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- THE CAME The woate colim i :;u':;?:i
Yagarthisa of the imagination. [tallows you to become a character wha P vt B e 1 e baiphi I8 e
lives in another world — a world of fantasy and adventure. Game mechanics provide mﬂ]ﬂﬂw rub for resece Bnd
a framework for the world and your actions in it so that your character can interact R LA o s O e AR 7
believably with hisenvironment. When played ar its best Ysgarth should provide tools gunpport

for play without hindering your imaginative vision of the worldand characters. A rule
should not be static or restrictive, and ls made 1o adapt to your needs. Ysgarth

Is an integrated 33::“' which ides guidelines for skills, combat, magic,

social structure, character , background, religion, moral philoso-

ﬁhﬁv:duuﬂun and It s up to you to take this framework and make
50 that you can be more than a player or gamemaster, creating an

experience where vou will be able to bécome part of another world.

Al first may seem more complex than some other roleplaying
Syslems you may tried. Don’l be intimidated. There's lots here, but
everything operates on & few basic principles and we've provided detail 233
resource o make the maore flexible and adaptable to your specific needs
#5 & gamematter or piayer Because Y emphasizes ying most of
the work of the player will go into dev ng his characters, use it takes
some work lo define a person who is as real in the game world as the plaver is
in this ore. Ysgarth's rules are simple, {ledble and consistent. They open up
possibilities you've probably been ng for fruitlessly in other roleplaving
Systems.

1.1: ORGANIZATION OF THE SYSTEM ;

All of the rule mechanics are included in this book. For practical
purposes we have done our best to divorce pure mechanics from the back-
ground structure of the world of Ysgarih itseld, though the in ted nature
af the system means that examples from Yagarth will be used [or the social and
situational elements which provide some of the most impostant parts of
character development. While some limited world background is also in-
cluded, mast of the world background materdal is presented in the Ysgarth
Worldbook sourcebook.

In addition to the core rules vou will find various helpful information
in the sidebar sectione which accompany the rules, The sidebars include
advanced rules, novice roles, examples, notes on world backgreund and hints

The examples are guite detailed and include two complete sample
characters, supggestions on how best to develop a character in the context
of the and warnings of common problems for players and gamemasters.

The rules of Ysgarh are not set in stone. Use Drdnca.ni the alternate
rules at yourdiscretion.  1f a rule doesn’t work for you, try the advanced rule.
If your players are bewildered, let them use the novice rules. 1f pone of these
work for you modify the rules iosuit your needs. They're your rules. Players
should remember that the emaster detérmines what aspects of the rules to
use. Gamemasters remember that the ol their plavers
should form the basic of their decisions on how o use the rules

1.2 THINGS YOU NEED & NEED TO KNOW

The main IhmEeianu need to play Ysgarth is a healthy imagination.
Paper m.:lmncihwi]] in recording t F& Dice are also facrly important,
10 sided dice are essential, and other varieties might also be helpful in some
cases. All of the math involved in creating a character is very basic, but a
caleulator could speed things uhpl bitif you're not mathematically inclined. For
thase whao prefer to avoid math completely, charts or tables are provided as an
alternative In every case wherea calculation might be necessary. Keepin mind
that almest all the math you need to do takes place when a character is created,
and after that point things become much easier.

There are several constant practices which should be pointed out
before you start. On all charts, tables and formulae, if you have afraction or are
between two numerical steps you should always round up. If 3 formula gives
& number and a characteristic (for example A}, that means the character-
istic should be multiplied by that number. "D’ Is used as a standard abbrevia-
tion for ‘die’. Soif you see the term 1010 it means 1 len-sided die.
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I CREATING THE CHARACTER

The character is the heart of roleplaying. He is a pemson who exists in
the game world, as real there as vou are in this world. For play o be fulfilling,
a character should have depth of mind and emotion, with a strong, distinetive
rmaml:tr. A good dnlayer can become his character, seeing and feeling whal
he characier sees and feels and guiding the charagter 's actions as if he werean
actual living person. How vou create vour characterand how you develop him
in play can determine whether or not you enjoy playing Ysgarth,

