(but not exceptional) artisan can earn 1 silver mark a day.
The silver mark is the standard unit of measure for wealth.

Among nobles, wealthy adventurers, and bankers, the
standard is the gold crown (gc), occasionally known as the
gold mark. A gold crown is worth 10 silver marks.

The most prevalent coin among commoners is the sil-
ver penny (sp). A silver penny is worth a tenth of a silver
mark. One silver penny buys a laborer’s work for a day, a
common lamp, or a poor meal of bread, baked turnips,
onions, and water.

Each silver penny is worth 10 copper pennies (cp).
With a copper penny, you can buy a candle, a torch, or
a piece of chalk. Coppers are common among laborers
and beggars.

The standard coin weighs about a third of an ounce
(fifty to the pound).

Table 7-2: Exchange Value for Coins
CcP §P MK GC

Copper penny (cp) = 1 1/10  1/100 1/1,000
Silver penny (sp) = 10 1 /10 1/100
Silver mark (mk) = 100 10 1 1/10

Gold crown (gc) 1,000 100 10 1

WEALTH OTHER THAN COINS: Most wealth is
not in coins. It is livestock, grain, land, taxation rights, or
access to natural resources (such as a mine or a forest).
Gems and jewelry also serve as portable wealth.

Trade: Guilds, nobles, and royalty regulate trade.
Chartered companies are granted rights to dam rivers to

provide power for mills, to conduct trade along certain
routes, to send merchant ships to various ports, or to
buy or sell specific goods. Guilds set prices for the goods
or services that they control and determine who may or
may not offer those goods and services. Merchants
commonly exchange trade goods (commodities) without
using currency. Some trade goods are detailed on Table
7-3: Trade Goods.

Table 7-3: Trade Goods

Commodity Cost
Chicken, 1 2cp
Copper, 1 lb. 5 sp
Cow, 1 10 mk
Dog, 1 25 mk
Flour, 1 Ib. 2¢p
Ice peppers, 1 Ib. 5 mk
Goat, 1 1 mk
Gold, 1 Ib. 5 gc
Iron, 1 1b. 1sp
Ivory, 1 lb. 6 gc
Kaf, 1 1b. 3 ge
Linen, 1 1b. (sq. yard) 4 mk
Ox, 1 15 mk
Pig, 1 3 mk
Salt, 1 Ib. 5 mk
Sea folk porcelain (1 piece) 10 sm
Sheep, 1 2 mk
Silk, 1 1b. (2 sq. yards) 20 mk
Silver, 1 Ib. 10 mk
Exotic spices, 1 Ib. 15 sm
Tabac, 1 Ib 2 gc
Tea leaves, 1 Ib. 2 sp
Wheat, 1 1b. 1ep

SELLING LOOT: In general, you can sell something
for half its listed price. Characters who want to upgrade
to better armor or weaponry, for example, can sell their
old equipment for half price.

Commodities are the exception to the half-price rule.
A commodity, in this sense, is a valuable good that can
be easily exchanged almost as if it were cash itself. Wheat,
flour, cloth, and valuable metals are commodities, and
merchants often trade in them directly without using cur-
rency (see Table 7-3: Trade Goods). Obviously, mer-
chants can sell these goods for slightly more than they
pay for them, but the difference is small enough that you
don’t have to worry about it.

WEAPONS

Your weapons help determine how capable you are in a va-
riety of combat situations. See Table 7-4: Weapons for the
list of weapons. See Table 7-10: Grenadelike Weapons for
a summary of grenadelike weapons (such as vials of acid).

WEAPON CATEGORIES: Weapons are grouped

into several interlocking sets of categories. These categories




pertain to what skill is needed to be proficient in their use
(simple, martial, and exotic), usefulness in close combat
(melee) or at a distance (ranged, which includes both
thrown and projectile), and weapon size (Tiny, Small,
Medium-size, and Large).

Simple, Martial, and Exotic Weapons: Anybody but
an initiate or a wanderer is proficient with all simple
weapons. Armsmen, nobles, and woodsmen are profi-
cient with all simple and all martial weapons. Characters
of other classes are proficient with an assortment of
mainly simple weapons and possibly also some martial or
even exotic weapons. If you use a weapon with which you
are not proficient, you suffer a -4 penalty on attack rolls.

Melee and Ranged Weapons: Melee weapons are
used for making melee attacks, though some of them can
be thrown as well. Ranged weapons are thrown weapons
or projectile weapons that are not effective in melee. You
apply your Strength bonus to damage dealt by thrown
weapons but not to damage dealt by projectile weapons.

Tiny, Small, Medium-Size, and Large Weapons:
The size of a weapon compared to your size determines
whether for you the weapon is light, one-handed, two-
handed, or too large to use.

Light: 1f the weapon’s size category is smaller than
yours (such as a human using a Small weapon), then the
weapon is light for you. Light weapons are easier to use
in your off hand, and you can use them while grappling.
You can use a light weapon in one hand. You get no spe-
cial bonus when using it in two hands.

One-Handed: 1f the weapon’s size category is the same
as yours (such as a human using a rapier), then the
weapon is one-handed for you. If you use a one-handed
melee weapon two-handed, you can apply one and a half
times your Strength bonus to damage (provided you have
a bonus). Thrown weapons can only be thrown one-
handed, and you receive your Strength bonus to damage.

Two-Handed: 1f the weapon’s size category is one step
larger than your own (such as a human using a hafted
axe), then the weapon is two-handed for you. You can use
a two-handed melee weapon effectively in two hands, and
when you deal damage with it, you add one and a half
times your Strength bonus to damage (provided you have
a bonus).

Thrown weapons can only be thrown one-handed.
You can throw a thrown weapon with one hand even if it
would be two-handed for you due to your size (such as a
human throwing a hafted axe), but doing so counts as a
full-round action because the weapon is bulkier and
harder to handle than most thrown weapons, You receive
your Strength bonus to damage.

You can use a two-handed projectile weapon (such as
a bow or a crossbow) effectively in two hands. If you have
a penalty for low Strength, apply it to damage rolls when
you use a bow or a sling. You get no Strength bonus to
damage with a projectile weapon.

Too Large to Use: If the weapon’s size category is two
or more steps larger than your own, the weapon is too
large for you to use.

Unarmed Strikes: An unarmed strike is two size cate-
gories smaller than the character using it.

WEAPON QUAL[TIES: The weapon you use says
something about who you are. You probably want both a
melee weapon and a ranged weapon. If you can’t afford
both your melee weapon of choice and your ranged
weapon of choice, decide which is more important to you.

What size of weapon you choose determines how you
can choose to wield it (with one hand or two) and how
much damage you deal with it. A two-handed weapon
deals more damage than a one-handed weapon, but it
keeps you from using a shield, so that’s a trade-off. If you
are Small, you need to choose smaller weapons.

Depending on your class, you are proficient with
more or fewer weapons. If you see a weapon that you
want to use but with which you’re not proficient, you can
become proficient with it by selecting the right feat. See
Exotic Weapon Proficiency, Martial Weapon Proficiency,
and Simple Weapon Proficiency in Chapter 5: Feats.

A better weapon is usually more expensive than an in-
ferior one, but more expensive doesn’t always mean bet-
ter. For instance, a rapier is more expensive than a
longsword. For a dexterous wanderer with the Weapon
Finesse feat, a rapier is a terrific weapon. For a typical
armsman, a longsword is better.

To choose your weapons, keep in mind these factors
(given as column headings on Table 7-4: Weapons):

Cost: This is the weapon’s cost in silver marks (mk) or
silver pennies (sp). The cost includes miscellaneous gear
that goes with the weapon, such as a scabbard for a sword
or a quiver for arrows,

Damage: The Damage column gives the damage you
deal with a weapon when you score a hit. If the damage is
designated “§,” then the weapon deals subdual damage
rather than normal damage (see Subdual Damage, page
148). If two damage ranges are given, such as “1d6/1dé6” for
the quarterstaft, then the weapon is a double weapon, and
you can use a full attack full-round action to make one
extra attack when using this weapon, as per the two-
weapon rules (see Attacking with Two Weapons, page 142).
Use the second damage figure given for the extra attack.

Critical: The entry in this column notes how the
weapon is used with the rules for critical hits. When you
score a critical hit, you roll the damage with all modifiers
two, three, or four times, as indicated by its critical mul-
tiplier, and add all the results together.

Exception: Bonus damage represented as extra dice,
such as from a sneak attack or a flaming sword, is not
multiplied when you score a critical hit.

x2: The weapon deals double damage on a critical hit.

%3: The weapon deals triple damage on a critical hit.

x4: The weapon deals quadruple damage on a critical hit.

19-20/%2: The weapon scores a threat (a possible crit-
ical hit) on a natural 19 or 20 (instead of just on a 20) and
deals double damage on a critical hit. (The weapon has a
threat range of 19-20.)

Range Increment: Any attack at less than this dis-
tance is not penalized for range, so an arrow from a short-
bow (range increment 60 feet) can strike at enemies up to
59 feet away with no penalty. However, each full range in-
crement causes a cumulative -2 penalty to the attack roll.
A shortbow archer firing at a target 200 feet away suffers



a—6 attack penalty (because 200 feet is at least three range
increments but not four increments). Thrown weapons,
such as throwing axes, have a maximum range of five
range increments. Projectile weapons, such as bows, can
shoot up to ten increments.

Thrown Weapons: Daggers, clubs, Alel spears, Sean-
chan spears, throwing axes, light hammers, tridents, and
nets are thrown weapons.

Projectile Weapons: Light crossbows, slings, heavy
crossbows, shortbows, Aiel shortbows, longbows, Two
Rivers longbows, hand crossbows, whips, and repeating
crossbows are projectile weapons.

Improvised Thrown Weapons: Sometimes objects not
crafted to be weapons get thrown: small rocks, small ani-
mals, vases, pitchers, and so forth. Because they are not de-
signed for this use, all characters that use improvised
thrown weapons are treated as not proficient with them and
suffer a —4 penalty on their attack rolls. Improvised thrown
weapons have a range increment of 10 feet. Their size and
the damage they deal have to be adjudicated by the GM.

Weight: This column gives the weapon’s weight.

Type: Weapons are classified according to types:
bludgeoning, piercing, and slashing. Some monsters may
be partially or wholly immune to attacks with some types
of weapons.

Special: Some weapons have special features, such as
reach. See the weapon descriptions.

WEAPON DESCRIPTIONS: The weapons found
on Table 7-4: Weapons are described below. Grenadelike
weapons are summarized on Table 7-10: Grenadelike
Weapons and described in the Special and Superior Items
section later in this chapter.

Arrows: An arrow used as a melee weapon is Tiny and
deals 1d4 points of piercing damage (x2 crit). Since it is
not designed for this use, all characters are treated as not
proficient with it and thus suffer a -4 penalty on their at-
tack rolls. Arrows come in leather quivers that hold 20 ar-
rows. An arrow that hits its target is destroyed; one that
misses has a 50% chance to be destroyed or lost.

Ashandarei: This ancient weapon is essentially a quar-
terstaff with a curved short sword blade on one end. The
blade end can be used to slash, while the other is an ef-
fective bludgeoning tool. Ashandarei are rarely seen in re-
cent times, although Mat Cauthon uses one quite
effectively. A character with the Craft (weaponsmithing)
skill and at least 5 ranks in Knowledge (arcana) may build
an ashandarei, but such a weapon is unlikely to be com-
monly available for sale.

The ashandarei is a double weapon. You can fight with
it as if with two weapons, but if you do, you incur all the
normal attack penalties associated with fighting with two
weapons as if you were using a one-handed weapon and
a light weapon (see Attacking with Two Weapons, page
142). A Large creature using a double weapon in one
hand cannot use it as a double weapon.

Axe, Hafted: This big, heavy axe is a favorite of any-
body who wants to deal out incredible damage.

Battleaxe: The battleaxe is a common and devastating
melee weapon in the hands of even a semiskilled warrior.

Bill: As a polearm, a bill has reach. You can strike op-
ponents 10 feet away with it, but you can’t use it against
an adjacent foe.

Because of the bill's curved blade, you can also use it
to make trip attacks. If you are tripped during your own
trip attempt, you can drop the bill to avoid being
tripped.

Bolts: A crossbow bolt used as a melee weapon is
Tiny and deals 1d4 points of piercing damage (x2 crit).
Since it is not designed for this use, all characters are
treated as not proficient with it and thus suffer a —4
penalty on their attack rolls. Bolts come in wooden
cases that hold 10 bolts. A bolt that hits its target is de-
stroyed; one that misses has a 50% chance to be de-
stroyed or lost.

Bullets, Sling: Bullets are lead spheres, much heavier
than stones of the same size. They come in a leather
pouch that holds 10 bullets. A bullet that hits its target is
destroyed; one that misses has a 50% chance to be de-
stroyed or lost.

Club: A wooden club is so easy to find and fashion
that it has no cost.

Crossbow, Heavy: A heavy crossbow requires two
hands to use effectively. You draw a heavy crossbow back
by turning a small winch. Loading a heavy crossbow is a
full-round action that provokes attacks of opportunity.

A character can shoot, but not load, a heavy crossbow
with one hand at a —4 penalty. A character can shoot a
heavy crossbow with each hand at a -6 penalty, plus the
usual -4 penalty for the off-hand attack (-6 primary
hand/-10 off hand). The Two-Weapon Fighting feat does
not reduce these penalties because it represents skill with
melee weapons, not ranged weapons. The Ambidexterity
feat lets someone avoid the =4 off-hand penalty (-6 pri-
mary hand/-6 off hand).

Crossbow, Light: A light crossbow requires two hands
to use, regardless of the user’s size. You draw a light cross-
bow back by pulling a lever. Loading a light crossbow is a
move action that provokes attacks of opportunity.

A character can shoot, but not load, a light crossbow
with one hand at a -4 penalty. A Small or larger charac-
ter can shoot a light crossbow with each hand as noted
for heavy crossbows, above.

Dagger: The dagger is a common secondary weapon.
You can use the Weapon Finesse feat (see page 96) to
apply your Dexterity modifier instead of your Strength
modifier to attack rolls with a dagger.

Gauntlet: These metal gloves protect your hands and
let you deal normal damage with unarmed strikes rather
than subdual damage. A strike with a gauntlet is other-
wise considered an unarmed attack. The cost and weight
given are for a single gauntlet. Medium and heavy armors
(except breastplate) come with gauntlets.

Greatclub: A greatclub is a two-handed version of a
regular club. It is often studded with nails or spikes or
ringed by bands of iron.

Hammer, Smith’s: This is a one-handed sledge or
maul with a large, heavy head.

Handaxe: These axes are common as off-hand weapons.

Lance, Heavy or Light: A lance deals double damage




Simple Weapons—Melee

Table 7-4: Weapons
Range

Weapon Cost Damage Critical Increment Weight  Type**
~ Unarmed Attacks
; Gauntlet* 2mk * 5 — 2 Ib. Bludgeoning
Strike, unarmed - 1d3§ x2 - - Bludgeoning
(Medium-size being)
Tiny
Dagger* 2mk 1d4 19-20/x2 10 ft. 1 1b. Piercing
Small
Mace, light S5mk 1dé x2 - 6 1b, Bludgeoning
Sickle 6 mk  1dé6 x2 - 3 1b. Slashing
Medium-size
Club - 1d6 x2 10 ft. 3 1b. Bludgeoning
Spear, Aiel * S5mk  1d6 x3 20 ft. 3 1b. Piercing
Mace, heavy 12mk  1d8 x2 - 12 Ib. Bludgeoning
Morningstar 8 mk 1d8 x2 — 8 Ib. Bludgeoning and piercing
Large _
Quarterstaff*z - 1dé6/1d6  x2 - 4 |b. Bludgeoning
= Spear, Seanchan®*™ 10 mk  1d8 x3 20 ft. 5 Ib. Piercing
Simple Weapons—Ranged Range
Weapon Cost Damage Critical Increment Weight  Type**
Small
Crossbow, light* 35mk  1d8 19-20/%2 80 ft. 6 1b. Piercing
Bolts, crossbow (10)* Lk = - — 1 1b. -
Sling* = 1d4 x2 50 ft. 0 Ib. Bludgeoning
Bullets, sling (10)* 1 sp - - - 5 lb. -
Medium-size
Crossbow, heavy™ 50 mk  1d10 19-20/x2 120 ft. 9 1b. Piercing
Bolts, crossbow (10)* Imk - - - 1 1b. -
P —— i —— e
Pike
(= t¢==§’h: Pilsiie
= = ¥ -
lt Seanchan spear
Heauvy lance
T — ——
Boarspear

Shortbow

Aiel spear

N § Alel shorthow —
— Battleaxe << 5
L . T e
Heavy crossbow Light crossbow Hand axe
F D (_E:m‘ﬂ
¢ e Throwing axe
fL Longsword

Two Rivers longbow Short sword
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Martial Weapons—Melee Range
Weapon Cost Damage  Critical Increment  Weight  Type**
Small
Handaxe 6 mk 1d6 x3 - 5 Ib. Slashing
Lance, light* 6 mk 1d6 x3 - 5 1b. Piercing
Sap 1 mk 1d6§ %2 - 3 1b. Bludgeoning
Sword, short 10 mk 1dé 19-20/x2 - 3 1b. Piercing
Medium-size
Battleaxe 10 mk  1d8 %3 - 7 Ib. Slashing
Lance, heavy™f 10 mk  1d8 %3 - 10 1b. Piercing
Longsword 15mk 1d8 19-20/x2 - 4 1b. Slashing
Rapier® 20mk  1dé6 18-20/x2 - 3 1b. Piercing
Scimitar, Seanchan 15mk 1d6 18-20/x2 - 4 1b. Slashing
Trident? 15mk 1d8 x2 10 ft. 5 Ib. Piercing
Hammer, smith’s 12mk 1d8 X3 - 8 Ib. Bludgeoning
Large
Axe, hafted 20 mk  1d12 x3 - 20 1b. Slashing
Bill*+ 9 mk 2d4 %3 - 15 Ib. Slashing
Greatclub 5 mk 1d10 X2 — 10 Ib. Bludgeoning
Pike*+* 5 mk 1d8 %3 - 9 1b. Piercing
Poleaxe™* 10 mk 1d10 x3 - 15 Ib. Piercing and slashing e
Scythe 18 mk  2d4 x4 - 12 1b. Piercing and slashing i
Boarspear®t 10 mk  2d4 %3 - 15 Ib. Piercing
Martial Weapons—Ranged Range
Weapon Cost Damage  Critical Increment  Weight  Type**
Medium-size
Shortbow™ 30 mk Ide %3 60 ft. 2-1b: Piercing
Arrows (20)* 1 mk — - - 3 1b. -
Shortbow, Aiel* 75mk  1d6 x3 70 ft. 2 1b. Piercing
Arrows (20)* 1 mk - - - 3 1b. -
Large
Longbow™ 75 mk  1d8 %3 100 ft. 3 b, Piercing
Arrows (20)* 1 mk - - - 3 1Ib. -
Longbow, Two Rivers® 100 mk 1d8 %3 110 ft. 3 1b. Piercing
Arrows (20)* 1 mk - - - 3 1b. -
Exotic Weapons—Melee Range
Weapon Cost Damage  Critical Increment  Weight Type**
Medium-size
Ashandarery™ 80 mk  1d6/1d8  19-20/x2 - 15 1b. Bludgeoning and slashing
Sword, Warder’s* 35mk  1d10 19-20/x2 - 10 1b. Slashing
Swordbreaker™ 25mk 1dé6 19-20/x2 - 3 1b. Piercing
Large
Scythesword, Trolloc 75 mk  2d4 18-20/x2 - 16 Ib. Slashing
Exotic Weapons—Ranged Range
Weapon Cost Damage  Critical Increment  Weight Type**
Small
Whip* 1 mk 1d2§ %2 E5 2 1b. Slashing
Medium-size
Net* 20 mk * * 10 fi.* 10 1b. ¥

*See the description of this weapon for special rules.
**When two types are given, the weapon is both types.
tReach weapon.
$Double weapon.
1f you use a ready action to set this weapon against a
charge, you deal double damage if you score a hit against
a charging character.

§The weapon deals subdual damage rather than normal
damage.
“Not for sale on the open market.




when used from the back of a charging mount. A heavy
lance has reach. You can strike opponents 10 feet away
with it, but you can’t use it against an adjacent foe. Light
lances are primarily for Small riders.

Longbow, Two Rivers: You need at least two hands to
use a bow, regardless of its size. You cannot use this bow
while mounted.

Longsword: This classic, straight blade is the weapon
of valor. It is the favored weapon of many cultures, and
Longsword vary in quality and style across the world.

Mace, Heavy or Light: A mace is made of metal, even
the haft, making it quite heavy and very hard to break.

Morningstar: This simple weapon combines the im-
pact of a club with the piercing force of spikes.

Net: A fighting net has small barbs in the weave and
a trailing rope to control netted opponents. You use it to
entangle opponents.