1.1: THE CHARACTER CONCEFT

Numerical attributes are used 1o represent the concreie abilities that accom-
pany the personality which the player creates for a character These characteristics are
mere numbers 10 represent the tmage of the character lhelpliylrcmlnmhlsnﬂnﬂ.
They should not dictate the character’s persanality or be allowed to restrict imagina-
tion, Th%:mlnkndednmuiuld.auﬁed o determine the results of character
actions. The player's conception of the character should always come first. To this end,

s sed-up toallow you tofit the numbers 1o the character which you havealready
created in mind. 2 aan I

start out o create acharacter, sl islogeta image

of who he is. Think of him aarﬂ[pﬂmﬂhﬁmmr&hﬁw on paper. Think about
bulwmnd.pnlmﬂltﬂvhrﬁnmhm what he has done, what he has suffered
and Catalog his likes, dishikes, quirks, obsessions, fears and beliefs. You
should think about his childhood, his relationships, religion andhum:« in the world
and soclety. You should also think of what he jooks like, how he walks, talks and acts,
even how others react 1o him. [f any of this iz difficult, ask your gamemaster for advice,
background, deéas or examples. i make your character a unique individual who
can be a working part of the world he inhabits.” H necmry,rnu should write all of this
out for your own reference, with a history or description, but |t is most important to get
a mental image 1o gulide you through the mechanics of character coeation. This system
s clesignesd to let you create the character you want, so you will be able to fit the hard
numbers 1o the image which you envision,

12 PRIMARY CHARACTERISTICS
Twelve characteristics define the basic natural capabilities a character is barn
with. For normal characters they are on a scale from 1 10 24 points. Normal human
characters will average around 12 or 13 Charactenstics lower than 5 are considered
sub-normal. Characteristics over 20 are considered supernormal. They are divided into
three groupings of four characteristics each. These are the Social, Mental and Physical
Iruui& 1t is not necessary for a characier to have high scores in all areas and a vaniety
of values keeps a :humm'inmmin%md well-rounded. As described below, some
characteristics are particularly useful for certain functions, bul they all have value and
none should be discounted.
Before assigning values to these characteristics players will want to determine
their choice of race. !?ﬁ.ny non-human races of Ysgarth have special limitations or
ter potential in certain areas and that should be taken into consideration when
ining basic characteristics. We will refer to humans as the standard here, but if
r‘.:u are interested in other races see section 2.25 for informaltion on starting out non-
uman characters. The gamemaster may wish to limit new players to human characters
until they have some experience with the system.

2.21: Soclal Characteristics
This isa locsely formed group, ting how the character is perceived
and interacts with his society. Some of the characleristics are subject to change an
adjustment with time and character actions,
{APP): How the character looks, including both physical aftrac.
tiveness and such elements as dress and grooming,
W CHA): The force of a character ‘s personality and ability to influence

others, includin rm, | magnetizm and potential as a leader
, .":EA;: The ﬁlﬂ'ﬁiiy Eaa charad:r‘sﬁl!ds. his devotion o his god or
moral princi
{SOC): The standing of & character in his society, nation and
cultural group. Induﬂngmﬁddvﬁa%mﬂmlty and other advantages of
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2.22: Mental Characteristics
These show mental ability and intellectual power, Including facility for

magic and skills,
(INT): Basic intellect, natural mental aptitude and facility
of reaction 1o situations and the unexpected,

(IUIJ}:R:TI and decision making ability, incloding the

perception.
{WIL): Obstinacy, strength of will, resistance and resolute-
ness, a5 well as resistance to change and stability of character,
PM{TAL}: i magical ability and strength, including luck and
mcntia to manipulate the environmenl with the power of the mind. Itis not unusual
normal people to have relatively low amounts of TAL.

8- nﬁﬁm&ﬂu
show what the body can do and endure. Ihdey are important for cambat
&n?hm#iu! under physical duress. They show the limits, durability, speed and power
%!ﬁn? (CON): Health and endurance, a key factor in determining resis-
lance to ge, fatigue and disease.
Strength (5TR): Fhysical strength, ability to lif1, carry, bend, push and exert
manual force, The amount a character can lift without strain is STR squared pounds,
Dexterity (DEX): Manual manipulative ability, covering all areas of fine hand
L

Agility (AGI): Speed and gross body movement in running leaping and

1.24: Foint Allocation

The player determines the numerical value of these characteristics by allocating

E.:ms. Each player gets a fund of these poinis to spend as he chooses within certain
(tations. Itis stal practice toalso allow at least some of these points tebe spent
on other aspects of the characier, particularly on Experience Skill Points.

The number of starting points wluq;; the gamemaster will wish to give each
player at the beginning of a cam or when 2 new character is created may vary
dependingon the power level of nmwimmmewdumm{:u plan to run.
Generally no fewer than 150 points and no more than 180 points given out for
starting characters. You may wish 1o play with characters who have more points, bul
it is generally not a good idea for inexperienced plaEm

The recommended set-uﬁaparnmﬂm for first characters for inexperienced
&h}ﬁinllﬂl’ﬂhg:ll‘gﬂFﬂ is1 nts of which at least 8 and no more than 15 may

for Experience Skill Points. If you wanttostart play ata slightly more advanced

175 points with at least 15 and up 1o 30 used as Experience Skill Egdnt& works very
wd]tthi.mm-cpmndinﬂummp should be allowed of
VETS Are assigni nts a to sOme
them on Experlence Sl Points. ESch srtup o

startup point spent on Experience Skill Points

instead of characteristics should yield 10 Experience Skill Points. the gamemaster
allows this he should set limits on how many points can be spent for characteristics or
for Experfence Skill Points, For example, if started plavers with 160 poinis you
mlﬁlﬂ say that no more than 15 could be spent to buy pcdnfs of Experience Skill Points,
or if you started them with :aapr:jnu you might 5:1;: that no more than 160 could be
spent on basic characteristics. Players may alsc wi
to increase or decrease their character's Sire.

In addition there are distribution limitations. Characteristics are broken down
el i) s e i s R s s

up and may have no more nts in u

that mn‘e no zusirﬁn an ti:t' distribution of pcinlg..n o

1o réserve some points to spend

b1 Nn!l!'h}zlm m“mwish s

gamemaster may oA 1o create characters from

ane of the sentient non-human races of Y! ﬁaﬁ.&mﬁukgmund information on

these races can be found in A ix A gamemaster has the option of

players to pay some of their starting poinfs to purchase a race, since
non-human races have clear physical or mental advantages.

some of
With mon-human characters the normal 36/72 point characteristic
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point distribution limitations are adjusted. Instead add up the three highest
individual characteristic maxtmums for that race in each of the three groups of
characteristics {use 24 for those which dion 't have special limits), That value is
thetr maximum distribution for that group. To find the mintmum for a group
add up the three lowest individual characteristic maximums and divide that
value by 2. Forexample, a race with maximum STR of 36 and maximum CON
of 20, but with normal limits on the other physical characteristics would have
a total maximum of 84 in the physical group and a minimum of 34.

2.3: SECONDARY SOCIAL CHARACTERISTICS

These values are determined from the primary characteristics and o some
degres thmu%: player assignment. They are used in various specialized situations
during play. They are nplaﬂ?ﬂ here with the formulae or tables which are needed to
find thelr value, Remember to round up when figuring things out.

2.31; Size
This represents the physical size of the character. Human characters start at 13

for men and 12 for women. Size can be ratsed or lowered by spending starting points
al a cost which increases or decreases with the amount spent. first polint added or
subtracted costs 1 starting points, the second costs 2 starting points, the third costs 3
starting points, the fourth costs 4 starting polnts and so on. 5ize can never be reduced
by mare than a quarter (rounded up) or increased by more than a half of the normal
average, rounding down in both cages. Thus; a standard man could never have a Size
of less than 9 or more than 19, and toraise hisSize all the way to 19 would cost 21 starting
E?ints. Mon-human races and some special human sub-groups start with a different

se size, but are under the same Hmits if they wani to change that value. The base Size
values forall human and non-human races can be found in Appendix A with the racial
descriptions.