When you throw a net, you make a ranged touch at-
tack against your target. A net's maximum range is 10
feet, and you suffer no range penalties to throw it even to
its maximum range. If you hit, the target is entangled. An
entangled creature suffers -2 on attack rolls and a —4
penalty on effective Dexterity. The entangled creature can
only move at half speed and cannot charge or run. If you
control the trailing rope by succeeding at an opposed
Strength check while holding it, the entangled creature
can only move within the limits that the rope allows. If
the entangled creature attempts to cast a weave, it must
succeed at a Concentration check (DC 15) or be unable
to cast the weave.

The entangled creature can escape with an Escape
Artist check (DC 20) as a full-round action. The net has 5
hit points and can be burst with a Strength check (DC 25,
also a full-round action).

A net is only useful against creatures between Tiny
and Large size, inclusive.

A net must be folded to be thrown effectively. The
first time you throw your net in a fight, you make a nor-
mal ranged touch attack roll. After the net is unfolded,
you suffer a -4 penalty on attack rolls with it. It takes 2
rounds for a proficient user to fold a net and twice that
long for a nonproficient one to do so.

Pike: As a polearm, a pike has reach. You can strike
opponents 10 feet away with it, but you can’t use it
against an adjacent foe.

Poleaxe: Normally, you strike with the halberd’s axe
head, but the spike on the end is useful against charging
opponents.

Because of the hook on the back of the poleaxe, you
can use it to make trip attacks. If you are tripped during
your own trip attempt, you can drop the poleaxe to avoid
being tripped.

Quarterstaff: This is the favored weapon of travelers,
peasants, and merchants. You can strike with either end,

allowing you to take full advantage of openings in your

opponent’s defenses.

A quarterstaff is a double weapon. You can fight with
it as if fighting with two weapons, but if you do, you
incur all the normal attack penalties associated with fight-
ing with two weapons as if you are using a one-handed

weapon and a light weapon (see Attacking with Two
Weapons, page 142). A creature using a double weapon in
one hand, such as a Large creature using a quarterstaff,
can’t use it as a double weapon.

Rapier: You can use the Weapon Finesse feat (see
Chapter 5: Feats) to apply your Dexterity modifier instead
of your Strength modifier to attack rolls with a rapier.

Sap: A weapon that deals subdual damage, a sap
comes in handy when you want to knock an opponent
out instead of killing him.

Scimitar: The curve on this blade makes the weapon’s
edge effectively sharper.

Scythe: While it resembles the standard farm imple-
ment of the same name, this scythe is balanced and
strengthened for war. The design of the scythe focuses
tremendous force on the sharp point as well as allowing
devastating slashes with the blade edge.

Scythesword, Trolloc: The hooked, vile blades of the
Trollocs are dangerous and destructive implements. No
follower of the Light would dare bear this weapon. Any
non-Trolloc suffers an effective -2 Reputation penalty as
long as he or she visibly carries it

Shortbow: You need at least two hands to use a bow,
regardless of its size. A character who is Medium-size or
larger can use this bow while mounted.

Shortbow, Aiel: You need at least two hands to use a
bow, regardless of its size. It is possible to use this bow
while mounted (although the Aiel do not ride horses).
The Aiel build their bows with recurve, meaning that the
bow remains bow-shaped even when unstrung.

Sickle: This weapon is like a farmer’s sickle, but it is
strengthened for use as a weapon. It is favored by anyone
who wants a weapon that might be overlooked by suspi-
cious types.

Sling: The sling hurls lead bullets. It’s not as easy to
use as the crossbow or as powerful as a bow, but it’s
cheap, and easy to improvise from common materials.

You can hurl ordinary stones with a sling, but stones
are not as dense or as round as bullets, so you deal only
1d3 points of damage and suffer a -1 penalty on attack
rolls.

Spear, Aiel: The short spear used by the Aiel. Al-
though technically a Medium-sized weapon, it is just short
enough to be used by a Small character with no difficulty.

Spear, Boar: This spear, designed to keep a boar at
bay, has reach. You can strike opponents 10 feet away
with it, but you can’t use it against an adjacent foe.

With a boar spear, you get a +2 bonus on your op-
posed attack rolls when attempting to disarm an oppo-
nent (including the roll to avoid being disarmed if you
fail to disarm your opponent).

Spear, Seanchan: The special Seanchan variant on
this common weapon is usually elaborately decorated.
Decoration or no, it is quite effective in melee combat
and can be thrown as well.

Strike, Unarmed: A Medium-size character deals 1d3
points of subdual damage with an unarmed strike, which
may be a punch, kick, head butt, or other type of attack.
A Small character deals 1d2 points of subdual damage.
The damage from an unarmed strike is considered



weapon damage for the purposes of effects that give you
a bonus on weapon damage.

You can use the Weapon Finesse feat (see Chapter 5:
Feats) to apply your Dexterity modifier instead of your
Strength modifier to attack rolls with an unarmed strike.

Sword, Short: This sword is popular as an off-hand
weapon or as a primary weapon for Small characters.

Sword, Warder’s: A Warder’s sword is too large to use
in one hand without special training; thus, it is an exotic
weapon. A Medium-size character can use a Warder’s
sword two-handed as a martial weapon, or a Large crea-
ture can use it one-handed in the same way.

Warder’s swords (which, despite the moniker, are a
relatively common type not unique to Warders them-
selves) are also known as hand-and-a-half swords.

Swordbreaker: The swordbreaker is a modified short
sword designed to catch an opponent's blade and, as the
name implies, break it in two. Deep notches run down
one side of the blade, while the other side remains sharp
and can be used like a conventional short sword. When
used to attack an opponent’s sword, this weapon deals
2d6 points of damage to the weapon on a successful hit
thanks to the added torque provided by the design
(against other characters and creatures, the swordbreaker
does damage as a short sword).

This weapon can also be used in the off-hand as a
means to disarm an opponent. When used in this way,
the swordbreaker is held as one would hold a shield (the
better to catch an opponent’s blade), so you do not suf-
fer penalties for fighting with two weapons. When using
a swordbreaker to disarm, you gain a +3 circumstance
bonus on your opposed attack roll (including the roll to
keep from being disarmed if you fail to disarm your op-
ponent). Unless the swordbreaker is specifically being
used to disarm an opponent, all normal two-handed
fighting penalties apply. (If attempting to break an oppo-
nent's sword, it is advisable to use the swordbreaker in
your primary hand.)

Whip: A whip deals subdual damage. It deals no
damage to any creature with even a +1 armor bonus or at
least a +3 natural armor bonus. Although you keep it in
hand, treat it as a projectile weapon with a maximum
range of 15 feet and no range penalties,

Because the whip can wrap around an enemy’s leg or
other limb, you can use it to make trip attacks. If you are
tripped during your own trip attempt, you can drop the
whip to avoid being tripped.

When using a whip, you get a +2 bonus on your op-
posed attack roll when attempting to disarm an opponent
(including the roll to keep from being disarmed if you fail
to disarm your opponent).

ARMOR

Your armor protects you in combat, but it can also slow
you down, See Table 7-5: Armor for the list of armors.
The information given on this table is for Medium-size
creatures. The time it takes to get into or out of armor de-
pends on its type (see Table 7-6: Donning Armor).

ARMOR QUALITIES: The armor you wear isn’t the
only fashion statement you can make, but it’s a big one.
In addition, depending on your class, you may be profi-
cient in the use of all, some, or no armors, including
shields. To wear heavier armor effectively, you can select
the Armor Proficiency feats (Chapter 5), but most classes
are proficient in the armors that work best for them.
When choosing armor, keep in mind these factors (see
Table 7-5: Armor):

Cost: The cost of the armor.

Armor Bonus: The protective value of the armor.
Bonuses from armor and a shield stack. This bonus is an
armor bonus, so it does not stack with other effects that
increase your armor bonus.

Maximum Dex Bonus: This number is the maxi-
mum Dexterity bonus to Defense that this type of
armor allows. Heavier armors limit your mobility, re-
ducing your ability to dodge blows. For example, full
mail permits a maximum Dexterity bonus of +2. A
character with a Dexterity score of 18 normally gains a
+4 bonus to his Defense, but if he’s wearing full mail,
his bonus drops to +2. His final Defense would be 17
(10 + 5 + 2 = 17), assuming he has no other modifiers.
(The +5 is the full mail and the +2 is his maximum
Dexterity bonus.)

Even if your Dexterity bonus drops to 0, you are not
considered to have lost your Dexterity bonus. For exam-
ple, a wanderer can’t sneak attack you just because you're
wearing half-plate.

Shields: Shields do not affect your maximum Dexter-
ity bonus.

Armor Check Penalty: Anything heavier than leather
hurts your ability to use the following skills: Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Pick
Pocket, and Tumble, Some characters don’t much care,
but others do. The armor check penalty number is the
armor check penalty you apply when making checks using
those skills. Swim checks face a similar penalty based on
the weight of the gear you are carrying and wearing.

Shields: 1f you are wearing armor and using a shield,
both armor check penalties apply.

Nonproficient with Armor Worn: If you wear armor with
which you are not proficient, you suffer an armor check
penalty on attack rolls and all skill rolls that involve mov-
ing, including Ride.

Slkeeping in Armor: If you sleep in a suit of armor with
an armor check penalty of -5 or worse, you are automat-
ically fatigued the next day. You suffer a -2 penalty on
Strength and Dexterity, and you can’t charge or run.

Speed: Medium and heavy armor slows you down.
It’s better to be slow and alive than to be quick and
dead, but don’t neglect to give speed some thought. The
number on Table 7-5: Armor is your speed while wear-
ing the armor. Humans have an unencumbered speed of
30 feet.

Shields: Shields do not affect your speed.

Weight: The weight of the armor. Armor fitted for
Small characters weighs half as much.
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Armor
Armor Cost
Light armor
Padded 5 mk
Leather 10 mk
Studded leather 25 mk
Mail shirt 10 ge
Medium armor
Hide 15 mk
Brigandine shirt 5 gc
Full mail 15 ge
Breastplate 20 gc
Lacquered plate* 25 gc
Heavy armor
Full brigandine 20 ge
Banded mail 25 ge
Plate-and-mail 60 gc
Full plate 150 gc
Shields
Buckler, Aiel 25 mk
Shield, small, wooden 3 mk
Shield, small, steel 9 mk
Shield, large, wooden 7 mk
Shield, large, steel 20 mk

£When running in heavy armor, you move only triple your speed, not quadruple.

*Adds +1 to Reputation when worn.

Plate-and-mail

Full brigandine

Table 7-5: Armor

Maximum
Bonus

+1
+2
+3
+4

+3
+4
+5
+5
+5

+6
+6
+7
+8

+1
+1
¥
+2
+2

Armor
Dex Bonus

+8
+6
#5
+4

+4
+3
+2
+3
+3

+0
+1
+0
+1

Breastplate

Check Penalty

0
0
=],
=2

-3
4
-5
-4
-3

=7
-6
-7
-6

0
-1
-1
-2
-2

Padded

Va)

Speed

30 ft.
30 ft.
30 ft.
30 ft.

20 ft.
20 ft.
20 ft.
20 ft.
20 fr.

20 ft.*
20 ft.*
20 ft.7
20 ft.*

Weights

10 Ib.
15 Ib.
20 Ib.
25 |b.

25 Ib.
30 Ib.
40 1b.
30 1b.
35 1b.

45 b,
35 1b;
50 Ib.
50 Ib.

2 1b.
5 1b.
6 1b.
10 Ib.
15 Ib.

Full plate
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ARMOR FOR UNUSUAL CREATURES

Armor for un-
usually big
| creatures, un-
usually little
creatures, and
nonhumanoid
creatures has
different prices and weights from those given on
Table 7-5: Armor. Armor for Gargantuan and
Colossal creatures must be specially made and
has no standard price or weight.

Humanoid Nonhumanoid
Size Price Weight Price Weight
Up to Tiny*  x1/2 %1/10 x1 x1/10
Small x1 x1/2 %2 x%1/2
Medium-size 1 x1 %2 x1
Large x2 x2 x4 <2
Huge *4 x5 %8 %5

*Divide armor bonus by 2.

GETTING INTO AND OUT OF ARMOR: The
time required to don armor depends on its type (see Table
7-6: Donning Armor).

Don: This column records how long it takes you to
put the armor on. (One minute is 10 rounds.)

Don Hastily: This column records how long it takes
you to put the armor on in a hurry. Hastily donned armor
has an armor check penalty and armor bonus each 1 point
worse than normal. For example, if an armsman donned
his scale mail hastily, it would take him 1 minute (10
rounds), the armor would provide only a 4+3 bonus to his
Defense (instead of +4), and his armor check penalty
would be -5 (instead of -4).

Remove: This column records how long it takes you to
get the armor off (especially important to know if you are sud-
denly submerged; see Suffocation and Drowning, page 230).

ARMOR DESCRIPTIONS: The types of armor
found on Table 7-5: Armor are described below (in al-
phabetical order).

Banded Mail: This armor is made of overlapping
strips of metal sewn to a backing of leather and full mail.
The strips cover vulnerable areas, while the chain and
leather protect the joints and provide freedom of move-
ment. Straps and buckles distribute the weight evenly.
Banded mail includes gauntlets.

Breastplate: A breastplate covers your front and your
back. It comes with a helmet and greaves (plates to cover
your lower legs). A light suit or skirt of studded leather
beneath the breastplate protects your limbs without re-
stricting movement much.

Brigandine Shirt: This is a coat and leggings (and per-
haps a separate skirt) of leather covered with overlapping
pieces of metal, much like the scales of a fish. It often in-
cludes gauntlets.

Table 7-6: Donning Armor

Armor Type Don
Padded,

leather,

hide,

studded leather,

or chain shirt
Breastplate,

scale mail,

full mail,

banded mail,

or splint mail
Half-plate

or full plate
*If you have some help, cut this time in half. A single charac-
ter doing nothing else can help one or two adjacent characters.
Two characters can’t help each other don armor at the same
time.
**You must have help to don this armor. Without help, you can
only don it hastily.

Don Hastily Remove

1 minute 5 rounds 1 minute®

4 minutes* 1 minute 1 minute®

4 minutes™™ 4 minutes®  1d4+1 minutes*

Buckler: This small metal shield is strapped to your
forearm. You can use a bow or crossbow without penalty.
You can also use an off-hand weapon, but you suffer a -1
penalty on attack rolls because of the extra weight on
your arm. This penalty stacks with those for fighting with
your off hand and for fighting with two weapons. In any
case, if you use a weapon in your off-hand, you don't get
the buckler’s Defense bonus for the rest of the round.

You can't effectively bash someone with a buckler.

Full Brigandine: This armor is made of narrow verti-
cal strips of metal riveted to a backing of leather that is
worn over cloth padding. Flexible full mail protects the
joints. Full brigandine includes gauntlets.

Full Mail: This armor is made of interlocking metal
rings. It includes a layer of quilted fabric underneath it to
prevent chafing and cushion the impact of blows. Several
layers of mail are hung over vital areas. Most of the
armor’s weight hangs from the shoulders, making full
mail uncomfortable to wear for long periods of time. Full
mail includes gauntlets.

Full Plate: This armor consists of shaped and fitted
metal plates riveted and interlocked to cover the entire
body. It includes gauntlets, heavy leather boots, and a vi-
sored helmet. You wear a thick layer of padding under-
neath it (included). Buckles and straps distribute the
weight over the body, so full plate hampers movement
less than full brigandine, even though full brigandine is
lighter. Each suit of full plate must be individually fitted
to its owner by a master armorsmith, although a captured
suit can be resized to fit a new owner at a cost of 200 to
800 (2d4x100) gold crowns.

Full plate is also known as field plate.

Hide: This armor is prepared from multiple layers of
leather and animal hides. It is stiff and hard to move in.
Woodsmen often favor hide armor.

Lacquered Plate: The Seanchan favor colorful lac-
quered plate armor. It is not unlike banded mail, though
somewhat lighter and more flexible.

Leather: The breastplate and shoulder protectors of
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this armor are made of leather that has been stiffened by
boiling in oil. The rest of the armor is softer and more
flexible leather.

Mail Shirt: A shirt of mail protects your torso while
- leaving your limbs free and mobile. A layer of quilted
fabric underneath it prevents chafing and cushions the
impact of blows. It comes with a steel cap.

Padded: Padded armor features quilted layers of cloth
and batting. It gets hot quickly and can become foul with
sweat, grime, lice, and fleas.

Plate-and-Mail: This armor is a combination of full
mail with metal plates (breastplate, epaulettes, elbow
guards, gauntlets, tasses, and greaves) covering vital areas.
Buckles and straps hold the whole suit together and dis-
tribute the weight, but the armor still hangs more loosely
than full plate. It includes gauntlets.

Shield, Large or Small, Wooden or Steel: You strap
a shield to your forearm and grip it with your hand.

Small Shield: A small shield’s light weight lets you
carry other items in that hand (although you cannot use
weapons).

Large Shield: A large shield is too heavy for you to
use your shield hand for anything else.

Wooden or Steel: Wooden and steel shields offer
the same basic protection, though they respond differ-
ently to special attacks (such as weaves that affect wood
or metal).

Shield Bash Attacks: You can bash an opponent
with a shield, using it as an off-hand weapon. A
Medium-size character deals 1d4 points of damage (x2
crit) with a large shield or 1d3 (x2 crit) with a small one.
(You cannot bash with a tower shield.) A Small charac-
ter deals 1d3 points of damage (x2 crit) with a large
shield or 1d2 (x2 crit) with a small one. Used this way,
the shield is a martial bludgeoning weapon. For pur-
poses of attack penalties, treat a shield as a light weapon.
If you use your shield as a weapon, you lose its Defense
bonus until your next action (usually until the next
round).

Studded Leather: This armor is made from tough but
flexible leather (not hardened leather as with normal
leather armor) reinforced with close-set metal rivets.

GOODS AND
SERVICES

Weights for all the items listed on Table 7-7: Goods and
Services are their filled weights (except where otherwise
designated).

ADVENTURING GEAR: Adventurers face all sorts
of challenges and difficulties, and the right gear can make
the difference between a successful adventure and failure.
Most of this gear is basic equipment that might come in
handy regardless of your skills or class.

For objects with hardness and hit points, see Attack
an Object, page 149.

Backpack: A leather pack carried on the back, typi-
cally with straps to secure it.

— [

Bedroll: Adventurers never know where they’re going
to sleep, and bedrolls help them get better sleep in
haylofts or on the cold ground. A bedroll is bedding and
a blanket thin enough to be rolled up and tied. In an
emergency, it can double as a stretcher.

Blanket, Winter: A thick, quilted, wool blanket.

Caltrops: Caltrops resemble large metal jacks with
sharpened points rather than balls on the ends of their
arms, They are essentially iron spikes designed so that one
point is always facing up. You scatter them on the ground
in the hope that your enemies step on them or are at least
forced to slow down to avoid them. One bag of caltrops
(the 2-pound unit listed on Table 7-7: Goods and Ser-
vices) covers an area 5 feet square. Each time a creature
moves into an area covered by caltrops (or spends a
round fighting while standing in such an area), the crea-
ture may step on one. The caltrops make an attack roll
(base attack bonus +0) against the creature. For this at-
tack, the creature’s shield, armor, and deflection bonus
do not count. (Deflection averts blows as they approach
you, but it does not prevent you from touching some-
thing dangerous.) If the creature is wearing shoes or other
footwear, it gets a +2 armor bonus to Defense. If the cal-
trops succeed at the attack, the creature has stepped on
one, The caltrop deals 1 point of damage, and the crea-
ture’s speed is reduced by one-half because its foot is
wounded. This movement penalty lasts for one day, until
the creature is successfully treated with the Heal skill (DC
15), or until it receives at least 1 point of healing by the
One Power. A charging or running creature must imme-
diately stop if it steps on a caltrop. Any creature moving
at half speed or slower can pick its way through a bed of
caltrops with no trouble.

Candle: A candle clearly illuminates a 5-foot radius
and burns for 1 hour.

Case, Map or Scroll: A capped leather or tin tube for
holding rolled pieces of parchment or paper.

Chain: Chain has a hardness of 10 and 5 hit points.
It can be burst with a Strength check (DC 26).

Crowbar: An iron bar for levering things open.

Dice: A well-made set of six-sided dice, usually carved
from bone or wood, are used to determine random out-
comes in games of chance, such as Crowns, Top, Threes,
and Compass. Dice are usually thrown from a cup. A set
usually consists of five dice.

Flask: A ceramic, glass, or metal container fitted with
a tight stopper. It holds 1 pint of liquid.

Flint and Steel: Striking the steel and flint together
creates sparks. By knocking sparks into tinder, you can
create a small flame. Lighting a torch with flint and steel
is a full-round action, and lighting any other fire with
them takes at least that long.

Grappling Hook: Tied to the end of a rope, the hook
can secure the rope to battlements, windows, tree limbs,
and so forth.

Hammer: A one-handed hammer with an iron head,
useful for pounding pitons into a wall.

Ink: This is black ink. You can buy ink in other col-
ors, but it costs twice as much.

Inkpen: A wooden stick with a special tip on the end.
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The tip draws ink in when dipped in a vial and leaves an
ink trail when drawn across a surface.