A character's height can be determined from Size. Average human males are
about 68in. Females average about 65in. Heightis in inches. Heightis{{Sizex 3)+ 50C
+ CON inches, Welght can also be found from Size, Average human males will weigh
about 150 pounids, average females will weigh about 138 pounds, Weight is ((5ize x
(Strength + 10) +/- 1D20.

2.32: Age

The player should have the option to choose his age, but there are advantages
and disadvantages toany age, Generally characters should start at no younger than 15
and nooldér than 45, except in special cases with gamemasterapproval. Age increases
some characteristics while decreasing others. All Physical Characteristics and AFP
decrease by 1 point per 10 vears of age over20 (i.e.at 30, 40, 50, ele.). SOC, WIL
and JUD increase by | point at the same rate, When CON declines o half of its
Urt%';irwl level a character must make a CON x 10% roll every vear to determine
his health as a result of old age. If he fails (he roll he loses 10 HP off his total,
based on his COW at the time. When his HP go below 0 he dies.

2.4: SECONDARY PHYSICAL CHARACTERISTICS

These are also determined from primary characteristics, but solely by
calculation. They come into play mostly In combat and movement type
activity

2.41: Damage Class (DC)
A fgure used 1o modifv damage which a character can do with his

hands.or with weapons. It is (25ize + 35TR)} 3 which can also be determined
from the table below.
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When using a weapon, the actual Maximum Damage done is determined from
the combination ufE‘vad the weapon's MD, with the formula (MD xDC)/ 10, or using
the table provided below. Levelsof any skill which increases DC with a given weapon
or attack add directly to DC when figuring damage with thal weapon.

2.42: Activity Points (AF)

5 These indicate the number of actions
HAXIMUN DAMAGE : which a character can takein a round. All
actions have & cost in AR and this cost is

o

DCBE 6§ 7 59 Wi 1213118 | subtracted from the character’s AP total
§ 33 6455667 T 8 | whenhecarriesout thataction. AP regen-
# 3 4558E7 8809 erale fully at the end of each six second
7 455677851001 | Combat Round (CR), but do not carry
8 4567 88 3 011212 | gver from one round to the next, except
58 -T 89 9 MmN under Lal circumstances. A}'quu]]
L EE TR NS ;.gumun +3DEX + 2AGI. 2512),
N aT WP NISIENT Insome circumstances vou may wish
(1278 8 3 W01 I214 151517 18 | 4o differentiate between AT of physical
I 7 BN 3I5 s 9 and mental origin. Mental A_'chln be
(87 8 101213141647 19 @ 2 | removed from the total if needed and are
18 B 8 11257 B A B | equal to INT + JUD. This may be impor
|18 & 1 818 0N A M | pan in siluations where a character is
.2 BA7T19 7 282438 | |mmobilized and can only use his mind.
489 11 n7E @B g 2 | Mental AT may niot be used for primarily
19 1012 14161818 2 2B 2 & | physical actions.
1012 X ZHABAD In addition, each character may gain
G fi 192 M %28 3032 | Skill Activity Points, based on the
N NMERARETHN T | gkills which the character has.
H BT BABDBEBIBE | Each level of a Combor Reflexrs
‘M 12 RRTARUNE | skill gives | Skill AP when that
w131 BEBNBEE | weapon or skill is being used.
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2.43: Fatigue Points (FF)

ese represent the rate atwhich a character tires, A character expends
FP for actions and they can be regenerated partially by rest or fully by sleep,
Restis time in which a character spends no more than 8/10th of his AP per CRL
Rest restores FP at a rate of 1/10 of the otal FP per ten minutes, up o a total of
half his FP per day maximum. 5leep regenerates FFP atarateof 1/100f total FP
perhalf hour up fo full FE When FP run out the character tends to drop from
exhaustion. ‘Yes, rest does restore FP faster than sleep, but it has an absolute limit far
below the FP capacity of the character A character's iotal FP may be increased by
learning the E'Hdﬁmnce skill. Starting FP are equal to 3CON + WIL

2.44: Hit Points (HF)
These indicate the maximum amount of damage which a character can take. A
character has a general fund of HP for his body. In addition, these are broken down by
E;Ercenlaﬁe in each area for use with specific located blows. See the section on combat
rdetails of HP division and damage. A character may increase his HF by the use of
the Durabiliny skill. Base HP are equal to Size + CON + 5.

2.45: Movement

The rate at which a character moves. Base Movemenl indicates walking speed
in feet per CR. Base Movement is (Size x 23 + AGIL In general, it costs 20 AP toachjeve
1 times Movement, which is normal walking speed. That speed can be increased for 20
AP per 50%. Up to two 50% incremenls can be added 1o movement, which would be
full running movement at double the base movement rate. A character may increase
his Movement with the skill Running.

2.5: SECONDARY MENTAL CHARACTERISTICS
These special determined stats are mostly useful in skill deveiopment and the

use of magic.

2.51: Skill Points (Social SP/Mental SF/Physical 5F)

Skill Foinis represent the learning capacity of a character They are used to buy
levels of skills which represent ability with those skills, They are broken down into
three types based on how they can beapplied. These are Social Skill Points, Mental Skill
Points and Physical 5kill Points, Em:ﬁ type can be applied to different sets of skills,
though there is some averlap.

Starting 5P values are based on characteristics, Starting Mental SP are equal to
all four mental characteristics (INT, JUD, WIL, TAL) added lnEethﬂr. Starti:g Physical
SP are equal to all four physical characteristics ({CON, 5TR, DEX, AGI) added together.
Starting Social 5T are equal to all four social characteristics (APE CHA, ZEA, 50C)
added together

In addition 1o these starting points which a character gets just for existing he
also gains 5P in each group as he pains experience. Experience Skill Points are divided
beli'we'm the types of SP when they are received and function just like additional skill

nts,
" The one restriction on allacating Experience 5P is that they must be spent in
relatively even proportions. A playér may not spend more Experience SP on
any one type than double the number spent on the type on which you have

} ||nu Ty
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spent the least Experience SE except in the case of a starting character with
fewer than 3 total Experience SR Spending when Experience Skill Points are
gained need not be balanced, but the end result of total Experience SP spent
must remain in balance.

For an example of how this works, a character might have starting
values of 40 in Social 5 44 in Mental 5P and 52 in Physical 5F 1f he had &0
Experience SF he might spend it 27 on Physical 5T 14 on Social 5P and 19.0n
Mental 5F  This would provide totals of 107 Physical 5B 63 Mental 5P and
54 Social SE Be forewarned that gamemasters may choose to pre-assign some SF 1o
5 _'f:'csl!;illsursl’grnups- when they give them out based on the actions of the character

urin, ]

’ F;r'ﬂ'ﬁrtn SPare spent, there are restrictions on which skills each type of points may
bespenton, Basically these follow logical lines, with Physical 5P restricted to combat
and movement skills, Mental SP limited to intellectual skills and spellz and Social 5P
primarily forcraft and background skills, There is some overlap and certain skill areas

YSOCAIRT I




where more than one type of point may be spent. When this is done, some effort
should be made to keep track of where the points that were spent came from.
Each group ofskills has listed in parénthesis next to its heading the types of 5P
which may be spent on skills in that group.

2.52: Mana Peints {MP)

These represent the magical potential of the character. They are used
as a2 source of power when castin lls. While their use will nol become
immediately clear, they are extremely important in working magic, as detailed
in section 9. M using characters are differentiated based on the source of
their magic. Traditional maEDes get their magic from their own ‘nnate ability based on
their Talent, while priests who use spells get their power and MF from their god based
on their Zeal. Although there are many different types of magic within each of the two
classifications the two largeigr-:ups are identifiable by which source they use for ME
For all functicnal p 5 Mana Points function exactly the same way rdless of
their source, though that source may be identifiable by someane highly skilled with
forensic magic.