Jug, Clay: A basic ceramic jug fitted with a stopper. It
holds 1 gallon of liquid.

Ladder, 10-foot: A straight, simple wooden ladder.

Lamp, Common: A lamp clearly illuminates things
in a 15-foot radius and burns for 6 hours on a pint of oil.
It burns with a more even flame than a torch, but, unlike
a lantern, it uses an open flame and it can spill easily,
making it too dangerous for most adventuring. You can
carry a lamp in one hand.

Lantern, Hooded: A hooded lantern i1s a standard
lantern with shuttered or hinged sides. You can carry a
lantern in one hand. It clearly illuminates a 30-foot radius
and burns for 6 hours on a pint of oil.

Lock: A lock is worked with a large, bulky key. The
DC to pick this kind of lock with the Open Lock skill de-
pends on the lock’s quality: very simple (DC 20), average
(DC 25), good (DC 30), amazingly good (DC 40).

Looking Glass: This is a tube with lenses embedded
in it, which allows the user to see far-off things more
clearly. Objects viewed through a looking glass are mag-
nified to twice their size.

Manacles and Manacles, Masterwork: These mana-
cles can bind a Medium-size creature. The manacled
character can use the Escape Artist skill to slip free (DC
30, or DC 35 for masterwork manacles). To break the
manacles requires success at a Strength check (DC 26, or
DC 28 for masterwork manacles). Manacles have a hard-
ness of 10 and 10 hit points. Most manacles have locks;

add the cost of the lock you want to the cost of the manacles.

For the same price, one can buy manacles for Small
creatures. For Large creatures, manacles cost ten times
this amount, and for Huge creatures, one hundred times
this amount. Gargantuan, Colossal, Tiny, Diminutive,
and Fine creatures can only be held by specially made
manacles.

Mirror, Small Steel: A polished steel mirror is handy
when you want to look around corners, signal friends with
reflected sunlight, make sure that you look good enough to
present yourself to the queen, or examine wounds that
you've received on hard-to-see parts of your body.

Oosquai: A corn liquor produced by the Aiel, it is
legendary for its potency.

Oil: A pint of oil burns for 6 hours in a lantern. You
can use a flask of oil as a grenadelike weapon (see Table
7-10: Grenadelike Weapons, page 128, and Grenadelike
Weapon Attacks, page 152). It takes a full-round action to
prepare a flask with a fuse, and once it is thrown, there is
only a 50% chance that the flask ignites successfully. On
the round following a direct hit, the target takes an addi-
tional 1d6 points of damage. The target can take a full-
round action to attempt to extinguish the flames before
taking this additional damage. It takes a successful Reflex
saving throw (DC 15) to extinguish the flames. Rolling
on the ground allows the character a +2 bonus. Leaping
into a lake or using the One Power to extinguish the
flames automatically smothers the tlames.

You can pour a pint of oil on the ground to cover an
area 5 feet square (provided the surface is smooth). If lit,




Table 7-7: Goods and Services Sack (empty) 1sp 1/2 1b.

Sealing wax 1 mk 11b.
Adventuring Gear Sewing needle 5sp *
Item Cost Weight Signal whistle 8 sp i
- Backpack (empty) 2 mk 2 1b. Signet ringt 5 mk ¥
Barrel (empty) 2 mk 30 Ib. Sledge 1 mk 10 1b.
Basket (empty) 4sp 11b. Soap (per Ib.) 5sp 11b.
Bedroll 1sp 5 1b. Spade or shovel 2 mk 8 lb.
Bell 1 mk = Tent 10 mk 20 1b.
Blanket, winter 5sp 3 1b. Torch 1cp 1 1b.
Block and tackle 5 mk 5 Ib. Vial, ink or potion 1 mk %
Bottle, wine, glass 2 mk " Waterskin 1 mk 4 lb.
Bucket (empty) 5sp 2ilb. Whetstone 2¢p 1 1b.
Caltrops 1 mk 2 1b.
Candle 1cp g Class Tools and Skill Kits
Canvas (sq. yd.) 1sp 11b. Item Cost Weight
Case, map or scroll 1 mk 1/2 1b. Artisan’s tools$ 5 mk 5 Ib.
Chain (10 ft.) 30 mk 2 1b. Artisan’s tools, 55 mk 5 1b.
Chalk, 1 piece 1ep i ‘masterworkt
Chest (empty) 2 mk 25 |b. Climber's kit} 80 mk 5 1b.
Crowbar 2 mk 5 Ib. Disguise kit¥ 50 mk 8 Ib.
Dice 5 mk " Healer's kit+ 50 mk 1 1b.
Firewood (per day) lep 20 Ib. Hourglass 25 mk 1 1b.
Fishhook 1sp * Magnifying glasst 10 ge ¥
Fishing net, 25 sq. ft. 4 mk 5 Ib. Musical instrument, 5 mk 3 Ib.
Flask Jcp * commoni:
Flint and steel 1 mk * Musical instrument, 10 gc 3 Ib.
Grappling hook 1 mk 4 Ib. masterwork::
Hammer 5 sp 2 1b. Scale, merchant’st 2 mk 11b.
3 Ink (1 oz. vial) 8 mk % Thieves’ tools 30 mk 1 Ib.
20 N Ink pen 1 sp % Thieves’ tools, 10 gc 2 Ib.
ha = Jug, clay 3cp 9 Ib. Masterwork
H Ladder, 10-foot 5cp 20 Ib.
il £ Lamp, common 1sp 11b. Clothing
Lantern, hooded 7 mk 2 Ib, Item Cost Weight
Locks: 11b. Artisan’s outfit 1 mk 4 1b.
Very simple 2 gc 1 1b. Cold weather outfit 8 mk 7 lb.
Average 4 gc 1 Ib. Courtier’s outfit 30 mk 6 lb.
Good 8 gc 1 1b. Gleeman’s outfit 3 mk 4 1b.
Amazing 15 gc 11b. Explorer’s outfit 10 mk 8 Ib.
Looking glass 100 gc 11b. Cadin’sor 8 mk 2 Ib.
Manaclest 15 mk 2 1b. Noble’s outfit 8 gc 10 1b.
Manacles, masterworks 5 gc 2 1b. Peasant’s outfit 1sp 2 Ib.
Mirror, small steel 10 mk 1/2 1b. Royal outfit 20 ge 15 Ib.
Mug/tankard, clay 2¢p 1 1b. Scholar’s outfit 5 mk 6 1b.
Oil (1-pint flask)t 3 mk L5, Traveler’s outfit 1 mk 5 Ib.
Paper (sheet) 4 sp *
Parchment (sheet) 2sp ® Food, Drink, and Lodging
o Pick, miner's 3 mk 10 Ib. Item Cost Weight
& Pitcher, clay 2¢p 5 1b. Ale
Piton 1sp 1/2 Ib. Gallon 2sp 8 Ib.
Playing cards, deck 10 mk 1/4 Ib. Mug 4cp 11b.
Pole, 10-foot 2sp 8 Ib. Banquet (per person) 10 mk -
Pot, iron 5sp 10 Ib. Bread, per loaf 2cp 1/2 Ib.
Pouch, belt 1 mk 11b. Cheese, hunk of 1sp 1/2 1b.
Ram, portable: 10 mk 20 1Ib. Inn stay (per day)+
Rations, trail (per day) 5 sp 1 1b. " Good 2 mk -
Rope, hemp (50 ft.) 1 mk 10 1b. Common 5sp -

Rope, silk (50 ft.) 10 mk 5 1b.




Poor 2sp -
Meals (per day)+

Good 5sp -

Common 3sp -

Poor 1sp -
Meat, chunk of Isp 1/2 1b.
QOosquai, jug of 5 mk 4 Ib.
Rations, trail (per day) 5 sp 1 1b.
Wine

Common (pitcher) 2sp 6 1b.

Fine (bottle) 10 mk 11/21b.
Mounts and Related Gear
Item Cost Weight
Barding

Medium-size creature x2 x1

Large creature x4 %2
Bit and bridle 2 mk 11b.
Cart 15 mk 200 Ib
Donkey or mule 8 mk -
Feed (per day) 5¢cp 10 Ib
Horse

Horse, heavy 20 mk -

Horse, light 10 mk —

Pony 5 mk —

Warhorse, heavy 40 gc =

Warhorse, light 15 g -
Saddle

Military 20 mk 30 Ib.

Pack 5 mk 15 1b.

Riding 10 mk 25 Ib.
Saddle, Exotic

Military 60 mk 40 lb.

Pack 15 mk 20 Ib.

Riding 30 mk 30 Ib.
Saddlebags 4 mk 8 Ib.
Sled 20 mk 300 Ib.
Stabling (per day) 5sp -
Wagon 35 mk 400 1b.

*No weight worth noting.
**Ten of these items together weigh 1 pound.
1See description.

the oil burns for 2 rounds and deals 1d3 points of damage
to each creature in the area.

Paper: A white sheet of paper made from cloth fibers.

Parchment: Goat hide or sheepskin prepared for writing.

Piton: When a wall doesn’t offer handholds and
footholds, you can make your own. A piton is a steel
spike with an eye through which you can loop a rope.
(See the Climb skill, page 73).

Playing Cards, Deck: A deck of hand-painted playing
cards usually depicts local or regional nobility as face
cards. Standard cards employ five different suits—Flames,
Rods, Cups, Coins, and Winds, for a variety of games.

Pole, 10-foot: When you suspect a trap, you'd rather
put the end of your 10-foot pole through a hole in a wall
than your hand.

Pouch, Belt: This leather pouch straps to your belt.

Table 7-8: Containers and Carriers

Hauling Vehicles

Holds or Item  Cost Weightt Carries
Cart 15 mk 200 Ib. 1/2 ton
Sled 20 mk 300 Ib. 1 ton
Wagon 35 mk 400 Ib. 2 tons
Dry Goods

Holds or Item  Cost Weight} Carries
Backpack 2 mk 2 bt 1 cu. ft.
Barrel 2 mk 30 Ib. 10 cu. ft.
Basket 4 sp 1 1Ib. 2 cu ft.
Bucket 5 sp 2 Ib. 1 cu. ft.
Chest 2 mk 25 Ib. 2 cu. ft.
Pouch, belt 1 mk 1/2 Ib.t  1/5 cu. ft.
Sack 1sp 1/21b4  1cu. ft.
Saddlebags 4 mk 8 Ib. 5 cu. ft.
Liquids

Holds or Item  Cost Weightt Carries
Bottle, wine, glass 2 mk # 1 1/2 pint
Flask 3cp x 1 pint
Jug, clay Jep 11b. 1 gallon
Mug/tankard, clay 2 cp i 1 pint
Pitcher, clay 2cp 1 Ib. 1/2 gallon
Pot, iron 5sp 2 Ib. 1 gallon
Vial, ink or potion 1 mk R 1 ounce
Waterskin 1 mk * 1/2 gallon

*No weight worth noting.

4These items weigh one-quarter this amount and carry
one-quarter the normal amount when made for Small
characters.

+Empty weight.

It’s good for holding things that you may need in a hurry,
such as potions.

Ram, Portable: This iron-shod wooden beam is the
perfect tool for battering down doors. Not only does it
give you a +2 circumstance bonus on your Strength check
to break open a door, but also allows a second person to
help you without having to roll, adding another +2 to
your check (see Breaking Items, page 150).

Rations, Trail: Trail rations are compact, dry, high-en-
ergy foods suitable for travel, such as jerky, dried fruit,
hardtack, and nuts.

Rope, Hemp: This rope has 2 hit points and can be
burst with a successful Strength check (DC 23).

Rope, Silk: This rope has 4 hit points and can be burst
with a successful Strength check (DC 24). It is so supple
that it adds a +2 circumstance bonus to Use Rope checks.

Sack: A drawstring sack made of burlap or a similar
material.

Signet Ring: Your signet ring has a unique design
carved into it. When you press this ring into warm seal-
ing wax, you leave an identifying mark.

Sledge: A two-handed, iron-headed hammer that is
good for smashing open treasure chests.

Tent: This simple tent sleeps two.

Torch: A wooden rod capped with twisted flax soaked
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in tallow or a similar item. A torch clearly illuminates a
20-foot radius and burns for 1 hour.

Vial: A ceramic, glass, or metal vial fitted with a
tight stopper. The stoppered container usually is no
more than 1 inch wide and 3 inches high. It holds 1
ounce of liquid.

Waterskin: A leather pouch with a narrow neck that
1s used for holding water.

CrLAss TooLs AND SKILL KITS: This equip-
ment is particularly useful if you have certain skills or are
of a certain class.

Artisan’s Tools: This is the set of special tools needed
for any craft. Without these tools, you have to use im-
provised tools (-2 penalty on your Craft check) if you can
do the job at all.

Artisan’s Tools, Masterwork: As artisan’s tools, but
these are the perfect tools for the job, so you get a +2 cir-
cumstance bonus on your Craft check.

Climber’s Kit: Special pitons, boot tips, gloves, and
a harness that aids in all sorts of climbing. This is the per-
fect tool for climbing and gives you a 42 circumstance
bonus on Climb checks.

Disguise Kit: A bag containing cosmetics, hair dye,
and small physical props. This 1s the perfect tool for dis-
guise and adds a +2 circumstance bonus to Disguise
checks. It's exhausted after ten uses.

Healer’s Kit: This kit is full of herbs, salves, bandages
and other useful materials. It is the perfect tool for any-
one attempting a Heal check. It adds a +2 circumstance
bonus to the check. It's exhausted after ten uses. The kit
also comes with two applications of healer’s balm.

Magnifying Glass: This simple lens allows a closer
look at small objects. It is useful as a substitute for flint,
steel, and tinder when starting fires (though it takes light
as bright as direct sunlight to focus, tinder to light, and at
least a full-round action to light a fire with a magnifying
glass). It grants you a +2 circumstance bonus on Appraise
checks involving any item that is small or highly detailed,
such as a gem.

Musical Instrument, Common or Masterwork: Pop-
ular instruments include fifes, recorders, lutes, man-
dolins, bitterns and shalms. A masterwork instrument is
of superior make. It adds a +2 circumstance bonus to Per-
form checks and serves as a mark of status.

Scale, Merchant’s: This scale includes a small balance
and pans and a suitable assortment of weights. A scale
grants you a +2 circumstance bonus on Appraise checks
involving items that are valued by weight, including any-
thing made of precious metals.

Thieves” Tools: These are the tools you need to use
the Disable Device and Open Lock skills. The kit includes
one or more skeleton keys, long metal picks and pries, a
long-nosed clamp, a small hand saw, and a small wedge
and hammer. Without these tools, you have to improvise
tools, and you suffer a -2 circumstance penalty on your
Disable Device and Open Lock checks.

Thieves’ Tools, Masterwork: This kit contains extra
tools and tools of better make, granting you a +2 circum-
stance bonus on Disable Device and Open Lock checks.

CLOTHING: Different characters may want different
outfits for various occasions. A beginning character is as-
sumed to have an artisan’s, entertainer’s, explorer’s, peas-
ant’s, scholar’s, traveler’s outfit. This first outfit is free of
cost and does not count against the amount of weight a
character can carry. Individual garments vary in details
from place to place, of course; where a shoufa or cadin 'sor
may be common in the Alel Waste, they are unseen
throughout the rest of the world (an Aiel hero may begin
play with a cadin’sor, however).

Artisan’s Qutfit: A shirt with buttons, a skirt or pants
with a drawstring, shoes, and perhaps a hat. This outfit
may include a belt or an apron for carrying tools.

Cadin’sor: The customary garb of the Aiel. Adapted
from ancient Da’shain working clothes, the lightweight,
loose-fitting coat and breeches are colored to blend with the
desert. Long-laced, soft-soled boots and a scarflike shoufu
(pulled across the face when the Aiel prepares to kill) com-
plete the ensemble. The materials to make such an outfit
aren’t expensive, but purchasing an authentic Aiel cadin’sor
from anyone other than an Aiel merchant is unlikely.

Cold Weather Outfit: A coat of wool or Saldaean fur,
linen shirt, wool cap, heavy cloak, thick pants or skirt,
and boots. When wearing a cold weather outfit, add a +5
circumstance bonus to Fortitude saves against exposure
to cold weather (see page 228 for cold dangers).

Courtier’s Outfit: Fancy, tailored clothes in whatever
fashion happens to be the current style in the courts of
the nobles. Anyone trying to influence nobles or
courtiers while wearing street dress will have a hard time
of it. Without jewelry (costing perhaps an additional 50
cp), vou look like an out-of-place commoner.

Gleeman’s Outfit: A set of flashy, perhaps even
gaudy, clothes for entertaining. While the outfit looks
whimsical, its practical design lets you tumble, dance,
walk a tightrope, or just run (if the audience turns ugly).

Explorer’s Outfit: This is a full set of clothes for
someone who never knows what to expect. It includes
sturdy boots, leather breeches or a skirt, a belt, a shirt (per-
haps with a vest or jacket), gloves, and a cloak. Rather than
a leather skirt, a leather overtunic may be worn instead
over a cloth skirt. The clothes have plenty of pockets (es-
pecially the cloak). The outfit also includes any extra items
you might need, such as a scarf or a wide-brimmed hat.

Noble's Outfit: This set of clothes is designed specit-
ically to be expensive and to show it. Precious metals and
gems are worked into the clothing. To fit into the noble
crowd, every would-be noble also needs a signet ring (see
Adventuring Gear, above) and jewelry (worth at least 100
mk, or at least appearing to be worth that much). And it
would be advisable to not show up to a ball in the same
noble’s outfit twice.

Peasant’s Outfit: A loose shirt and baggy breeches, or
a loose shirt and skirt or overdress. Cloth wrappings are
used for shoes.

Royal Outfit: This is just the clothes, not the royal
scepter, crown, ring, and other accoutrements. Royal clothes
are ostentatious, with gems, gold, silk, and fur in abundance.

Scholar’s Outfit: A robe, a belt, a cap, soft shoes, and
possibly a cloak.



Traveler’s Qutfit: Boots, a wool skirt or breeches, a
sturdy belt, a shirt (perhaps with a vest or jacket), and an
ample cloak with a hood.

FooD, DRINK, AND LODGING: Many travelers
are lodged by guilds, churches, family, or nobility. Ad-
venturers, however, typically pay for hospitality.

Inn: Poor accommodations at an inn amount to a
place on the floor near the hearth, plus the use of a blan-
ket if the innkeeper likes you and you're not worried
about fleas. Common accommodations are a place on a
raised, heated floor, the use of a blanket and a pillow, and
the presence of a higher class of company. Good accom-
modations are a small, private room with one bed, some
amenities, and a covered chamber pot in the corner.

Meals: Poor meals might be composed of bread, baked
turnips, onions, and water. Common meals might consist
of bread, chicken stew (easy on the chicken), carrots, and
watered-down ale or wine. Good meals might be com-
posed of bread and pastries, beef, peas, and ale or wine,

Rations, Trail: See Adventuring Gear, above.

MOUNTS AND RELATED GEAR: Horses and other
mounts let you travel faster and more easily. Seanchan ex-
otics (see page 233) are not generally available for sale,

Barding, Medium-Size Creature and Large Crea-
ture: Barding is simply some type of armor covering the
head, neck, chest, body, and possibly legs of a horse.
Heavier types provide better protection at the expense of
lower speed. Barding comes in most of the types found
on Table 7-5: Armor. As with any nonhumanoid Large
creature, a horse’s armor costs four times what a human’s
(a humanoid Medium-size creature’s) armor costs and
also weighs twice as much as the armor found on Table
7-5: Armor. (If the barding is for a pony or other
Medium-size mount, the cost is only double, and the
weight 1s the same.)

Medium or heavy barding slows mounts:

Speed
Barding (40 ft.) (50 ft.) (60 ft.)
Medium 30 ft. 35 ft. 40 ft.
Heavy 30 ft.* 35 ft.* 40 ft.*

*-A mount wearing heavy armor moves at only triple nor-
mal rate when running instead of quadruple.
Flying mounts can’t fly in medium or heavy barding.

Barded animals require special attention. You must take
care to prevent chafing and sores caused by the armor.
The armor must be removed at night and ideally should
not be put on the mount except to prepare for a battle.
Removing and fitting barding takes five times as long as
the figures given on Table 7-6: Donning Armor. Barded
animals cannot be used to carry any load other than the
rider and normal saddlebags. Because of this, a mounted
warrior often leads a second mount for carrying gear and
supplies.

Cart: A two-wheeled vehicle drawn by a single horse
(or other beast of burden). It comes with a harness.

Donkey or Mule: The best pack animal around, a
donkey or mule is stolid in the face of danger, hardy,
sure-footed, and capable of carrying heavy loads over vast
distances. Unlike horses, they're willing (though not
eager) to enter cavernous ruins and other strange or
threatening places.

Feed: Horses, donkeys, mules, and ponies can graze
to sustain themselves, but providing feed for them (such
as oats) is much better because it provides a more con-
centrated form of energy, especially if the animal is exert-
ing itself. If you have a riding mount, you have to feed it
at least some meat, which may cost more or less than the
given amount.

Horse: The horse is the best all-around work animal
and mount in common use.

Warhorses can be ridden easily into combat. Light
horses, ponies, and heavy horses are hard to control in
combat (see Mounted Combat, page 152, and the Ride
skill, page 83).

Saddle, Exotic: An exotic saddle is like a normal sad-
dle of the same type except that it is designed for an un-
usual mount, such as a torm. Exotic saddles come in
military, pack, and riding styles.

Saddle, Military: A military saddle braces the rider,
adding a +2 circumstance bonus to Ride checks related to
staying in the saddle. If you're knocked unconscious
while in a military saddle, you have a 75% chance to stay
in the saddle (compared to 50% for a riding saddle).

Saddle, Pack: A pack saddle holds gear and supplies,
not a rider. A pack saddle holds as much gear as the
mount can carry.

Saddle, Riding: The standard riding saddle supports
a rider.

Sled: This is a wagon on runners for moving through
snow and over ice. In general, two horses (or other beasts of
burden) draw it. It comes with the harness needed to pull it.

Stabling: Includes a stable, feed, and grooming.

Wagon: This is a four-wheeled, open vehicle for trans-
porting heavy loads. In general, two horses (or other
beasts of burden) draw it. It comes with the harness
needed to pull it.

SPECIAL AND
SUPERIOR ITEMS

In addition to the mundane and typical items found on
other equipment lists, adventurers with the resources can
sometimes obtain special or superior items. An item’s
price can be a good indication of its rarity, although
many items are usually difficult or impossible to find.

Prices for the items described here are given on Table
7-9: Special and Superior Items.

Acid: You can throw a flask of acid as a grenadelike
weapon (see Table 7-10: Grenadelike Weapons, page 128,
and Grenadelike Weapon Attacks, page 152).

Antitoxin: If you drink antitoxin, you get a +5 cir-
cumstance bonus on all Fortitude saving throws against
poison for 1 hour.




Table 7-9: Special and Superior Items
Weapon or Armor Cost

+1 Power-wrought Blade +200 gc**
. +2 Power-wrought Blade +800 gc**
- +3 Power-wrought Blade +1,800 gc**

Weapon, masterwork +300 mk**

Weapon, masterpiece +600 mk**

Arrow, bolt, or bullet, masterwork 7 mk

Armor or shield, masterwork +150 mk**

Armor or shield, masterpiece +300 mk**
Special Substance or Item Cost Weight
Acid (flask) 25mk 11b.
Illuminator’s flare Smk 1/21b.
Antitoxin (vial) 5 ge *
Healer's Balm 15mk 1/41b.
Warder’s Cloak 1,000 gc 11b.
*No weight worth noting.

Miscellaneous Cost

Tool, masterwork +50 mk**

**Plus the cost of the normal item. For example, a mas-
terwork bastard sword costs 335 mk. Double weapons
cost double (+600 mk).
+See description for additional costs. If the additional
costs put the item’s total cost above 300 gc, that item is
not generally available.

Armor or Shield, Masterwork: These well-made
items function like the normal versions except that their
armor check penalties are reduced by 1. A character also
gains a +1 circumstance bonus to Reputation while wear-
| ing masterwork armor.

\'“:! Armor or Shield, Masterpiece: These beautifully
11 made items function like the normal versions except that
their armor check penalties are reduced by 2. A character
also gains a +2 circumstance bonus to Reputation while
wearing masterpiece armor.

Arrow, Bolt, or Bullet, Masterwork: A masterwork
projectile functions like a normal projectile of the same
type except that it is so aerodynamically sound you get a
+1 bonus on attack rolls when you use it. This bonus
stacks with any bonus you might get by using a master-
work bow, crossbow, or sling. The projectile is damaged
(effectively destroyed) when it is used.

Healer’s Balm: This substance, variations of which
are made by healers far and wide, aids and accelerates
the body’s natural healing processes. When applied to

an injury, the balm converts 1d4 hit points of damage to
subdual damage (application of the balm takes one full
round). The subdual damage then heals at the normal
rate (see page 148). Only one application of healer’s
balm per hour is effective.

Healer's balm can also be used to stabilize a character
that has entered negative hit points, preventing that char-
acter from losing any more hit points (when used in this
way, the stabilized character does not regain any hit
points unless treated by a trained healer). Only one such
application per day may have this effect.

A character with the Heal skill can add hit point re-
covery to both uses of the balm.

Illuminator’s Rocket: Explosive rockets made by illu-
minators—commonly known by the collective name “fire-
works”—vary in appearance, but are similar in effect.
Villages often purchase fireworks to be used for celebra-
tions, and usually also need to pay an illuminator to prop-
erly use the fireworks. The methods used to create and
even use an illuminator’s rocket are a closely guarded se-
cret. Indeed, illuminators encourage the common (and er-
roneous) belief that fireworks may go off through simple
mishandling.

Although primarily a tool for celebration, Illumina-
tor's rockets also make effective, if not terribly accurate,
weapons. Fireworks are not thrown like most grenadelike
weapons. Instead, make a ranged attack roll at a —4
penalty (unless you possess the Exotic Weapon Profi-
ciency (fireworks) feat). You must be carrying flint and
steel or an open flame to make the attack. If the attack
hits, the rocket does damage as a grenadelike weapon (see
Table 7-10: Grenadelike Weapons).

You can also pack Illuminator’s rockets together to cre-
ate an explosion that can open a hole in a stone wall, de-
stroy a bridge, or fell a tree. As a full-round action, you
may place a single rocket in a strategic position (such as a
stress point in a wall) that will not allow it to “take off™ as
usual, Up to ten individual rockets can be used in this
fashion. Ignition takes an attack action, and leaving the
user a move action to reach a safe distance before the ex-
plosion occurs at the start of that character’s next turn. No
attack roll is necessary, but because of the compact area in
which the explosion occurs, double the direct hit damage
for the fireworks. Increase the distance for splash damage
by 5 feet for every rocket added to the first. A character
with 5 or more ranks in Knowledge (architecture and en-
gineering) can place the explosives within a man-made
structure for maximum effect, causing triple damage in-
stead of double damage.

@ Table 7-10: Grenadelike Weapons
Damage Range
Weapon™ Cost Direct Hit Splash Increment Weight
Acid (flask) 25 mk 1dé 1 pii# 10 ft. 11b.
). <p Oil (flask) 3 mk 1dé 1 pt** 10 ft. 11b.
'z; [lluminator’s rocket 100 mk 2d6 1d6** 40 ft. 2 1b.
;?/ z *Unless otherwise indicated in the description, grenadelike weapons require no proficiency to use. See text for full de-

tails on using these weapons.

**Grenadelike weapons deal splash damage to all creatures within 5 feet of where they land.
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I¥r THAT HERON-MARKED BLADE
CouLp TALK

Birgitte’s gleaming silver
bow, Perrin’s axe, Mat’s dag-
ger, Rand’s heron-marked
sword . . . in the world of The
Wheel of Time, every hero has
at least one item—usually a
weapon—with a history. Rand
and his friends didn't just de-
cide to become adventurers,
march to the weapon shop, and load up on a brand
new pile of armament. Neither should you! Your
hero enters the game world with some life experi-
ence under her belt, and the weapons and equip-
ment that your hero starts out with haven’t just
dropped into her lap. Some may even be heirlooms.

When creating your hero, pick an item that has
some fond memories or special significance for
him or her. Perhaps your wanderer wears a tattered
but functional cloak given to him years ago by a
long lost love. Your algaid’siswai might still carry
the spear with which she made her first kill. Your
armsman may still carry the same poleaxe that
helped him survive a battle with the Trollocs over
a decade ago.

A little mystery can be fun, too: An item might
be special in some other way that as yet remains
undiscovered. Mat’s ashandarei, for example, is
practically a historical relic, with markings in an-
cient script that may foreshadow a dark future.

Consult with your GM and don’t go over-
board—not every sword can be a saangreal. Unless
the GM allows it, you gain no numerical bonus to
attacks, damage, or checks from establishing this
history with your weapon or beloved object. Es-
tablishing a “life” for some of your treasured pos-
sessions, however, enriches the game world for
players and GM alike.

For example, Eben Darl wants to blow a hole in a cas-
tle wall with [lluminator’s rockets. He takes 4 full rounds
to place four rockets at the base of the wall. He ignites the
fireworks with his flint and steel as an attack action. He
knows that he explosion will reach out 20 feet (5 feet for
each rocket), so he takes his move action to reach a safe
distance of 30 feet. When Eben’s initiative number is
reached on the next round, the explosion occurs before
he gets to do anything else. Eben has no ranks in Knowl-
edge (architecture and engineering), so the explosion
deals a total of 16d6 points of damage to the wall (2d6x4,
doubled) and 4dé points of damage to anything within 20
feet of the square occupied by the fireworks.

As mentioned above, the Illuminator’s Guild closely
protects its secrets. Only a renegade [lluminator would
sell rockets on the open market, and being involved in
any such transaction risks the ire of the Guild.

Power-wrought Blade: During the War of Power, the
Aes Sedai used the One Power to forge unbreakable
longswords that never needed to be sharpened. Some
were unmarked, but most received the distinctive heron
mark that even today brings notoriety. In current times,
Power-wrought blades of any kind are exceedingly rare,
but not impossible to find. The prices listed are guide-
lines for blades being sold by individuals; there is no
open market for these powerful and highly sought-after
weapons. Power-wrought blades cannot be broken under
any circumstances, and add their bonus (ranging from +1
to +3) to all attack and damage rolls.

Note: Although many Power-wrought blades bear the
heron mark, not all heron-marked blades are Power-
wrought.

Tool, Masterwork: This well-made item is the perfect
tool for the job and adds a +2 circumstance bonus to a
related skill check (if any). Some examples of this sort of
item are on Table 7-7: Goods and Services, such as mas-
terwork artisan’s tools, masterwork thieves’ tools, disguise
kit, climber’s kit, healer’s kit, and masterwork musical in-
strument. This entry covers just about anything else.
Bonuses provided by multiple masterwork items used to-
ward the same skill check do not stack, so masterwork
pitons and a masterwork climber’s kit do not provide a
+4 bonus if used together on a Climb check.

Warder’s Cloak: Issued to all Aes Sedai Warders,
Warder's cloaks are made of the mystical fancloth, woven
by a unique fer’angreal at the White Tower. Although they
by no means make the wearer invisible, they do seem to
blend oddly into the background, making the wearer
harder to discern.

A Warder's cloak imposes a =10 penalty on any Spot
check made to detect the cloak’s wearer. Furthermore,
the cloak grants the wearer a +2 circumstance bonus to
Defense.

Warder's cloaks are not available on the open market.
They are issued at no cost to the Warders of Aes Sedat,
and all are considered property of the White Tower. Any
available for sale would have to have been stolen (a tricky
proposition for any thief) or scavenged from the body of
a dead Warder. In either case, the wearer risks confronta-
tion with any Aes Sedai who learns that he owns one.

Weapon, Masterwork: These well-made weapons add
a +1 bonus to attack rolls. Prices for these items are given
on Table 7-9: Special and Superior Items. Swords are the
most common form of masterwork weapon, but not the
only form: an Ebou Dari marriage knife, for example, is
a masterwork dagger. A character carrying a visible (Le.,
unconcealed) masterwork weapon (except arrows or bolts)
gains a +1 circumstance bonus to Reputation,

Weapon, Masterpiece: These well-made weapons
add a +2 bonus to attack rolls. Prices for these items are
given on Table 7-9: Special and Superior Ttems. Swords
are the most common form of masterpiece weapon, but
not the only form: Mat Cauthon’s raven-crested ashan-
daret, for example, 1s a masterpiece weapon. A character
carrying a visible (i.e., unconcealed) masterpiece weapon
(except arrows or bolts) gains a +2 circumstance bonus
to Reputation.




The world is a dangerous place, and sometimes you have
to fight to survive. Whether the enemy takes the form of
Trolloc hordes or terrifying gholam assassins, eyeless
Myrddraal or a rampaging grolm, you need to be able to
defend yourself. Using every form of weapon available,
and aided by the True Source, heroes regularly get caught
up in blazing channeling displays, wild common room
brawls, and cautious maneuvers among the shadows. You
can try to bluff your way out of a tough situation, at-
tempt to sneak away when your opponent’s distracted, or
even dazzle an enemy with your charming personality.
But when all else fails, nothing beats a good sword at
your side.

This chapter details the combat rules, starting with an
example, then covering the basics, and finally looking at
some of the more unusual combat strategies that charac-
ters can employ.

HOW COMBAT
WORKS

This extended example of combat demonstrates the most
commonly used combat rules.

SETUP: The Lord Dragon and his allies send a team of
characters on a mission. Joran al’gaar (an Andoran arms-
man), Baran Timere (a Cairhienin wilder), Eben Darl (a
Tairen woodsman), and Hemar Valdren (a Shienaran
wanderer) have entered the labyrinthine passages be-
neath the ancient palace of House Thardred, several
leagues outside Cairhien. They have come to the estate in
an attempt to verify certain rumors concerning Lord Em-
anar Thardred, the High Seat of the house and an alleged
Darkfriend. Several of the Dragon Reborn’s eyes and ears
have reported that the ruins of an ancient city from the
time of the Breaking have been unearthed somewhere in
the vicinity of the Thardred estate. Rumors persist that
several items of power dating back to the Age of Legends
have also been found. Since such items could signifi-
cantly sway the current balance of power in the Dragon’s
ongoing struggle with the Dark One, the characters must
discover the truth, recover the items if possible, and re-
port back to the Dragon’s allies in Cairhien immediately.

The trail has led the group to the lowest levels of the
palace and into a rough-hewn tunnel that seems recently
excavated. A reinforced door leading farther into the ex-
cavation area is closed. The characters stand before it.
The GM sets a pencil on the table to represent the door,
then asks the players to tell him where their characters
are. Joran is closest to the door. Baran and Eben stand to
either side of it. Hemar is behind Baran. The players are
using miniatures, so they arrange them to show where
everyone is standing. On the tabletop, Joran is right by
the middle of the pencil, Baran to the left of the pencil,
Eben to the right, and Hemar behind Baran. Everyone
except Hemar has a weapon in hand.

The GM looks at his notes, rolls some dice, and de-
termines that the characters are walking into a trap. There
is a gang of three Trollocs waiting down the passage



beyond the door. The Trollocs know the heroes are com-
ing; the heroes think they’ve managed to elude the guards
from the upper levels and have no idea what’s waiting for
them. Joran tries the door. It's locked. He motions for
Eben to come forward and open it.

Eben pulls out his knife and begins to probe the
rusted lock, testing the limits of the mechanism. His
player rolls an Open Lock check and succeeds. The door
opens slowly, revealing total darkness on the other side.

The GM has to decide if any of the characters notice
anything. Those caught unaware will be surprised by the
Trollocs. The GM asks each player to make a Listen check
(DC 15). Eben and Hemar succeed. Joran and Baran fail.

SURPRISE ROUND: During the surprise round, only
characters who are aware of their enemies can act. The Trol-
loes, Hemar, and Eben all act during the surprise round.

The GM asks Hemar’s and Eben’s players to make ini-
tiative checks. Hemar’s initiative modifier is +4 (due to
his Dexterity bonus). Eben’s is +6 (+2 for his Dexterity
bonus and +4 for his Improved Initiative). They get 10
and 19 as their initiative results. The GM rolls for the
three Trollocs (+1) and gets a result of 12. The order of
battle during the surprise round is Eben first (19), fol-
lowed by the Trollocs (12), followed by Hemar (10).

The GM calls on Eben’s player. He steps to one side
to get a clear line of sight past his friends and shoots a
crossbow bolt at one of the Trollocs. Eben’s attack bonus
with a crossbow is +3 (+1 base attack bonus, +2 Dexter-
ity bonus). The Trolloc is 70 feet away, which is less than
the light crossbow’s range increment of 80 feet. Eben
therefore suffers no range penalty.

Eben’s player rolls a 17 for an attack result of 20, well
over the Trolloc’s Defense of 15. He rolls 1d8 for damage
and gets a 6. The Trollocs have 16 hit points each, so the
wounded Trolloc has 10 hit points left. “He staggers,”
says the GM, “but he doesn’t fall.”

Then it’s the Trollocs’ turn. One of the Trollocs has a
shortbow, and fires it. The GM decides that the attack is
aimed at Baran. The shortbow has a range increment of
60 feet. Since Baran is 70 feet away—more than one range
increment and less than two range increments away—the
Trolloc suffers a range penalty of —2. So the Trolloc has a
+1 attack bonus with its shortbow (+3 base attack bonus,
-2 range penalty).

Baran’s Defense is usually 14 (due to a +1 Dexterity
bonus), but he can’t use his Dexterity bonus while he’s
flat-footed, so his Defense right now is 13. Rolling for the
Trolloc, the GM gets a 12, for a result of 13—just enough
to hit. The Trolloc deals 1d6+2 points of damage with its
shortbow, so the GM rolls and gets a result of 7 points of
damage. Baran is knocked from 6 hit points to -1. He
falls to the stone floor, unconscious and dying,

Then Hemar takes his action. He is next to Baran al-
ready. He kneels and attempts to apply first aid to Baran.
His Heal check succeeds, and Baran stabilizes at -1 hit
point. He is no longer dying, but he remains uncon-
scious. (If Hemar had not stabilized him, he would prob-
ably have lost another hit point at the end of the round.)
With that, the surprise round ends.

FIRST REGULAR ROUND: The GM asks Joran’s
player to make an initiative check because he’s the only
conscious character who hasn’t done so. He gets a 14, so
he goes after Eben and before the Trollocs. The order of
battle is: Eben, Joran, Trollocs, Hemar. (Baran is uncon-
scious and can’t take an action.)

On his turn, Eben fires another crossbow bolt, but he
misses. He drops his crossbow and switches to his short
sword (rather than reloading his crossbow).

Then Joran moves 15 feet to get between the Trollocs
and Baran. (The Trollocs are 70 feet away from him, too
far for him to reach them and attack, even with a charge.)

On their action, the Trollocs are 55 feet away from
Joran. That's within charging range (they can charge 60
feet). The two Trollocs with scimitars in hand charge and
attack. In a 10-foot-wide corridor, the two can fight side
by side (they require 5 feet of space each). The third one,
with the bow, readies his scimitar and moves 30 feet to-
ward the fray.

The Trollocs have a +4 bonus on their attack rolls
with their scimitars. Joran's Defense is 18 (+4 armor
bonus, +2 shield bonus), and neither charging Trolloc
hits him. “Their scimitars clang against your shield and
armor,” says the GM, “and you can feel the strength be-
hind their blows, but you're not hurt.”

Hemar moves forward alongside Joran and attacks the
Trolloc in front of him with his short sword, but Hemar’s
player rolls a 2, missing badly.

SECOND REGULAR ROUND: Eben, not able to
get a decent attack past his comrades, holds his action.

Joran swings his axe at the Trolloc in front of him. His
attack bonus is +5 (+1 base attack bonus, +3 Strength
bonus, +1 Weapon Focus bonus). The Trolloc suffers a
Defense penalty of -2 due to his charge. Joran rolls a 20—
a threat (a possible critical hit)! He makes a critical roll,
this time getting an 8. But with his +5 bonus that’s a 13,
which would be enough to hit the Trolloc with its -2
penalty. His axe does triple damage on a crit, so Joran
rolls 3d10+9 points of damage. His total is 27, easily tak-
ing out the Trolloc.

The Trolloc in the rear moves up, steps over the body
of his fallen comrade, and swings his scimitar at Joran. He
hits and deals 1d6+2 points of damage. Joran sustains 5
points of damage, and his hit points drop to 6. He’s now
hurt badly enough that one more hit could easily drop him.

The third Trolloc—the one Eben wounded with his
crosshow—curses and swings his scimitar at Hemar,
misses, and curses again.

Hemar thrusts with his short sword at the third Trol-
loc. His attack bonus is +0, and he misses. Hemar then
steps back away to let Eben step in.

THIRD REGULAR ROUND: Eben steps up along-
side Joran. He swings his short sword. With a +2 bonus
due to Strength, his total attack bonus is +3. He rolls an
11, for a total of 14: a miss.

Joran’s player hits again with a 16. He does 8 points
of damage to the Trolloc in front of him.
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COMBAT BASICS

ROUNDS: Combat is divided
into rounds. Each round, each
combatant gets to do something.
A round represents 6 seconds in
the game world.

INITIATIVE: Before the first
round, each player makes an ini-
tiative check for her character. The GM makes initia-
tive checks for any creatures or foes. An initiative
check is a Dexterity check (1d20 + Dexterity modi-
fier). Characters act in order from highest initiative
result to lowest, with the check applying to all rounds
of the combat (unless a combatant takes an action
that changes her initiative).

ACTIONS: There are four types of actions: attack
actions, move actions, full-round actions, and free ac-
tions. In each round, you may attempt an attack ac-
tion and a move action (in either order), two move
actions, or one full-round action. You may also take
one or more free actions in conjunction with any of
those combinations. Not all move actions actually in-
volve movement (drawing a weapon, for example, is a
move action), If none of your actions in a round in-
volve movement, you can usually take a free 5-foot
step.