For mages MP are ec!ruﬂl to TAL x 10. Mana Foints for mages are regenerated
on a dailr basis at & rate of TAL per day. With the skill Mama Gatlering this can be

to TAL + SL per d

3V,
For priests MP come criretﬂv from their god and are limited to ZEA x 3, MPare
regenerated by priestsal a rate of ZEA /3 per hour spent in prayer. The skall Prayer can
increase that rate of regeneration to (ZEA = SL)/3.

2.53: Will Points (WF)

The rcle of Will Points is somewhere between that of MP and HE As with MP
there is a base WP value, almost like mental Hit Points. WP are used in will combat
which iseng;gtd in with summoned spirits and entities, They can be increased by the
skall Will Enharcement, which adds directly to WIL for this purpose, though it does not
add in to WIL when figuring the rate of regeneration are WIL x 5, or with Will
Enfancement they are (WIL + 5L)x 5, WP regenerate at a rate of WIL perday and this
rate does nol change with additional SL. 1n will battle the maximum damage in WP
which a person can inflict is equal to WIL + 5L of Will Enfanceneit,
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- Nk SKILLS & TRAINING

B Sl B, Sy En §kills are the coreof Ysgarth. They represent what the character knowsand can

T g ey do. They allow each character to be different by having unique knowledge ind abilities.
;! %ﬁwﬁi 3.: THE LEARNING PROCESS

4 m;um&m‘_ Each character starts with a set number of S$kill Points (SF) from several sources.

- These are used 1o buy Skill Levels (5L with different skills, Each skill has a

cost, Every time a player spends that cost his character gains one Skill Level
with thatskill. The more SLs acharacter haswitha skill thebetter he is at usin

it There is no top limit fo the number of skill levels which mymmha
and as the character gains ST in the course of the game he may add more SLs.
Skills, levels and amounts spent should be kept track of. No more than the
character’s total SP from i?.lp::um at a given time may be spent, divided
among all of the skifls the character has leamned. As the game goes on a

Hon1 AmSme character will gain Experience Skill Points which function just like starting SP
.1m1marrm% for advancing skills and learning new skills.

M i by All starting SP should be spent during sel-up, Social ST Mental SPand Physical
1 o0 acral Srvtesi o Mikcary Sl SP gained Later should be spent when they are acquired, but in game terms learning

sxt | takes time. Foreach SP spent a character is expecied to have spent & hours in training,
& P s D Gt P mmnmﬁumnwmmanduw. Each 57 freed tabe
ana Unma&n-l_-Tm respent takes 3 x Cost days. This time covers only the unlearing of that many SP

S Aack wikch 1 now SmeEl 2 e | invested in that skill. If those freed SPare to be spent, the learning time for the new skill
e L Srceracort | must bclspml as \Inl:m o i i
z n general a character v enmenne ho leach him a sl o
Eﬂ%mm "% | tearn. How this is arranged or paid for is up to the gamemaster Apgrenticeship,
way 5 divee up e Denedts woulc e schooling, family training and other methods are possible, Icm.'nhrinq ra;.-mnt, social
1 50 Aot St Py obligations or other arrangements. A character can also feach himself a skill, but this
Aon M is not easy, Learning a skill without coaching should take a Fremr lergth of time
aee because the character is acting ag his own teacher with the limitations of what he already
WA i e swnrhas | KNOWS a8 his only resource, Learning time should also be adjusted for the skill of the
the okowsng sl beels sl ¥ pores teacher A basic structure for learning is given in the description of the Teaching skill,
B Swoed Pyt SL of a skill are used in 4 number of different ways, in combination with
achant .2 lppn:r{:nh.- characleristics to carry out various actions, In all cases higher SLs are
S Svone Q1) better, but withmany skil's there comes a point where further improvemeni makes little
& W difference. 5 SL shows serious inferest in a skill, 10 SL is respectable, and 20 or more
1 shows munrnlse, in mind that some skills are harder to learn nd use than
E- . others and 20 5L of one sxill may not be nearly as effective or impressive s 20 5L of a
s 1) more difficult skill
Desamity 1]
e e ety | 2 SKILL BENEFITS
Fn pailn bt P s fa fas coleced While the cost tobuy a level of a skill is pre-defined, that cost may change for
et e reMEseis | certain characters depending on social and cultural origins, background, iaterests and
training. Thesecost reductionsare called Skill Benefits (5B). areatotalof 15 points