ATTACK AND DEFENSE: To score a hit that
deals damage on your attack roll, your roll must equal
or exceed the target’s Defense.

Melee Attack Roll: 1d20 + base attack bonus +
Strength modifier + size modifier

Ranged Attack Roll: 1d20 + base attack bonus +
Dexterity modifier + size modifier + range penalty

Defense: 10 + class bonus (or equipment bonus) +
Dexterity modifier + size modifier

The Trolloc returns the attack, missing. The Trolloc in
front of Eben also attacks Joran and misses.

Hemar cannot get an attack in between his friends, so
he holds his action.

FOURTH REGULAR ROUND: Eben swings again,
getting an attack total of 18. With his short sword, he
does 5 points of damage. This is the Trolloc that had al-
ready been hit by Eben’s crossbow bolt, so it has now
taken a total of 11 hit points. “It staggers from the
wound,” the GM says, “but it does not yet falter.”

Joran swings but misses.

The Trollocs are in trouble. One has lost half its hit
points, and the other has only 5 left. They turn to flee,
running down the corridor. Eben and Joran both get at-
tacks of opportunity. Joran hits and does 9 points of
damage, felling the Trolloc in front of him. Eben misses.

The remaining Trolloc runs 80 feet back into the dark-

Making a ranged attack while adjacent to an
enemy provokes an attack of opportunity (see below).

IDAMAGE: Hit points represent how much damage
a character can take before falling unconscious or
dying. If you score a hit, roll damage and deduct it
from the target’s current hit points. Add your
Strength modifier to damage from melee and thrown
weapons. If you have a Strength penalty (not a
bonus), add it to damage from bows and slings (but
not crossbows). If you’re using a weapon in your off
hand, add half your Strength modifier (if it’s a
bonus). If you’re wielding a weapon with both hands,
add one and a half times your Strength modifier to
the damage (if it’s a bonus).

ATTACK OPTIONS: When attacking, you have
several basic options:

Attack: A single attack is an attack action. You may
make your attack action before or after your move ac-
tion.

Full Attack: Some characters can strike more than
once each melee round, but doing so counts as a full-
round action. Other than taking a 5-foot step, you
can’t move when you make a full attack.

Charge: Charging is a full-round action. When
making a charge, you move in a straight line for up to
double your speed and then make one attack with a
+2 charge bonus on the attack roll. You suffer a -2
charge penalty to your Defense until your next action,
You must move at least 10 feet to charge.

CHANNELING: You can cast a single l-action
weave as an attack action. You can cast a full-round
action weave as a full-round action, but other than

continued on page 133

ness and through a dimly lit doorway. Eben and Hemar
each can run as fast as the Trolloc, and they might be able
to catch him. But Joran can’t keep up, and Baran is still
unconscious, so they let him go. After all, they still have
a good deal of exploring to do, and things have begun to
get interesting....

COMBAT
SEQUENCE

As seen in the example, combat is cyclical. (Everybody
acts in turn in a regular cycle.) Generally, combat runs in
the following way:
1.  Each combatant starts the battle flat-footed.
Once a combatant acts, she or he is no longer flat-footed.
2.  The GM determines which characters are aware
of their opponents at the start of the battle. If some but
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taking a 5-foot step, you can’t move. Either way, if
you cast while adjacent to an enemy, you may pro-
voke an attack of opportunity (see below).

MOVEMENT: Each character has a speed meas-
ured in feet. You can move that distance as a move ac-
tion, which you can take before or after your attack
action.

If you don’t want to attack, you have the option of
taking a second move action instead, allowing you to
move up to double your speed during the round. If
your character runs all out, doing nothing but run-
ning that round, you can move up to quadruple your
speed.

When you move within or out of an area that an
enemy threatens, you may provoke an attack of op-
portunity (see below) from that enemy.

ATTACKS OF OPPORTUNITY: You threaten the
area around you, even when it’s not your turn to act.
An enemy that takes certain actions while in your
threatened area provokes an attack of opportunity
from you (a free attack that doesn’t count against your
actions). An attack of opportunity is a single attack,
and you can only make one per round.

You provoke an attack of opportunity in three
ways: moving out of a threatened area, moving
within a threatened area, and taking an action that
distracts you from defending yourself while within a
threatened area (such as casting a weave or using a
projectile weapon). You can disengage (a special
full-round action) to move out of a threatened area
without provoking an attack of opportunity. Also, if
you move only 5 feet, you can move within or out of
a threatened area without provoking an attack of op-
portunity.

not all of the combatants are aware of their opponents, a
surprise round happens before regular rounds begin. The
combatants who are aware of the opponents can act in
the surprise round, so they roll for initiative. In initiative
order (highest to lowest), combatants who started the
battle aware of their opponents each take either an attack
action or a move action (but not both) during the sur-
prise round. Combatants who were unaware do not get to
act in the surprise round. If everyone starts the battle
aware (or no one does), there is no surprise round.

3. Combatants who have not yet rolled initiative
do so. All combatants are now ready to begin their first
regular round.

4.  Combatants act in initiative order.

5.  When everyone has had a turn, the combatant
with the highest initiative acts again, and steps 4 and 5 re-
peat until combat ends.

SAVING THROWS: When you are subject to an
unusual attack or channeled weave, you generally get
a saving throw to negate or reduce its effect, To suc-
ceed at a saving throw, you roll a result equal to or
higher than its Difficulty Class. There are three types
of saving throws: Fortitude, Reflex, and Will.

Fortitude Saving Throw: 1d20 + base save bonus +
Constitution modifier

Reflex Saving Throw: 1d20 + base save bonus +
Dexterity modifier

Will Saving Throw: 1d20 + base save bonus + Wis-
dom modifier

DEATH, DYING, AND HEALING: Your hit
points represent how much damage you can take be-
fore being disabled, knocked unconscious, or killed.

0 Hit Points: If your hit points drop to 0, you are
disabled. You can only take a single move or attack ac-
tion (not a full-round action), and you take 1 point of
damage after completing an action.

—1 to —9 Hit Points: If your hit points drop to from
-1 to -9 hit points, you’re unconscious and dying, and
you lose 1 hit point per round. Each round, before
losing that hit point, you have a 10% chance to stabi-
lize. While stabilized, you’re still unconscious. Each
hour you have a 10% chance to regain consciousness,
and if you don’t, you lose 1 hit point instead.

—10 Hit Points: If your hit points fall to -10 or
lower, you're dead.

Healing: You can stop a dying character’s loss of
hit points with a successful Heal check (DC 15) or
with even 1 point of healing by the One Power. If
healing raises a character’s hit points to 1 or more, he
can resume acting as normal.

MINIATURES: When you use miniatures to keep
track of where the characters and monsters are, use a
scale of 1 inch =5 feet.

COMBAT
STATISTICS

Several fundamental statistics determine how well you do
in combat. This section summarizes these statistics, and
the following sections detail how to use them.

ATTACK ROLL:

When you make an attack roll, you roll a d20 and add
your attack bonus. If your result equals or exceeds the tar-
get’s Defense, you hit and deal damage. Modifiers may af-
fect the attack roll, such as a +1 bonus if you have
Weapon Focus with your weapon, a +1 bonus if you're
using a masterwork weapon, a +2 bonus if your opponent
is stunned, and so forth.
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A party camped in the woods is surprised by a band of Trollocs.

ATTACK BONUS: Your attack bonus with a melee

weapon is:

Base attack bonus + Strength modifier +
size modifier

With a ranged weapon, your attack bonus is:

Base attack bonus + Dexterity modifier +
size modifier + range penalty

Strength Modifier: Strength helps you swing a
weapon harder and faster, so your Strength modifier ap-
plies to melee attack rolls.

Dexterity Modifier: Since Dexterity measures coor-
dination and steadiness, your Dexterity modifier applies
to attacks with ranged weapons.

Size Modifier: The smaller you are, the bigger other
creatures are relative to you. A human is a big target to a
dog, just as an Ogier is a big target to a human. Since this
same size modifier applies to Defense, two creatures of
the same size strike each other normally, regardless of
what size they actually are. Size modifiers are as follows:
Colossal -8, Gargantuan -4, Huge -2, Large -1,
Medium-size +0, Small +1, Tiny +2, Diminutive +4,
Fine +8.

Range Penalty: The range penalty with a ranged
weapon depends on what weapon you're using and how
far away the target 1s. All ranged weapons have range in-
crements, such as 10 feet for a thrown dagger or 120 feet
for a heavy crossbow (see Table 7-4: Weapons). Any at-
tack from a distance of less than one range increment is
not penalized for range, so an arrow from a shortbow
(range increment 60 feet) can strike at enemies up to 59
feet away with no penalty. However, each full range in-
crement causes a cumulative -2 penalty on the attack roll.
A shortbow archer firing at a target 200 feet away suffers
a -6 attack penalty (because 200 feet is at least three range
increments but not four increments). Thrown weapons,
such as throwing axes, have a maximum range of five
range increments. Projectile weapons, such as bows, can
shoot up to ten increments.

IDAMAGE: When you hit with a weapon, you deal
damage according to the type of weapon (see Table 7-4:
Weapons). Unarmed strikes and the natural physical at-
tack forms of creatures are considered to deal weapon
damage for the purposes of effects that give you a bonus
to weapon damage.

Minimum Weapon Damage: If penalties to damage
bring the damage result below 1, a hit still deals 1 point
of damage.
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Strength Bonus: When you hit with a weapon, you
also add your Strength modifier to damage with melee
and thrown weapons. If you have a Strength penalty (not
a bonus), apply it to damage you deal with bows and
slings. Apply neither a Strength bonus nor a Strength
penalty to damage from a crossbow. If you have a
Strength bonus (not a penalty), you sometimes add more
than or less than the bonus.

Off-Hand Weapon: When you deal damage with a
weapon in your off hand, you add only one-half of your
Strength bonus.

Wielding a Weapon Two-Handed: When you deal dam-
age with a weapon that you are wielding two-handed, you
add one and one half times your Strength bonus. Light
weapons don’t get this higher Strength bonus when used
two-handed (see Tiny, Small, Medium-size, and Large
Weapons, page 114).

Multiplying Damage: Sometimes you multiply dam-
age by some factor, such as when you score a critical hit.
Roll the damage (with all modifiers) multiple times and
total the results. Note: When you multiply damage more
than once, each multiplier works off the original, unmul-
tiplied damage.

Exception: Bonus damage represented as extra dice,
such as from a sneak attack, is not multiplied when you
score a critical hit.

IDEFENSE: Your Defense represents how hard it is for
opponents to land a solid, damaging blow on you. It's the
attack roll result that an opponent needs to achieve to hit
you. The average, unarmored peasant has an Defense of
10. Your Defense is equal to the following:

10 + class bonus (or equipment bonus) + Dexterity
modifier + size modifier

Class Bonus: Your class and level grant an innate
bonus to Defense. This measures your combat savvy and
applies in all situations, even when you're flat-footed or
would lose your Dexterity bonus. Your class bonus does
not stack with the equipment bonus granted by wearing
armor or carrying a shield; instead, you get whichever of
the two bonuses is higher.

Equipment Bonus: Your armor and shield each pro-
vide a bonus to your Defense. This bonus represents their
ability to protect you from blows. Again, it does not stack
with your class bonus.

Dexterity Modifier: If your Dexterity is high, you are
particularly adept at dodging blows. If your Dexterity is
low, you are particularly inept at it. That’s why you apply
your Dexterity modifier to your Defense.

Note that armor limits your Dexterity bonus, so if
you’re wearing armor you might not be able to apply
your whole Dexterity bonus to your Defense (see Table
7-5: Armor).

Sometimes you can’t use your Dexterity bonus (if you
have one). The Defense bonus you get for a high Dexter-
ity represents your ability to dodge incoming attacks. If
you can’t react to a blow, you can’t use your Dexterity
bonus on Defense. (If you don’t have a Dexterity bonus,

nothing happens.) You lose your Dexterity bonus when,
for example, an invisible opponent attacks you, you're
hanging on for dear life to the face of a crumbling cliff
high above a river of lava, or you're caught flat-footed at
the beginning of a combat.

Size Modifier: The bigger a creature is, the easier it is
to hit in combat. The smaller it is, the harder it is to hit.
Since this same modifier applies to attack rolls, an Oger,
for example, doesn’t have a hard time hitting another
Ogier. Size modifiers are as follows: Colossal -8, Gargan-
tuan -4, Huge -2, Large -1, Medium-size +0, Small +1,
Tiny +2, Diminutive +4, Fine +8.

Other Modifiers: Many other factors add to your
Defense:

Dodge Feat: The Dodge feat (page 92) improves your
Defense by +1 against a single opponent.

Natural Armor: Natural armor improves Defense,
(Humans and Ogier don’t have natural armor, which usu-
ally consists of scales, fur, or layers of huge muscles.)

Dodge Bonuses: Some other Defense bonuses represent
actively avoiding blows, such as the Defense bonus for
fighting defensively. These bonuses are called dodge bo-
nuses. Any situation that denies you your Dexterity
bonus also denies you dodge bonuses. (Wearing armor,
however, does not limit these bonuses the way it limits a
Dexterity bonus to Defense.) Unlike most sorts of
bonuses, dodge bonuses stack with each other.

Touch Attacks: Some attacks disregard armor, includ-
ing shields and natural armor. For example, a grappling
opponent can grab you and inflict damage regardless of
what armor you're wearing or how thick your skin hap-
pens to be. In these cases, the attacker makes a touch at-
tack roll (either a ranged touch attack roll or a melee
touch attack roll). The attacker makes her attack roll as
normal, but your Defense does not include any equip-
ment bonus or natural armor bonus. Your size modifier
and Dexterity modifier apply normally.

HIT POINTS: Your hit points tell you how much pun-
ishment you can take before dropping. Your hit points are
based on your class and level and are modified by your
Constitution modifier. Most creatures’ hit points are
based on their type, though some creatures have class and
level, too.

When your hit point total reaches 0, you're disabled.
When it reaches -1, you're dying. When it gets to -10,
your problems are over—you're dead (see Injury and
Death, page 143).

SPEED: Your speed tells you how far you can move in
a round and still do something, such as attack or cast a
weave. Your speed depends mostly on your race and what
armor you're wearing.

Humans and other similiarly sized races move 30 feet,
or 20 feet when wearing medium or heavy armor.

If you take a double move action in a round, you can
move up to double your normal speed. If you run all out,
you can move up to quadruple your normal speed (or
triple if you are in heavy armor).
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SAVING THROWS: As an adventurer, you have
more to worry about than taking damage. You also have
to face the venomous blade of the Myrddraal and the
Draghkar’s compelling song. Luckily, a tough adventurer
can survive these threats, too.

Generally, when you are subject to an unusual attack
or channeled weave, you get a saving throw to avoid or
reduce the effect. Like an attack roll, a saving throw is a
d20 roll plus a bonus based on your class and level, and
an ability score modifier. Your saving throw bonus is:

Base save bonus + ability modifier &

Saving Throw Types: The three
different kinds of saving throws are
these:

Fortitude: These saves measure
your ability to stand up to massive
physical punishment or attacks
against your vitality and health such
as poison, paralysis, and weaves that
cause instant death. Apply your
Constitution modifier to your Forti-
tude saving throws. Fortitude saves
can be made against attacks or ef-
fects such as poison, disease, and
paralysis.

Reflex: These saves test your abil-
ity to dodge massive attacks such as |
an initiate’s fireball. Apply your
Dexterity modifier to your _as
Reflex saving throws. Re- 4
flex saves can be made against at-
tacks or effects such as pit
traps, catching on
fire, or lightning =
bolts. :

Wiil: These saves reflect your
resistance to mental influence and domination, as well as
many effects of the One Power. Apply your Wisdom
modifier to your Will saving throws. Will saves can be
made against attacks or effects such as compulsion and
most illusion weaves.

Saving Throw Difficulty Class: The DC for a save is
determined by the attack itself.

INITIATIVE

Each round, each combatant gets to do something. The
combatants’ initiative checks determine the order in
which they act, from highest to lowest. As adventurers
say, “Striking first is good, but striking last is better.”
Initiative Checks: At the start of a battle, each com-
batant makes a single initiative check. An initiative check
1s a Dexterity check. The GM finds out what order char-
acters are acting in, counting down from highest result to
lowest, and each character acts in turn, with the check ap-
plying to all rounds of the combat (unless a character
takes an action that results in her initiative changing; see

Special Initiative Actions, page 148). Usually, the GM

Two Rivers archer

writes the names of the characters down in initiative order
so that on subsequent rounds he can move quickly from
one character to the next. If two or more combatants
have the same initiative check result, the combatants who
are tied go in order of Dexterity (highest first). If there is
still a tie, roll a die.

Joining a Battle: If characters enter a battle or
melee after it's begun, they roll initiative at that time
and act whenever their turn comes up in the existing
order,

Opponent Initiative: Typi-
| cally, the GM makes a single ini-
tiative check for any opponents.
That way, each player gets a turn
- cach round and the GM also
gets one turn. At the GM’s op-
tion, however, he can make sep-
arate initiative checks for
different groups of opponents or
even for individual foes. For in-
tance, the GM may make one
| initiative check for an evil Myrd-

- draal and another
check for all seven of its
Trolloc followers.

Flat-Footed: At the start of a
battle, before you have had a
chance to act (specifically, be-
fore your first regular turn in
the initiative order), you are
flat-footed. You can’t use your
Dexterity bonus to Defense (if
any) while flat-footed. The un-
canny dodge ability of the a/-
gai'd’siswai allows them to
avold losing their Dexterity
bonus te Defense due to being
flat-footed.

SURPRISE: When a combat starts, if you were not
aware of your enemies and they were aware of you, you’re
surprised. If you know about your opponents but they
don’t know about you, you surprise them.

How Surprise Works: Eben is scouting 40 feet in
advance of his companions as they walk down a dark
corridor. He hears something coming his way from
around a corner ahead of him, and his companions
don’t hear it. Before he can raise a hand to signal his
companions, a Trolloc comes around the comer. The
Trolloc and Eben’s friends are surprised, but Eben is
not. He gets a single action before anyone else can do
anything, and he lets loose a bolt from his light cross-
bow. Since the Trolloc is surprised, it does not get its +2
Dexterity bonus to Defense. Eben’s bolt strikes home.
With that, the surprise round ends and the first regular
round begins. If Eben’s initiative result is better than the
Trolloc’s, he gets to act again before it does (and it will
still be flat-footed).
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Awareness and Surprise: Sometimes all the com-
batants on a side are aware of the enemies, sometimes
none are, sometimes only some of them are. Sometimes
a few combatants on each side are aware and the other
combatants on each side are unaware.

Determining Awareness: The GM determines who
is aware of whom at the start of a battle. She may call
for Listen checks, Spot checks, or other checks to see
how aware the heroes are of the enemy. Some example
situations:

® The characters (including Joran, an armsman, clang-
ing along in metal armor) comes to an imposing stone
door in the ruins of an ancient tower from the time
of the Breaking. The GM knows that the Trollocs on
the other side of the door hear the party. Eben listens
at the door, hears guttural snarling, and tells the rest
of the party about it. Joran breaks the door open.
Both sides are aware; neither is surprised. The charac-
ters and Trollocs make initiative checks, and the battle
begins.

® The party is exploring a ruined armory, looking
through the rusted weapons for anything of value.
Bandits lurking in hiding places are waiting for the
right time to strike. Hemar spots one of them, and the
other bandits let out a shriek and charge. The bandits
and Hemar each get a single action during the surprise
round, Any bandits that are close enough can charge
adventurers and attack them. Others can move to try
to put themselves in advantageous positions or shoot
arrows at the flat-footed party members. Hemar can
attack or take some other action. After the surprise
round, the first regular round begins.

® The party is advancing down a dark corridor, using
torches to light the way. At the end of the corridor
waits a renegade from the Black Ajah who does not
want to be disturbed, and she angrily hurls a fireball.
That’s the surprise round. After the fireball, the first
regular round begins, and the party is in a tough spot,
since they still can’t see who attacked them.

The Surprise Round: If some but not all of the com-
batants are aware of their opponents, a surprise round
happens before regular rounds begin. The combatants
who are aware of the opponents can act in the surprise
round, so they roll for initiative. In initiative order (high-
est to lowest), combatants who started the battle aware of
their opponents each take a single action—either an attack
action or a move action, but not both—during the sur-
prise round. If no one or everyone is surprised, a surprise
round does not occur.

Unaware Combatants: Combatants who are unaware
at the start of battle do not get to act in the surprise
round. Unaware combatants are still flat-footed because
they have not acted yet. Because of this, they lose any
Dexterity bonus to Defense.

ACTIONS IN
COMBAT

The fundamental actions of moving, attacking, and
channeling cover most of what you want to do in a
battle. They’re all described here. Other, more special-
ized options are covered later in Special Initiative Ac-
tions and Special Attacks and Damage (page 148).

THE COMBAT ROUND: Each round represents
about 6 seconds in the game world. In the real world,
a round is an opportunity for each character involved
in a combat to take an action. Anything a person could
reasonably do in 6 seconds, your character can do in 1
round. The most common combat actions that can be per-
formed in 1 round-—attacking, casting a weave, moving,
charging, and others—are described in detail in the follow-
ng sections.

Each round begins with the character with the high-
est initiative result and then proceeds, in order, from
there. Each round uses the same initiative order. When
a character’s turn comes up in the initiative sequence,
that character performs his entire round’s worth of ac-
tions. (For exceptions, see Special Initiative Actions,
page 148.)

For almost all purposes, there is no relevance to the
end of a round or the beginning of a round. The term
“round” works like the word “month.” A month can
mean either a calendar month or a span of time from a
day in one month to the same day the next month. In the
same way, a round can be a segment of game time start-
ing with the first character to act and ending with the last,
but it usually means a span of time from one round to the
same initiative number (initiative count) in the next
round. Effects that last a certain number of rounds end
just before the same initiative count that they began on.
For instance, a wilder acts at initiative count 15. The
wilder’s attack stuns a creature for 1 round. The stun lasts
through initiative count 16 in the next round, not until
the end of the current round. On initiative count 15 in
the next round, the stun effect ends.

ACTION TYPES: An attack’s type essentially tells you
how long the action takes to perform within the frame-
work of the 6-second combat round, and how movement
is treated. There are four types of actions: attack actions,
move actions, full-round actions, and free actions.

Attack Action: An attack action allows you to do some-
thing. You can make an attack, use a skill or feat (unless the
skill or feat requires a full-round action to perform; see
below), or perform other similar actions. During a combat
round, you can perform an attack action and a move ac-
tion. You can perform the move action before or after per-
forming the attack action.

Move Action: A move action allows you to move
your speed in a round or perform a similar action. You
can move your speed, climb, draw or reload a weapon,
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pick up an item, or some equivalent action. In a combat
round, you can perform an attack action and a move ac-
tion, doing either one first. You can also perform two
move actions in a round and no attack actions, using the
second move action in place of an attack action.

Move actions are used to perform actions equivalent
to moving. Using the Climb skill to climb a distance
equal to one-quarter of your speed, or using the Ride skill
to control a torm during combat are move actions, If the
action you take in a round results in you moving no ac-
tual distance (reloading a crossbow, for example), you can
also take a 5-foot step. If you take an action that results
in you moving an actual distance, you cannot also take a
5-foot step that round.

Full-Round Action: A full-round action consumes
all your effort during a round. The only movement you
can take during a full-round action is a 5-foot step before,
during, or after the action. Attacking more than once (if
you are permitted to do so) or using a skill or feat that re-
quires a full round to accomplish, such as using the
Search skill to examine a 5-foot by 5-foot area, uses a full-
round action.

Free Action: Free actions consume a very small amount
of time and effort, and over the span of a round their im-
pact is so minor that they are considered to be free. You can
perform one or more free actions while taking another ac-
tion normally. However, the GM puts reasonable limits on
what you can really do for free. Calling out to your friends
for help, for example, is free. Reciting the epic history of the
Shaarad Clan takes several minutes (or more).

ATTACKS OF OPPORTUNITY: The melee rules as-
sume that combatants are actively avoiding attacks. A
player doesn’t have to declare anything special for her
character to defend herself. Even if a character’s figure is
just standing there on the tabletop like a piece of lead, you
can be sure that if some Trolloc with a battleaxe attacks
the character, she is weaving, dodging, and even threaten-
ing the Trolloc with a weapon to keep the monster at bay.

Sometimes, however, a combatant in a melee lets her
guard down, and she is not on the defensive as usual. In
this case, combatants near her can take advantage of her
lapse in defense to attack her for free. These attacks are
called attacks of opportunity.

Table 8-1: Actions in Combat

Action AoO** Movement Allowed
Attack Actions
Attack (melee) No =
Attack (ranged) Yes -
Attack (unarmed) Maybe -
Cast a l-action weave Yes -
Feint* No =
Heal a friend Yes =
Strike an object® Yes =
Total defense No -
Use a l-action skill Maybe -
Move Actions
Move No 1 x speed
Climb No 1/4 speed
Draw or sheath a weapon } No 5-foot step
Extinguish flames No 5-foot step
Light a torch Yes 5-foot step
Open a door No 5-foot step
Pick up an item Yes 5-foot step
Retrieve a stored item Yes 5-foot step
Move a heavy object 1+ Yes 1 % speed
Stand up from fallen position ~ No S-foot step
Load a weapon Yes 5-foot step
Use a full-round skill Maybe  5-foot step

Action AoO** Movement Allowed
Full-round actions

Charge No 2 x speed

Coup de grace No 5-foot step

Full attack No 5-foot step

Run Yes 4 x speed

Cast a full-round weave Yes 5-foot step

Concentrate to maintain a weave No S-foot step

Free Actions

Activate an item Yes -
Drop an item No -
Drop to the floor No -
Ready* No -
Speak No -
Special Actions

Bull rush (charge): No

Disarm# Maybe
Grapplet Maybe

Trip an opponent Maybe

Use a skill or feat Maybe
Miscellaneous activity Maybe

*See Special Initiative Actions for more on ready. See Advanced Combat Maneuvers for more on strike an object, bull rush, disarm, grapple, and

trip. See the Bluff skill in Chapter 4: Skills for more on feint.

**Regardless of the action, if you move within or out of a threatened area, you usually provoke an attack of opportunity (AoO). This column indi-
cates whether the action itself, not moving, provokes an attack of opportunity.

1This can be reduced to a free action with the proper feat.

T11f the object is extremely large or awkward (GM’s call), this is a full-round action.
$This attack form substitutes for a melee attack. As a melee attack, it can be used once as an attack action or one or mote times in a full attack.



Threatened Area: You threaten the area into which
you can make a melee attack, even when it is not your ac-
tion. Generally, that’s everything within 5 feet of you in
any direction. An enemy that takes certain actions while
in a threatened area provokes an attack of opportunity
from you.

Provoking an Attack of Opportunity: Three actions
can provoke attacks of opportunity: moving out of a
threatened area, moving within a threatened area, and
taking an action that distracts you from defending your-
self while within a threatened area.

Moving out of a Threatened Area: Any time you move
out of a threatened area, you provoke an attack of oppor-
tunity. There are two important exceptions to this. First,
if your only movement is a 5-foot step, you don’t pro-
voke an attack of opportunity. Second, if you disengage
(a full-round action), you do not provoke an attack of
opportunity. See Disengaging, below.

Moving within a Threatened Area: When you enter a
threatened area, you must immediately stop or you pro-
voke an attack of opportunity. However, if you start your
movement within a threatened area, you may move up to
five feet without provoking an attack of opportunity. If
you move further, you provoke an attack of opportunity.

Taking an Action that Distracts You: Some actions them-
selves provoke attacks of opportunity because they re-
quire you to divert attention from the fight at hand.
These actions include casting a weave, healing a friend,
and attacking with a ranged weapon. Table 8-1: Actions
in Combat notes many of the actions that provoke at-
tacks of opportunity.

Disengaging: Disengaging is a full-round action that
lets you leave your opponent’s threatened area and move
up to twice your movement without provoking an attack
of opportunity. To disengage, your first 5 feet of move-
ment must take you out of the threatened area—if you
must move more than 5 feet to escape the threatened
area, you cannot disengage. Also, disengaging only pro-
tects you from attacks of opportunity from the opponent
or opponents in whose threatened areas you started—it
does not make you immune to additional attacks of op-
portunity that are provoked by the remainder of your
movement. See Disengage, below, for more information.

Making an Attack of Opportunity: An attack of op-
portunity is a single melee attack, and you can only make
one per round. You do not have to make an attack of op-
portunity if you don’t want to.

An experienced character gets additional regular
melee attacks (by using the full attack action), but at a
lower attack bonus. You make your attack of opportunity,
however, at your normal attack bonus—even if you've al-
ready attacked this round.

ATTACK ACTIONS: These are the most common,
straightforward actions that a character might take to at-
tack. More specialized attack actions are covered in the
Special Attacks and Damage section.

During a round, you can take an attack action and then
a move action, or a move action and then an attack action.

Melee Attacks: With a normal melee weapon, you
can strike any enemy within 5 feet. (Enemies within 5 feet
are considered adjacent to you.) Some melee weapons
have reach, as indicated in their descriptions in Chapter
7: Equipment, You can strike opponents 10 feet away
with a reach weapon, but you cannot strike adjacent foes
(those within 5 feet).

Ranged Attacks: With a ranged weapon, you can
shoot or throw at any target that is within the ranged
weapon’s maximum range and in line of sight. A target is
in line of sight if there are no obstructions (including
other characters) between you and the target. Maximum
range for a thrown weapon is five range increments. For
projectile weapons, it's ten range increments. Some spe-
cific ranged weapons have shorter maximum ranges as
specified in their descriptions.

You suffer a -4 penalty on ranged attack rolls against
any opponent who is adjacent to you, unless that oppo-
nent is helpless (see Helpless Defenders, page 148).

Improvised Thrown Weapons: Sometimes objects
not crafted to be weapons get thrown: rocks, vases,
pitchers, swords, and so forth. Because they are not de-
signed for this use, all characters who use improvised
weapons are treated as not proficient with them and suf-
fer a -4 penalty on their attack rolls. Improvised thrown
weapons have a range increment of 10 feet. Their size
and the damage they deal have to be adjudicated by the
Gamemaster.

Casting 1-Action Weaves: Casting a weave with a
l-action casting time is an attack action. See Chapter 9:
The One Power for details on casting weaves, their effects,
saving throws, and so on. See Full-Round Actions for in-
formation on casting weaves with longer casting times.

Note: You retain your Dexterity bonus to Defense
while casting. However, casting a weave in a threatened
area provokes an attack of opportunity unless you cast on
the defensive (see below).

Concentration: You must concentrate to cast a
weave, If you are distracted and can’t concentrate, you
can’t cast a weave, If you start casting a weave but some-
thing interferes with your concentration, you must
make a Concentration check or lose the weave. The
check’s DC depends on what is threatening your con-
centration (see the Concentration skill, page 74). If you
fail, the weave fizzles with no effect. It counts against
your daily limit of weaves even though you did not cast
it successfully.

Concentrating to Maintain a Weave: Some weaves
require continued concentration to keep them going.
Concentrating to maintain a weave is a full-round action.
See Full-Round Actions, below.

Casting on the Defensive: You may attempt to cast a
weave while on the defensive. This option means casting
the weave while paying attention to threats and avoiding
blows, and, as such, it does not provoke an attack of op-
portunity. It does, however, require a Concentration
check (DC 15 + weave level) to pull off. Failure means
you lose the weave.
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Touch Weaves in Combat: Some weaves have a range
of touch. To use these weaves, you cast the weave and
then touch the subject, either in the same round or any
time later. In the same round that you cast the weave, you
may also touch (or attempt to touch) the target. You may
take your move action before casting the weave, after
touching the target, or between casting the weave and
touching the target. You can automatically touch one
friend or use the weave on yourself, but to touch an op-
ponent, you must succeed at an attack roll. Touching an
opponent with a weave is considered an armed attack,
and therefore does not provoke an attack of opportunity.

Total Defense: As an attack action, you can simply
defend yourself. You don't actually attack, and you can’t
perform any activity other than moving your speed, but
you get a +4 dodge bonus to your Defense for 1 round.

Attack Rolls: An attack roll represents your attempts
to strike your opponent. It does not represent a single
swing of a sword or shot from a crossbow, for example.
Rather, it simply indicates whether, perhaps over several
attempts, you managed to connect solidly.

Your attack roll is 1d20 + your attack bonus with the
weapon you're using. If the result is at least as high as the
target’s Defense, you hit and deal damage.

Automatic Misses and Hits: A natural 1 (the d20

comes up 1) on the attack roll is always a miss. A natural 20
(the d20 comes up 20) is always a hit. A natural 20 is also
a threat—a possible critical hit (see Critical Hits, below).

Damage Rolls: If the attack roll result equals or ex-
ceeds the target’s Defense, the attack is successful, and
you deal damage. Roll the appropriate damage for your
weapon (see Table 7-4: Weapons). Damage is deducted
from the target’s current hit points. If the opponent’s hit
points drop to 0 or less, he’s in bad shape (see Injury and
Death, page 143).

Critical Hits: When you make an attack roll and get a
natural 20 (the d20 actually shows 20), you hit regardless
of your target’s Defense, and you have scored a threat: a
hit that might be a critical hit (sometimes called a “crit”).
To find out whether it’s a critical hit, immediately make a
critical roll, which is another attack roll with all the same
modifiers as the attack roll you just made. If the critical
roll also results in a hit against the target’s Defense, your
original hit is a critical hit. (The critical roll just needs to
hit to give you a crit. It doesn’t need to come up 20 again.
Also, the critical roll does not represent another attack—it
simply determines if the first attack was a crit.) If the crit-
ical roll is a miss, then your hit is just a regular hit.

A critical hit means that you roll your damage more
than once, with all your usual bonuses, and add the rolls
together to get total damage. Unless otherwise specified,

| e
IF BRANT MAKES A RANGED
ATTACK AGAINST THIS SEANCHAN,
HE SUFFERS A -4 PENALTY BECAUSE!
SHE'S IN MELEE WITH DARV]_N

/gmw‘r SUFFERS A -4 PEN
/| AT THIS SEANCHAN BECAU!
 WITH VAAL /& RHUSAN, Eﬂ’f

BRANT GAN |
_ATTACKS AGAINST THIS SEA

s =

i ey |
THE SEANCHAN WITH Ai+4
TO DEFENSE. ;

5 FEET




~
|

i BRANT CAN SHOOT T
| SEANCHAN, BUT HE SUFFERS

5 J.N‘"MELﬁE WITH DARVIN.

—.4 PENALTY BECAUSE SHE'S

HAS ON-QE-LALF

COVER ( +? DEFENSE)

S/ EEET

the threat range for a critical hit on an attack roll is 20,
and the multiplier is x 2. (See Increased Threat Range and
Increased Critical Multiplier, below.)

Exception: Bonus damage represented as extra dice,
such as from a sneak attack, is not multiplied when you
score a critical hit.

Increased Threat Range: Sometimes your threat range is
greater than 20. That is, you can score a threat on a lower
number. Longswords, for instance, give you a threat on a
natural attack roll of 19 or 20. Even in such cases, only a
natural 20 results in an automatic hit—a natural 19 is not
an automatic hit. If the 19 is not a good enough result for
a hit, it can’t result in a critical.

Increased Critical Multiplier: Some weapons, such as
battleaxes and arrows, deal better than double damage
with a critical hit. See Table 7-4: Weapons and the Criti-
cal section of Weapon Qualities, page 114.

Weaves and Critical Hits: A weave that requires an at-
tack roll can score a critical hit. A weave attack that re-
quires no attack roll cannot score a critical hit.

Multiple Attacks: A character with more than one at-
tack per round must use a full attack action in order to get
more than one attack. A full attack is a full-round action.

Shooting or Throwing into a Melee: If you
shoot or throw a ranged weapon at a target that is engaged
in melee with an ally, you suffer a -4 penalty on your at-
tack roll because you have to aim carefully to avoid hitting
your ally. Two characters are engaged in melee if they are

enemies of each other and are adjacent to each other. (An
unconscious or otherwise immobilized character 1s not
considered engaged unless he is being attacked.)

Precise Shot: If you have the Precise Shot feat (see
Chapter 5: Feats), you don’t suffer this penalty.

Fighting Defensively: You can choose to fight de-
fensively when attacking. If you do so, you take a -4
penalty on all attacks in a round to gain a +2 dodge
bonus to your Defense for the same round.

Unarmed Attacks: Striking for damage with
punches, kicks, and head butts is essentially like attacking
with a weapon, except that an unarmed strike cannot
cause a critical hit.

An unarmed strike from a Medium-size character deals
1d3 points of damage (with your Strength modifier, as
normal). A Small character’s unarmed strike deals 1d2
points of damage. Unarmed strikes count as light weapons
(for purposes of two-weapon attack penalties and so on).

MOVE ACTIONS: With the exception of specific
movement-related skills, most move actions don’t require
a skill check. In some cases (such as shouldering a stuck
door), ability checks might be required.

Move: The simplest move action is moving your char-
acter’s speed. If you take this kind of move action during
your turn, you can't take a 5-foot step.

Many nonstandard modes of movement are also cov-
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SPEEDING UP COMBAT

You can use a couple of tricks
to make combat run faster.

Attack and Damage: Roll
your attack die and damage
die (or dice) at the same time.
If you miss, you can ignore
the damage, but if you hit,
your friends don’t have to wait for you to make a
second roll for damage.

Multiple Attacks: Use dice of different colors so
you can make your attack rolls all at once instead
of one at a time. Designate which attack is which
color before you roll.

Roll Ahead of Time: Once you know who you
are attacking and how, make your attack rolls be-
fore it is your turn so you have the results ready
when your turn comes around. (Get your GM’s
okay before you roll ahead of time. Some GM:s like
to watch the players® attack rolls.)

Dice as Counters: Use dice to keep track of how
many rounds a short-duration weave effect has
been active. Each round, turn the die to the next
number until the effect ends.

Concealment Rolls: If you know what your
chance to miss is because of your target’s conceal-
ment, you can roll it along with your attack roll. If
the concealment roll indicates a miss, just ignore
the attack roll.

Prep Initiative: Have your GM roll the charac-
ters’ and creatures’ initiative checks ahead of time
and prepare the order of battle. That way when a
battle starts you can skip the initiative checks and
get right to the action.

Miniatures: Use miniatures to show the relative
positions of the combatants. I's a lot faster to
place a miniature where you want your character to
be than to explain (and remember) where your
character is relative to everyone else.

ered under this category, including climbing (up to one-
quarter of your speed).

Manipulating an Item: In most cases, moving or
manipulating an object is a move action. This includes
drawing or sheathing a weapon, picking up an item, re-
trieving a stored item, loading a weapon, opening a door,
or moving a heavy object.

If you take this kind of move action, you can take a
5-foot step.

Standing Up: Standing up from a fallen position re-
quires a move action.

FUuLL-ROUND ACTIONS: A full-round action

requires an entire round to complete. Thus, it can’t be

coupled with an attack or move action, though if it
doesn’t involve movement you can take a 5-foot step.

Charge: Charging is a special full-round action that al-
lows you to move more than your speed and attack dur-
ing the same round. However, it carries tight restrictions
on how you can move.

Movement during a Charge: You must move be-
fore your attack, not after it. You must move at least 10
feet and may move up to double your speed. All move-
ment must be in a straight line, with no backing up al-
lowed. You must stop as soon as you are within striking
range of your target. You can’t run past him and attack
from another direction.

Attacking: After moving, you may make a single
melee attack. Since you use the momentum of the charge
in your favor, you get a +2 bonus on the attack roll. Since
a charge is impossible without a bit of recklessness, you
also suffer a -2 penalty to your Defense for 1 round (until
your next action).

Even if you have extra attacks, such as from having a
high enough base attack bonus or from using multiple
weapons, you only get to make one attack during a charge.

Weapons Readied against a Charge: Spears and
other long piercing weapons deal double damage when
readied (set) and used against a charging character (see
Ready, page 148).

Full Attack: If you get more than one attack per action
because your base attack bonus is high enough, you fight
with two weapons, you're using a double weapon, or for
some special reason (such as a feat), you must use a full
attack action to get your additional attacks.

A full attack is a full-round action. Because of this,
the only movement you can take during a full attack is a
5-foot step. You may take the step before, after, or be-
tween your attacks.

If you get multiple attacks because of your base attack
bonus, you must make the attacks in order from the high-
est bonus to the lowest. If you are using two weapons,
you can strike with either weapon first. If you are using a
double weapon, you can strike with either part of the
weapon first.

After your first attack, if you have not taken a 5-foot
step, you can decide to take a move action instead of
making your remaining attacks. Essentially, you can de-
cide whether to make one attack (with a move action) or
take the full attack (forfeiting your move action) depend-
ing on how the first attack turns out.

You can choose to fight defensively when taking a full
attack. If you do so, you take a -4 penalty on all attacks
in the round to gain a +2 dodge bonus to your Defense
for the same round.

Attacking with Two Weapons: If you wield a second
weapon in your off hand, you can get one extra attack per
round with that weapon. Fighting in this way is very hard,
however, and you suffer a —6 penalty on your regular at-
tack or attacks with the weapon in your primary hand and
a —10 penalty on the attack with the weapon in your off
hand. You can reduce these stiff penalties three ways:



& [f your off-hand weapon is light, the penalties are re-
duced by 2 each. A light weapon is one that’s smaller
than a weapon you could use in one hand. Its size
category is smaller than yours. (An unarmed strike is
always considered light.)

® The Ambidexterity feat reduces the off-hand penalty
by 4.

® The Two-Weapon Fighting feat reduces both penalties
by 2.