of discounts which luwer the wsts of cestaln shills for every 5L bought.

3.21 Racial Skill Benefits
The 15 Skill Beneit points break down into three groups. The first are Cultural

i
g
g
:

Skl Benalds can ba or Raclal Skill Benefits. These make up 5 points of benefits, based on the race,
WMﬁﬁ“ﬁ . ;nlmrehlndrslygcb:ty h-umn;h&lch the cﬁr%{dag:n{?mll y'zub.l.r?"l using the
which they provids what o KA sgarth wo < 258 TACES 5 the gamemas-
Mmhohlm_ﬂ / ter when creating his world. Guidelines for race dlﬁig:nn can be ‘ound in the
Into an nal skll. e ganar: o world design sourcebook WorldCraft, A complete listing of common Ysgarth
Sygoatie el o niacie IR races with skill benefits and descriptions is available in Appendiz A, Insome
claland Profsssions) SBs he S cuses (s in the mmf}t] the character may have a choice of several Skill

u':"‘?"""*?.".‘ﬂ Benefits or groups of Skill Benefits within set limits,
o 2
e i oo 3.22: Professional Skill Benefits
mafheated by ot considerstions you The second group of Skill Benefits are the Professional Skill Benefits.

These 3 points of Skill Benefits are by the gamemaster and the workd
' . her: They are applied msprdm {jr:h mp:ﬁentﬂtchaa:urpleem g
Hﬁ’:"' What those skills should be can be determined by the gamemaster, negotisted between

i bagzed on certain standard i See

Tmnd:h“!rl‘::d ﬁ?lunlwmm:hrd rofessions and suggested Skill Benefit distribu-
assigned ; . :
tions for cha . ldhngdmepl:um
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3.23: Discretionary Skill Benefits
The final 5 points of Skill Benefits are free to be assigned by the player to any i
skills he wishes 1o specialize in. Theirassignment is completely within his control and e you

i
=

:
-
i
g
i

may be used in any combination from Sat-1 to 1 at-3and 1 a1 -2 Theonlvadditional | kil whers, inslead cfiearning sidlis and
E:urnsigumdndt Benefit can be worth more than 3 off the cost of askill. mm“ﬁg‘“ﬂ
Sl Grouge (Cased Over Siohg)
324 AFEP"“ Shkill Benefits ; Bnd 0 OSCTITENOAS within
simple rules cover the use of Skill Benefits. Skill Benefits from M-gngu Each Over Siill
the three separate seis can apply to the same skills, but need not do so, Skill coss mﬂw"b::
Benefits or combined Skill Benefits cannot reduce the cost of a skill below half b ol s e
rounded up) the nal Cost or below a Costof 2. Generally, no single Skill Sa fyou had 10 SL of the
Bcnaft o coambiaation of Skill Beretits shoakd Tota! mare thin 3 Chiracters B sil Arisac: & would con-
should have a variety of Skill Benefits, as well as concentrations to encoura fribute 10 wbﬂndafm S
competency in some area, Note that each skill in combat has three sub-skills, :JI'IH; o M'ﬂ'lm
A Skill Benefit on a combal skill only applies to one of those, usually feft up to n the ,mw“ can
the player's cholce. dl ’ﬂfm.  addilicen b tha
Languags S Gowr S 1o e by o