Table 8-2: Two-Weapon Fighting Penalties

Circumstances Primary Hand Off Hand
Normal penalties -6 -10
Off-hand weapon is light -4 -8
Ambidexterity feat 6 -6
Two-Weapon Fighting feat 4 -8
Off-hand weapon is light -4 -4

and Ambidexterity feat
Off-hand weapon is light -2 -6

and Two-Weapon Fighting feat
Ambidexterity feat and -4 -4

Two-Weapon Fighting feat
Off-hand weapon is light and
Ambidexterity feat and

Two-Weapon Fighting feat

2 =2

Table 8-2: Two-Weapon Fighting Penalties summarizes
the interaction of all these factors.

Double Weapons: You can use a double weapon to
make an extra attack as if fighting with two weapons. The
penalties apply as if the off-hand weapon were light.

Discngage: You can disengage from combat as a full-
round action. To disengage, the first five feet of your
movement must take you out of the threatened area by
the shortest possible route. (If you must move more
than 5 feet to escape the threatened area, you cannot
disengage. You can, of course, move normally to get
away from the opponent, but you provoke an attack of
opportunity according to the normal rules.) Once you
clear the threatened area, you may continue to move, up
to a total of twice your movement. You can disengage
from more than one opponent at once, but again, only
if you can clear all threatened areas in your first 5 feet
of movement.

Disengaging protects you from attacks of opportunity
from the opponent or opponents in whose threatened
area you started, but your movement may provoke attacks
of opportunity from other opponents if, for example, you
enter and move through their threatened areas.

Run: You can run as a full-round action. (You do not
get a 5-foot step.) When you run, you can move up to
four times your normal speed in a straight line (or three
times your speed if you're in heavy armor). You lose any
Dexterity bonus to Defense since you can't avoid attacks.

You can run for a number of rounds equal to your
Constitution score, but after that you must succeed at a

Constitution check (DC 10) to continue running. You
must check again each round in which you continue to
run, and the DC of this check increases by 1 for each
check you have made. When you fail this check, you must
stop running. A character that has run to his limit must
rest for 1 minute (10 rounds) before running again. Dur-
ing a rest period, the character can move no faster than a
normal move.

A run represents a speed of about twelve miles per
hour for an unencumbered human.

Casting Full-Round or Longer Weaves: Cast-
ing a weave with a full-round casting time is a full-round
action. Casting a weave with a longer casting time re-
quires two or more full-round actions. You can take a 5-
foot step at any point during your turn while casting, but
cannot otherwise move. See Chapter 9: The One Power
for details on casting weaves, their effects, saving throws,
and so on.

A full-round weave comes into effect just before the
beginning of your turn in the round after you began the
casting. You then act normally after the weave is com-
pleted. A weave that takes 1 minute to cast comes into ef-
fect just before your turn 1 minute later (and for each of
those 10 rounds, you are casting the weave as a full-round
action).

When you begin a weave that takes a full round or
longer to cast, you must continue to concentrate from
one round to just before your turn to act in the next
round (at least). If you lose concentration after starting
the weave and before it is complete, you lose the
weave. For more information on casting weaves, see At-
tack Actions, above.

MISCELLANEOUS ACTIONS: Some actions
don’t fit neatly into the above categories. For these, the
GM must determine how long such an action takes to
perform.

Using Feats or Skills: Certain feats, such as Whirl-
wind Attack, let you take special actions in combat. Oth-
ers are not actions themselves; instead, they give you a
bonus when attempting something you can already do.
Some feats are not meant to be used within the frame-
work of combat. The individual feat descriptions tell you
what you need to know about them.

Likewise, the skill descriptions in Chapter 4: Skills
note how long it takes to make a skill check. Unless it’s a
movement-related skill, you should be able to take a 5-
foot step during the round you make the check.

INJURY AND
DEATH

Your hit points measure how hard you are to kill. While
exotic monsters have a number of special ways to hurt,
harm, or kill you, usually you just take damage and lose
hit points. The damage from each successful attack and
each fight accumulates, dropping your hit point total to
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0 or below. Then you’re in trouble. Luckily, you also have
a number of ways to regain hit points. If you have a few
days to rest, you can recover lost hit points on your own;
the One Power can also be used to heal.

Loss oF HiT POINTS: The most common way
that your character gets hurt is to take damage and lose
hit points, whether from a Trolloc’s battleaxe, a damane’s
lightning bolt, or a fall off a cliff. You record your char-
acter’s hit point total on your character sheet. As your
character takes damage, you subtract that damage from
your hit points, leaving you with your current hit points.
Current hit points go down when you take damage and
go back up when you recover.

What Hit Points Represent: Hit points mean two
things in the game world: the ability to take physical
punishment and keep going, and the ability to turn a se-
rious blow into a less serious one. A 10th-level armsman
who has taken 40 points of damage is not as badly hurt
as a 10th-level initiate who has taken that much damage.
Indeed, unless the initiate has a high Constitution score,
she’s probably dead or dying, while the armsman is bat-
tered but otherwise doing fine. Why the difference?
Partly because the armsman is better at rolling with the
punches, protecting vital areas, and dodging just enough
that a blow that would be fatal only wounds him. Partly
because he’s tough as nails. He can take damage that
would drop a horse and still swing his sword with deadly
effect.

Effects of Hit Point Damage: Damage gives you
scars, bangs up your armor, and gets blood on your sur-
coat, but it doesn’t slow you down until your current hit
points reach 0 or lower,

At 0 hit peoints, you're disabled (see below).

At from -1 to -9 hit points, you're dying (see below).

At -10 or lower, you're dead (see below).

Damaging Helpless Defenders: Even if you have
lots of hit points, a dagger through the eye is a dagger
through the eye. When a character can’t avoid damage or
deflect blows somehow—when he’s really helpless—he’s in
trouble (see Helpless Defenders, page 148).

Massive Damage: If you ever sustain damage so mas-
sive that a single attack deals 50 points of damage or more
and it doesn’t kill you outright, you must make a Forti-
tude save (DC 15). If this saving throw fails, you die re-
gardless of your current hit points. This amount of
damage represents a single trauma so major that it has a
chance to kill even the toughest creature. If, however, you
take 50 points of damage from multiple attacks, none of
which dealt 50 or more points itself, the massive damage
rule does not apply.

DisABLED (0 HiIT POINTS): When your cur-
rent hit points drop to exactly 0, you're disabled. You're
not unconscious, but you're close to it. You can only
take a single action each round—one attack action or one
move action, but not a full-round action—and if you
perform any strenuous activity, you take 1 point of dam-
age after completing the act. Strenuous activities include

running, attacking, casting a weave, or using any ability
that requires physical exertion or mental concentration.
Unless your activity increased your hit points, you are
now at —1 hit points, and you're dying.

Healing that raises you above 0 makes you fully func-
tional again, just as if yvou’d never been reduced to 0 or
less. A channeler retains the channeling capability she
had before dropping to 0 hit points.

You can also become disabled when recovering from
dying. In this case, it's a step up along the road to recov-
ery, and you can have fewer than 0 hit points (see Stable
Characters and Recovery, below).

DYING (-1 TO =9 HIT POINTS): When your
character’s current hit points drop to between -1 and -9
inclusive, he’s dying.

He immediately falls unconscious and can take
no actions,

At the end of each round (starting with the round in
which the character dropped below 0), roll d% to see
whether he stabilizes. He has a 10% chance to become
stable. If he doesn’t, he loses 1 hit point.

If the character’s hit points drop to —10 (or lower),
he’s dead.

You can keep a dying character from losing any more
hit points and make him stable with a successful Heal
check (DC 15).

If any sort of healing cures the dying character of even
1 point of damage, he stops losing hit points and be-
comes stable,

Healing that raises the dying character’s hit points to
0 makes him conscious and disabled. Healing that raises
his hit points to 1 or more makes him fully functional
again, just as if he'd never been reduced to 0 or less.

DEAD (-10 HIT POINTS OR LOWER):
When your character’s current hit points drop to -10
or lower, or if he takes massive damage (see above),
he’s dead. A character can also die from taking ability
damage or suffering an ability drain that reduces his
Constitution to 0.

STABLE CHARACTERS AND RECOVERY: A
stable character who has been tended by a healer or who
has been healed with the One Power eventually regains
consciousness and recovers hit points naturally. If the
character has no one to tend him, however, his life is still
in danger, and he may vyet slip away.

Recovering with Help: An hour after a tended, dying
character becomes stable, roll d%. He has a 10% chance
of becoming conscious, at which point he is disabled (as
if he had 0 hit points). If he remains unconscious, he has
the same chance to revive and become disabled every
hour. Even if unconscious, he recovers hit points natu-
rally. He 1s back to normal when his hit points rise to 1
or higher.

Recovering without Help: A severely wounded
character left alone usually dies. He has a small chance,
however, of recovering on his own. Even if he seems as



though he’s pulling through, he can still finally suc-
cumb to his wounds hours or days after originally taking
damage.

A character who stabilizes on his own (by making the
10% roll while dying) and who has no one to tend for
him still loses hit points, just at a slower rate. He has a
10% chance each hour of becoming conscious. Each time
he misses his hourly roll to become conscious, he loses 1
hit point. He also does not recover hit points through
natural healing.

Even once he becomes conscious and is disabled, an
unaided character still does not recover hit points natu-
rally. Instead, each day he has a 10% chance to start re-
covering hit points naturally (starting with that day);
otherwise, he loses 1 hit point.

Once an unaided character starts recovering hit points
naturally, he is no longer in danger of losing hit points
(even if his current hit point total is negative).

HEALING: After taking damage, you can recover hit
points through natural healing (over the course of
days) or through channeled healing (nearly instantly).
In any case, you can’t regain hit points past your hit
point total.

Natural Healing: You recover 1 hit point per charac-
ter level per day of rest. For example, a 5th-level wanderer
recovers 5 hit points per day of rest. You may engage in
light, nonstrenuous travel or activity, but any combat or
use of the One Power prevents you from healing that day.

If you undergo complete bed rest (doing nothing for
an entire day), you recover one and one half times your
character level in hit points. A 5Sth-level armsman recov-
ers 7 hit points per day of bed rest.

Higher-level characters recover lost hit points faster
than lower-level characters because they’re tougher, and
also because a given number of lost hit points represents
a lighter wound for a higher-level character. A Sth-level
armsman who has lost 10 hit points isn’t seriously
wounded, but a lst-level armsman who has taken 10
points of damage is.

Medicinals and the One Power: Various weaves and
healers’ balms convert hit point damage to subdual dam-
age (see below). The amount of damage varies according
to the weave or medicinal. Simply convert the hit points
of damage to an equal number of subdual damage hit
points. Subdual damage is recovered much faster than
regular damage.

Healing Limits: You can never get back more hit
points than you lost. No form of healing ever raises your
current hit points higher than your hit point total.

Healing Ability Damage: Temporary ability damage
returns at the rate of 1 point per day of rest (light activ-
ity, no combat or use of the One Power). Complete bed
rest restores 2 points per day.

TEMPORARY HIT POINTS: Certain effects and
weaves can give a character temporary hit points. When a
character gains temporary hit points, note his current hit
points. When the temporary hit points go away, such as

at the dissipation of a specific weave, the character’s hit
points drop to that score. If the character’s hit points are
already below that score at that time, all the temporary
hit points have already been lost and the character’s hit
point score does not drop.

When temporary hit points are lost, they cannot be
restored as real hit points can be, even through the
One Power.

Increases in Constitution Score and Current Hit
Points: Note that an increase in a character’s Constitu-
tion score, even a temporary one, can give him more hit
points (an effective hit point increase), but these are not
temporary hit points. They can be restored, such as with
healing weaves, and they are not lost first as temporary
hit points are.

For example, Thearc (a 3rd-level algai’d’siswai) is
given a rare fer'angreal that increases his Constitution
score by +4, giving him +6 hit points to raise his total
from 31 to 37. If Thearc takes damage dropping him to
32 hit points, an initiate can heal him, returning him to
37 hit points. If Thearc is so wounded at the end of a
battle that he only has 5 hit points remaining, and then
somebody steals his fer'angreal, he drops to -1 hit points
and starts dying.

MOVEMENT AND
POSITION

Few characters in a fight are likely to stand still for long.
Enemies appear and charge the party. The heroes reply,
advancing to take on new foes after they down their first
opponents. Initiates remain outside the fight, looking for
the best opening for a powerful weave. Wanderers quietly
skirt the fracas seeking a straggler or an unwary opponent
to strike with a sneak attack. Finally, if the fight is lost,
most characters find it to their advantage to remove
themselves from the vicinity. Movement is just as impor-
tant as attack skill and armor in gaining the upper hand
on the battlefield.

Movement and position are most easily handled by
using miniature figures to represent the characters and
their opponents. The standard scale equates 1 inch on the
tabletop to 5 feet in the game world. Whenever possible,
use units of 5 feet for movement and position. Calculat-
ing distance more precisely than that is more trouble
than it’s worth.

Table 8-3: Standard Scale

One inch =5 feet
“Next to” or “adjacent” = 1 inch (5 feet) away
30 mm miniature = A human-size creature
A human-size creature occupies an area 1 inch (5 feet) across
One round = 6 seconds

TACTICAL MOVEMENT: Where you can move
and how long it takes you to get there become key ques-
tions in combat.
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How Far Can Your Character Move?: Your
speed is determined by your race and your armor (see
Table 8-4: Tactical Speed). Your speed while unarmored
is sometimes called your base speed.

Encumbrance: A character encumbered by carrying a
large amount of gear, treasure, or fallen comrades may
move slower than normal (see Encumbrance, page 110).

Movement in Combat: Generally, you can move
your speed in a movement action and still have time in
the round for an attack action. If you don’t take an attack
action, you can take a second move action to move your
speed again. If you flat-out run (a full-round action), you
can move quadruple your rate. If you do something that
requires a full round, such as attacking more than once,
you can only take a 5-foot step. Some specific actions
don’t allow you to move at all. See Action Types, page
137 and Table 8-1: Actions in Combat to see how far you
can move with each action.

Table 8-4: Tactical Speed

No Armor or Medium or
Race Light Armor Heavy Armor
Human 30 ft. 20 ft.
Ogier 40 ft. 30 ft.

Passing Through: Sometimes you can pass through
an area occupied by another character or creature.

Friendly Creature: You can move through an area oc-
cupied by a friendly character.

Unfriendly Creature Not an Obstacle: You can also
move through an area occupied by an unfriendly character
who doesn’t present an obstacle, such as one who is dead,
unconscious, bound, held, stunned, or just cowering.

Charging: As part of a charge, you can attempt to
move through an area occupied by a resisting enemy (see
Overrun, page 153).

Tumbling: A trained character can attempt to tumble
through an area occupied by an enemy. (See the Tumble
skill, page 85.)

Very Small Creature: A Fine, Diminutive, or Tiny
creature can move into or through an occupied area.

Area Occupied by Creature Three Sizes Larger or
Smaller: Any creature can move through an area occupied
by a creature three size categories larger or smaller than it is.

FLANKING: If you are making a melee attack against
a creature, and an ally directly opposite you is threaten-
ing the creature, you and your ally flank the creature. You
gain a +2 flanking bonus on your attack roll. A wanderer
in this position can also sneak attack the target. The ally
must be on the other side of the defender, so that the de-
fender is directly between you,

COMBAT
MODIFIERS

Sometimes you just have to go toe-to-toe in a fight, but
you can usually gain some advantage by seeking a better

Table 8-5: Attack Roll Modifiers

Circumstance Melee Ranged
Attacker flanking defender* +2 -
Attacker on higher ground +1 +0
Attacker prone -4 i
Attacker invisible 2% +21
Defender sitting or kneeling +2 -2
Defender prone +4 -4
Defender stunned, cowering, or off balance  +2+ +21
Defender climbing (cannot use shield) +21 +21
Defender surprised or flat-footed +01 +0t
Defender running +07 -2t
Defender grappling (attacker not) +0t +01F
Defender pinned +4t -4
Defender has cover —— See Cover —
Defender concealed or invisible — See Concealment —
Defender helpless See Helpless Defenders

(such as paralyzed, sleeping, or bound)

*You flank a defender when you have an ally on the opposite side of the
defender threatening him. Wanderers can sneak attack defenders they
flank.

“"Most ranged weapons can’t be used while the attacker is prone, but
you can use a crossbow while prone,

The defender loses any Dexterity bonus to Defense.

T1Roll randomly to see which grappling combatant you strike. That de-
fender loses any Dexterity bonus ta Defense.

position, either offensively or defensively. This section
covers the rules for when you can line up a particularly
good attack or are forced to make a disadvantageous one.

FAVORABLE AND UNFAVORABLE CONDITIONS:
Depending on the situation, you may gain bonuses or
suffer penalties on your attack roll. Your GM judges what
bonuses and penalties apply, using Table 8-5: Attack Roll
Modifiers as a guide.

COVER: One of the best defenses available is cover. By

" taking cover behind a tree, a ruined wall, the side of a

wagon, or the battlements of a castle, you can protect
yourself from attacks, especially ranged attacks.

Cover provides a bonus to your Defense. The more
cover you have, the bigger the bonus. In a melee, if you
have cover against an opponent, that opponent probably
has cover against you, too. With ranged weapons, how-
ever, it’s easy to have better cover than your opponent.
Indeed, that’s what arrow slits in castle walls are all about.

The GM may impose other penalties or restrictions to
attacks depending on the details of the cover. For exam-
ple, to strike effectively through a narrow opening, you
need to use a long piercing weapon, such as an arrow or
a spear. A battleaxe or a pick isn’t going to get through an
arrow slit to the person standing behind it.

Cover and Reach Weapons: If you're using a reach
weapon, a character standing between you and your tar-
get provides cover to your target. Generally, if both of the
other creatures are the same size, the one in the back has
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one-half cover (+4 Defense). If you hit the creature pro-
viding cover, it takes no damage because you strike it with
the haft of your weapon.

Degree of Cover: Cover is assessed in subjective
measurements of how much protection it offers you. Your
GM determines the value of cover. This measure is not a
strict mathematical calculation because you gain more
value from covering the parts of your body that are more
likely to be struck. If the bottom half of your body is cov-
ered (as when a human stands behind a 3-foot wall), that
only gives you one-quarter cover. If one side or the other
of your body is covered, as when you're partly behind a
corner, you get one-half cover.

Table 8-6: Cover gives examples of various situations
that usually produce certain degrees of cover. These exam-
ples might not hold true in exceptional circumstances. For
example, a 3-foot wall might provide a human one-half
cover in melee against wild dogs, who have a hard time
striking a human’s upper body, but the same wall might
grant a human no cover in melee against an Ogier.

Cover Defense Bonus: Table 8-6: Cover lists the De-
fense bonuses for different degrees of cover. Add the rel-
evant number to your Defense. This cover bonus overlaps
(does not stack) with certain other bonuses. For example,
kneeling gives you a +2 bonus to your Defense against
ranged weapons. Kneeling behind a low wall could
change your cover from one-quarter (+2) to three-quar-
ters (+7). You would not get the +2 kneeling bonus on
top of the cover bonus.

Cover Reflex Save Bonus: Table 8-6: Cover lists the
Reflex save bonuses for different degrees of cover. Add
this bonus to Reflex saves against attacks that affect an
area, such as fireballs or other weaves. For nine-tenths
cover, you also effectively have improved evasion. These
bonuses, however, only apply to attacks that originate or
spread out from a point on the other side of the cover.

Striking the Cover Instead of a Missed Target: If it
ever becomes important to know whether the cover was
actually struck by an incoming attack that misses the n-

Table 8-6: Cover

Degree of Cover Defense Cover Reflex
Cover Example Bonus Save Bonus
One-quarter A human standing behind ~ +2 +1
a 3-foot-high wall
One-half Fighting from around a +4 +2
corner or a tree; standing
at an open window; behind
a creature of same size
Three-quarters ~ Peering around a corner ~ +7 +3
or a tree
Nine-tenths Standing at an arrow slit; ~ +10 +

behind a door that’s

slightly ajar

On the other side of a = =
solid wall

*Half damage if save is failed; no damage if successful.

Total

A woodsman slays a wolf at a great distance.

tended target, the GM should determine if the attack roll
would have hit the protected target without the cover. If
the attack roll falls within a range low enough to miss the
target with cover but high enough to strike the target if
there had been no cover, the object used for cover was
struck. This can be particularly important to know in
cases where a character uses another creature as cover. In
such a case, if the cover is struck and the attack roll ex-
ceeds the Defense of the covering creature, the covering
creature takes the damage intended for the target.

If the covering creature has a Dexterity bonus to De-
fense or a dodge bonus, and this bonus keeps the covering
creature from being hit, then the original target is hit in-
stead. The covering creature has dodged out of the way and
didn’t provide cover after all. A covering creature can
choose not to apply his Dexterity bonus to Defense and/or
his dodge bonus, if his intent is to try to take the damage
in order to keep the covered character from being hit.

CONCEALMENT: Besides cover, another way to
avoid attacks is to make it hard for opponents to know
where you are. Concealment includes all circumstances
where nothing physically blocks a blow or shot but where
something interferes with an attacker’s accuracy.
Concealment: Concealment is subjectively measured
as to how well concealed the defender is. Examples of
what might qualify as concealment of various degrees are
given on Table 8-7: Concealment. Concealment always
depends on the point of view of the attacker. Moderate
darkness doesn’t hamper a creature with low-light vision,
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and near total darkness is only one-half concealment for
such a creature.

Concealment Miss Chance: Concealment gives the
subject of a successful attack a chance that the attacker
missed because of the concealment. If the attacker hits,
the defender must make a miss chance percentile roll to
avoid being struck. When multiple concealment condi-
tions apply to a defender (behind dense foliage and near
total darkness, for example), use the one that would pro-
duce the highest miss chance. Do not add the miss
chances together.

Table 8-7: Concealment

Concealment  Example Miss Chance
One-quarter  Light fog; moderate darkness; 10%
light foliage
One-half Channeling effect; dense fog at 5 ft.  20%
Three-quarters  Dense foliage 30%
Nine-tenths Near total darkness 400
Total Invisibility; attacker blind; 500
total darkness; and must guess
dense fog at 10 ft. target’s location

HELPLESS DEFENDERS: A helpless foe—one who
is bound, held, sleeping, paralyzed, unconscious, or oth-
erwise at your mercy—is an easy target.

Regular Attack: A melee attack against a helpless
character gets a +4 circumstance bonus on the attack roll.
A ranged attack gets no special bonus. A helpless de-
fender (naturally) can’t use any Dexterity banus to De-
fense. In fact, his Dexterity score is treated as if it were 0
and his Dexterity modifier to Defense as if it were -5 (and
a wanderer could sneak attack him),

Coup de Grace: As a full-round action, you can use
a melee weapon to deliver a coup de grace to a helpless
foe. You can also use a bow or crossbow, provided you
are adjacent to the target. You automatically hit and
score a critical hit. If the defender survives the damage,
he still must make a Fortitude save (DC 10 + damage
dealt) or die.

A wanderer also gets her extra sneak attack damage
against a helpless foe when delivering a coup de grace.

You can’t deliver a coup de grace against a creature
that is immune to critical hits.

SPECIAL
INITIATIVE
ACTIONS

Usually you act as soon as you can in combat, but some-
times you want to act later, at a better time, or in response
to the actions of someone else.

READY: The ready action lets you prepare to take an
action later, after your turn is over but before your next
one has begun. Readying is an attack action, so you can
move as well.

How Readying Works: Hemar and Baran have just
encountered three Trollocs in the wilds of western Andor.
On initiative count 14, Baran specifies that he is going to
fire his bow at the first Trolloc to raise its weapon. On
count 10, Hemar moves next to Baran and readies an at-
tack with his sword so that he can strike at any foe that
comes within 5 feet. On count 7, the Trollocs charge,
brandishing their huge battleaxes. As soon as the lead
Trolloc raises his weapon, Baran fires his arrow, but
misses. Next Hemar swings at the first Trolloc to reach
him and hits. The Trollocs, however, reach Hemar and at-
tack him. From this point on, both Baran and Hemar act
on initiative count 7 (and before the Trollocs).

Readying an Action: You can ready an attack action
or a move action. To do so, specify the action you will
take and the conditions under which you will take it.
Then, any time before your next action, you may take
the readied action in response to those conditions. The
action comes before the action that triggers it. For the
rest of the fight, your initiative result is the count on
which you took the readied action, and you act immedi-
ately ahead of the character whose action triggered your
readied action,

Initiative Consequences of Readying: Your initia-
tive result becomes the count on which you took the
readied action. If you come to your next action and have
not yet performed your readied action, you don’t get to
take the readied action (though you can ready the same
action again). If you take your readied action in the next
round, before your regular turn comes up, your initiative
rises to that new point in the order of battle, and you do
not get your regular action that round.

Distracting Channelers: You can ready an attack
against a channeler with the trigger “if she starts casting
a weave.” If you succeed in damaging the channeler or
otherwise distracting her, she may lose the weave she
was trying to cast (as determined by her Concentration
check result).

Readying a Weapon against a Charge: You can ready
certain piercing weapons, setting them to receive charges
(see Table 7-4: Weapons). A readied weapon of this type
deals double damage if you score a hit with it against a
charging character.

SPECIAL ATTACKS
AND DAMAGE

This section covers subdual damage, unarmed attacks,
grappling, throwing grenadelike weapons, attacking ob-
jects (such as trying to destroy an opponent’s shield or
hacking apart a locked treasure chest), and an assortment
of other special attacks.

SUBDUAL DAMAGE
Sometimes you get roughed up or weakened, such as by
getting clocked in a fistfight or tired out by a forced
march. This sort of stress won’t kill you, but it can knock
you out or make you faint.
Nonlethal damage is subdual damage. If you take suf-



ficient subdual damage, you fall unconscious, but you
don’t die. Subdual damage goes away much faster than
standard damage does.

How Subdual Damage Works: Joran, the armsman,
gets into a fistfight in a tavern with two ruffians who
taunted him by insulting his battle prowess. They ex-
change blows, and Joran takes 4 points of subdual dam-
age. He has 13 hit points, so 4 points of subdual damage
doesn’t bother him. He lands a lucky blow for 4 points of
damage, enough to stagger one of the thugs (who each
have 4 hit points). His next blow knocks the ruffian un-
conscious (his subdual damage exceeds his current hit
points), but Joran takes another 5 points of subdual dam-
age, putting his total at 9. When Joran tums on the sec-
ond ruffian, the scoundrel snatches up a dagger and stabs
Joran for 5 points of damage (normal damage, not subd-
ual damage). That drops Joran’s hit points to 8. Now that
Joran’s subdual damage (9) is higher than his current hit
points (8), he is knocked out. He still has 8 hit points, and
he’s not dying, but he’s unconscious. The ruffian who
stabbed him flees before the city watch comes by.

Dealing Subdual Damage: Certain attacks deal subdual
damage, such as a normal human's unarmed strike (a punch,
kick, or head butt). Other stresses, such as heat or exhaus-
tion, also deal subdual damage. When you take subdual
damage, keep a running total of how much you've accumu-
lated. Do not deduct the subdual damage number from
your current hit points. It is not “real” damage. Instead,
when your subdual damage equals your current hit points,
you're staggered, and when it exceeds your current hit
points, you go unconscious. It doesn’t matter whether the
subdual damage equals or exceeds your current hit points
because the subdual damage has gone up or because your
current hit points have gone down.

Subdual Damage with a Weapon that Deals Normal
Damage: You can use a melee weapon that deals normal
damage to deal subdual damage instead, but you suffer a
-4 penalty on your attack roll because you have to use
the flat of the blade, strike in nonvital areas, or check
your swing,.

Normal Damage with a Weapon that Deals Subdual Dam-
age: You can use a weapon that deals subdual damage, in-
cluding an unarmed strike, to deal normal damage
instead, but you suffer a -4 penalty on your attack roll be-
cause you have to strike only in the most vulnerable areas
to cause normal damage.

Staggered and Unconscious: When your subdual
damage exactly equals your current hit points, you're
staggered. You're so badly weakened or roughed up that
you can only take a single move or attack action each
round. You cease being staggered when your hit points
exceed your subdual damage again.

When your subdual damage exceeds your current hit
points, you fall to the floor unconscious. While uncon-
scious, you are helpless (see Helpless Defenders, page 148).

Each full minute that you’re unconscious, you have a
10% chance to wake up and be staggered until your hit
points exceed your subdual damage again. Nothing bad
happens to you if you miss this roll.

Healing Subdual Damage: You heal subdual damage

at the rate of 1 hit point per hour per character level. For
example, a 7th-level noble heals 7 points of subdual dam-
age each hour until all the subdual damage is gone.

Regular Damage Converted to Subdual Damage:
Weaves and balms that heal regular damage do so by
converting it to an equal amount of subdual damage.
The subdual damage is then recovered at the normal rate
(see above).

AID ANOTHER: In combat, you can help a friend
attack or defend by distracting or interfering with an op-
ponent. If you're in position to attack an opponent with
which a friend of yours is engaged in melee combat, you
can attempt to aid your friend as an attack action. You
make an attack roll against Defense 10. If you succeed,
your friend gains either a +2 circumstance bonus on at-
tack rolls that opponent or a +2 circumstance bonus to
Defense against that opponent (your choice).

ATTACK AN OBJECT: Sometimes you need to at-
tack or break an object, such as when you want to smash
a statue or break open a door.

Table 8-8: Size and Defense of Objects
Size (Example) Defense Modifier

Colossal (broad side of a barn) -8
Gargantuan (narrow side of a barn) -4
Huge (wagon) -2
Large (big door) -1
Medium-size (barrel) +0
Small (chair) +1
Tiny (tome) +7
Diminutive (scroll) +4
Fine (potion in a vial) +8

Strike an Object: Objects are easier to hit than crea-
tures because they usually don’t move, but many are
tough enough to shrug off some damage from each blow.

How Striking an Object Works: Hemar, the wan-
derer, can’t pick the lock on the big treasure chest that
Baran, the wilder, just found behind a secret door, so
Joran, the armsman, volunteers to open it “the proper
way.” He chops at it, dealing 10 points of damage. The
chest, made of wood, has a hardness of 5, so the chest
only takes 5 points of damage. The wood is 1 inch thick,
so it had 10 hit points. Now it has 5. Joran has gouged the
wood but not yet broken the chest open. On his second
attack, he deals 4 points of damage. That's lower than the
chest’s hardness, so the chest takes no damage—a glancing
blow. His third blow, however, deals 12 points of damage
(which means the chest takes 7), and the chest breaks
open. Unbeknownst to the adventurers, however, the
racket that Joran just made has alerted a nearby guard to
their presence, and he’s now shuffling down the corridor
to Investigate.

Object Defense and Bonuses to Attack: Objects are
harder or easier to hit depending on several factors:

Inanimate, Immobile Objects: An inanimate, immobile
object has a Defense of 5 + its size modifier. With a melee
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weapon, you get a +4 bonus on your attack roll. If you
take a full-round action to line up a shot (as with the coup
de grace against a helpless foe), you get an automatic hit
with a melee weapon, or a +5 attack bonus with a ranged
weapon. (Objects, however, are immune to critical hits.)

Animated Objects: Animated objects count as creatures
for Defense purposes.

Held, Carried, or Worn Objecis: Objects that are held,
carried, or worn by a creature are harder to hit. The ob-
ject’s Defense is the same as the creature’s plus the ob-
ject’s size modifier. If it's in the creature’s hand (or claw,
or whatever), it gets a further +5 bonus to Defense be-
cause the creature can move it quickly out of harm’s way.
You don’t get any special bonus for attacking the object.

Damage to Objects: The amount of damage that an
object can withstand depends on what it’s made out of
and how big it is. Weapon damage is rolled normally
against objects.

Dmmunities: Inanimate objects are immune to critical
hits. Objects of all types are immune to subdual damage.

Ranged Weapon Damage: Objects take half damage
from ranged weapons. Divide the damage by 2 before ap-
plying the object’s hardness.

Energy Attacks: Objects take half damage from fire,
lightning, and similar damage sources. Divide the damage
by 2 before applying the object’s hardness.

Appropriate Weapons: The GM may determine that
certain weapons just can’t deal damage effectively to cer-
tain objects. For example, you will have a hard time
chopping down a door by shooting arrows at it, or cut-
ting a rope with a club. Conversely, the GM may rule
that certain attacks are especially successful against some
objects. For example, it’s easy to light a curtain on fire or
rip up a scroll.

Hardness: Each object has hardness—a number
that represents how well it resists damage. Whenever
an object takes damage, subtract its hardness from the
damage. Only damage in excess of its hardness is de-
ducted from the object’s hit points (see Table 8-9:
Hardness and Hit Points).

Hit Points: An object’s hit point total depends on
what it is made of and how big it is (see Table 8-9: Hard-
ness and Hit Points). When an object’s hit points reach 0,
it’s ruined.

Very large objects have separate hit point totals for
different sections. For example, you can attack and ruin a
wagon wheel without destroying the whole wagon.

Saving Throws: Unattended items never make sav-
ing throws. They are considered to have failed their
saving throws, so they always are affected by (for in-
stance) specific weaves. An item attended by a charac-
ter (being grasped, touched, or worn) receives a saving
throw just as if the character herself were making the
saving throw.

Ter'angreal, angreal, and sa’angreal always get saving
throws. Such an item’s Fortitude, Reflex, and Will save
bonuses are equal to 2 + one-half its caster level. At-
tended One Power items either make saving throws as
their owner or use their own saving throws, whichever are
better.

Table 8-9: Hardness and Hit Points

Substance Hardness Hit Points

Paper 0 2/inch of thickness

Rope 0 2/inch of thickness

Glass 1 1/inch of thickness

Ice 0 3/inch of thickness

Wood 5 10/inch of thickness
Stone 8 15/inch of thickness
Iron 10 30/inch of thickness

Object Hardness Hit Points  DC to Break

Rope (1 in. diam.) 0 2 23
Simple wooden door 5 10 13
Spear 5 2 14
Small chest 5 1 17
Good wooden door 5 15 18
Treasure chest 5 15 23
Strong wooden door 5 20 23
Masonry wall (1 ft. thick) 8 90 35
Hewn stone (3 ft. thick) 8 540 50
Chain 10 5 26
Manacles 10 10 26
Masterwork manacles 10 10 28
Iron door (2 in. thick) 10 60 28

Breaking Items: When you try to break something
with sudden force rather than by dealing regular damage,
use a Strength check to see whether you succeed. The DC
depends more on the construction of the item than on
the material. For instance, an iron door with a weak lock
can be forced open much more easily than it can be
hacked down.

If an item has lost half or more of its hit points, the
DC to break it drops by 2.

Table 8-10: DCs to Break or Burst Items

Strength Check to: DC
Break down simple door 13
Break down good door 18
Break down strong door 23
Burst rope bonds 23
Bend iron bars 24
Break down barred door 25
Burst chain bonds 26
Break down iron door 28

BuLL RUSH: You can bull rush as an attack action
or as part of a charge. When you bull rush, you at-
tempt to push an opponent straight back instead of at-
tacking him. You can only bull rush an opponent who
is one size category larger than you, the same size, or
smaller.

Initiating a Bull Rush: First, you move into the de-
fender’s space. Moving in this way provokes an attack
of opportunity from each foe that threatens you, prob-
ably including the defender. Second, you and the de-
fender make opposed Strength checks. You each add a
+4 bonus for each size category you are above
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Medium-size or a -4 penalty for each size category you
are below Medium-size. You get a +2 charge bonus if
you were charging. The defender gets a +4 stability
bonus if he has more than two legs or is otherwise ex-
ceptionally stable.

Bull Rush Results: If you beat the defender, you
push him back 5 feet. If you wish to move with the de-
fender, you can push him back, up to a distance of an ad-
ditional 1 foot for each point by which you exceed the
defender’s check result. You
can’t, however, exceed your
normal movement limit.

If you fail to beat the de-
fender’s Strength check, you
move 5 feet straight back to
where you were before you
moved into his space. If that
space is occupied, you fall
prone in that space (see
Table 8-5: Attack Roll Mod-

ifiers).

DISARM: As a melee at-
tack, you may make a disarm
attempt. You and the de-
fender make opposed attack
rolls with your respective
weapons, If the weapons are
different sizes, the combat-
ant with the larger weapon
gets a bonus on the attack
roll of +4 per difference in
size category. If the defender
i$ using a weapon in two
hands, he gets an additional
+4 bonus. If you beat the
defender, the defender is dis-
armed. If you attempted the
disarm action unarmed, you
now have the weapon. Oth-
erwise, it's on the ground at

the defender’s feet. If you fail, the defender may imme-
diately react and make an attempt to disarm you with
the same sort of opposed melee attack roll.

GRAPPLE: Grappling means wrestling and struggling
hand-to-hand. It’s tricky to perform, but sometimes you
want to pin foes instead of killing them, and sometimes
you have no choice in the matter. For creatures, grap-
pling can mean trapping you in a toothy maw or hold-
ing you down so it can bite and rend.

Grapple Checks: Repeatedly in a grapple, you need
to make opposed grapple checks against an opponent, A
grapple check is something like a melee attack roll. Your
attack bonus on a grapple check is:

Base attack bonus + Strength modifier + special size
modifier

A wanderer sneak attacks.

Special Size Modifier: The special size modifier for
a grapple check is as follows: Colossal +16, Gargantuan
+12, Huge +8, Large +4, Medium-size +0, Small -4,
Tiny -8, Diminutive -12, Fine -16. Use this number in
place of the normal size modifier you use when making
an attack roll.

Starting a Grapple: To start a grapple, you first

need to grab and hold your target. Attempting to start
a grapple is the equivalent
of making a melee attack.
If you get multiple attacks
in a round, you can at-
tempt to start a grapple
multiple times (at succes-
sively lower base attack
bonuses).

Grab: You make a melee
touch attack to grab the tar-
get, which provokes an at-
tack of opportunity. If you
fail to hit the target, you fail
to start the grapple.

Hold: Once you grab the

target, make an opposed
grapple check. If you suc-
ceed, you have started the
grapple, and you deal dam-
age to the target as if with an
unarmed strike.
If you lose, you fail to start
the grapple. You automati-
cally lose an attempt to
hold if the target is two or
more size categories larger
than you are (but you can
still make an attempt to
grab such a target, if that's
all you want to do).

Move In: To maintain the
grapple, you must move

into the target’s space.
Grappling: You and your target are now grappling.

Joining a Grapple: If your target is already grappling
someone else, you can use an attack to start a grapple, as
above, and your grab automatically succeeds. You still
have to make a successful opposed grapple check to deal
damage and move in to be part of the grapple.

If You're Grappling: When you are grappling (re-
gardless of who started the grapple), you can make an op-
posed grapple check as an attack. If you win, you can do
one of the following:

Damage Your Opponent: You can deal damage as
with an unarmed strike (1d4 points for Large attackers,
1d3 points for Medium-size attackers, or 1d2 points for
Small attackers, plus Strength modifiers). If you want to
deal normal damage, you suffer a -4 penalty on your
grapple check.
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Pin: You can hold your opponent immobile for 1
round. (If you get multiple attacks, you can use subse-
quent attacks to damage your opponent. You can’t use a
weapon on a pinned character or attempt to damage or
pin a second opponent while holding a pin on the first.)
While you're pinned, opponents other than the one pin-
ning you get a +4 bonus on attack rolls against you (but
you're not helpless).

Break Another’s Pin: You can break the hold that an
opponent has over an ally.

Escape: You can escape the grapple. You can then
take your normal movement. If more than one opponent
is grappling you, your grapple check result has to beat all
their check results to escape. (Opponents don’t have to
try to hold you if they don’t want to.)

If You’re Pinned: When an opponent has pinned
you, you are held immobile (but not helpless) for 1
round. You can make an opposed grapple check as a
melee attack. If you win, you escape the pin, but you're
still grappling.

Other Grappling Options: In addition to making
opposed grapple checks, you have a few other options
while grappling.

Weapons: You can attack with a light weapon while
grappling (but not while pinned or pinning). You can’t at-
tack with two weapons while grappling.

Weaves: You can attempt to cast a weave while grap-
pling or even while pinned, provided its casting time is
no more than 1 action, but you have to make a Concen-
tration check (DC 20 + casting level) or lose the weave.

Wriggle Free: You can make an Escape Artist check
(opposed by your opponent’s grapple check) to get out of
a grapple or out of being pinned (so that you're just being
grappled). Doing so counts as an attack action; if you es-
cape a grapple, you can also move in the same round.

Multiple Grapplers: Several combatants can be in a
single grapple. Up to four combatants can grapple a sin-
gle opponent in a given round. Creatures that are one
size category smaller than you count for half, creatures
that are one size category larger than you count double,
and creatures two or more size categories larger count
quadruple. For example, if you're Medium-size, four Trol-
locs (Mediums-size), two Ogier (Large), or a single raken
(Huge) could grapple you.

Additional enemies can aid their friends with the aid
another action (page 149).

Grappling Consequences: While you're grappling,
your ability to attack others and defend yourself is limited.

No Dexterity Bonus: You lose your Dexterity bonus
to Defense (if you have one) against opponents you aren’t
grappling. (You can still use it against opponents you are

grappling.)

GRENADELIKE WEAPON ATTACKS: A
grenadelike weapon is one that “splashes.” It has a broad
enough effect that it can hurt characters just by landing

close to them. Grenadelike weapons include flasks of acid
and of burning oil. Attacks with grenadelike weapons are
ranged touch attack rolls. Direct hits deal direct hit dam-
age. (Grenadelike weapon damage is covered on Table
7-10: Grenadelike Weapons.)

If you miss your target, roll 1d6 to see how many feet
away from the target the weapon lands. Add +1 foot for
every range increment of distance that you threw the
weapon. Then roll 1d8 to determine the direction in
which the object deviated: 1 means long, 2 means long
and to the right, 3 right, 4 short and right, 5 short, 6,
short and left, 7 left, 8 long and left.

Once you know where the weapon landed, it deals
splash damage (see Table 7-10: Grenadelike Weapons) to
all creatures within 5 feet,

MOUNTED COMBAT: Riding a horse into battle
gives you several advantages, provided you have the right
horse and the right skills (see the Ride skill in Chapter 4:
Skills, and th