3.25: Native Benefit bt
Cne | rule ta note is that each character also gets 5 completely free 5L of m#&mwﬁmwﬂ
his native language, and these 5 SL do contribute (o related languages, as explained wwwymnw
below. He may learn additional SL at the standard cost. St ?h;sgf Him 3 CP1e
3.3 SKILL CONTRIBUTION ﬁwﬁfﬁs
Skills don't exist in isalation. They are grouped together by similarities and migny ar nddoonal 5 57 on oice o
characteristics, and knowledge of one kil may give some abilty with another. | gos &?:;. S Thsons o siou 751
All skills have been na digit identifying number This number hel L e Sulte e would

to p those skills, The first digit indicates the broadest grouping of skills. A 1

:
3
i
:
55

G
indicates the general skill list, a 2 identifies magical and religious skills, a 3 marks | gach, btaling sbout 37 SLCL. Theresul
combai nn'enmi:la skdlls al-ﬂd ahd mhnpagﬂk_}h The second number 'n-ufllliv:a:u_tmitlmII mﬂm s hl;: mmmr o 'mi
major subdivisions within the grouping. This 16 mest significant in the genera pimat a 5 e

ll group (1000-1999). The nine subdivisions there are: Social Skills (1100-1199), | FhehmsmsLsadiemtin A2 B
Intellectual Skills (1200-1299), Technical Skills (1300-1399), Deceit Skills (1400-1499 anslly undersioad by same B8 8l yesl
Manual {1500-154%), Movement Skills (1550-1569). Athletic Skills (1570-1599), Crafi rmaly Mmmﬂ‘ mdnirrm

mare mumbar of Cver Skits

Skills (1600-1799), Rustic Skills (1800-1899), Marine Skills (1900-1999). Within eachof | =ea
these broad groups the third indicates further division inlo specfic Skill
Groops. Allskills which share the same first three numbersare in the sanse Skill
Group. For ecample, the Rustic Skills are divided into four ps. Animal
Tending Skifls (1811-1812). Agknllnral Skills (1821-1822), Wilderness Skiils
(1831-1837) and Hunting Skills (1841-1843). The last number identifies the

skill within the Skill Group.

Skill contribution represents the relationship between similar skills.
All skills in the same Skill Group (same first three numbers) confribute toeach
other. In addition, there s Cross-Contribution with certain skills which also
contribute inspecific other skills far outside their group, and Sub-Contribution
for Combat Sub-Skills, These contributions areshown on the list by the number
of the skill contributed 1o in parenthesis at the end of the skill description,
Contribution works by providing free 5P called Contributive Points (CF)
which may be spenl on npeciﬁuklﬁs. Contributive Foints work exactiy like 58

However, it s generally not nﬁm to keep track of all Contributive Points

&s it would involve a lot of It is usually best to check on CPonly
when it becomes necessary 10 use a Iwi1ll1-'hkhi~mnuyhave!hem,
Contributive Points are ted at a rate of one for each SL of a contributing
skill which ks bought with real SP Each SL of a skill provides one Contributive
Foints o on each skill to which it confributes. For example, 20 5L of
Huriting (1841) would 20 Contributive Points for both Tracking [1842/
Cost 5jand g (1843/ Cost 4). Thiswould convert into 4 Contributive Levels {CL)
of the first and 5 CL of the second, hruyhashs:m at the costs listed. Thus, lots of skill in
one area may vield a little abllity in another. This full contribu tion only applies with
skills which the character has spent real 5P on. You gel full confribution to purchase a \
npmbear of 5L of a skill up to the numberof 5L pure with real 5B 1f vou have no t
SL ofaskill, but have Con tive Points toapply toit they maybe applied at half value,
If you have some SL, bul enough Contributive Foints 1o &2 more CL than the
equivalent of those 5L, any CL over the equivalent number of 5L are effectively al
double cost.
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Contribution becomes a bit more complex with weapon skills because
of the Sub-Skills which exist within each skill. In such cases contribution is at
double value within the sub-skills of a weapon, and at normal valug between
identical sub-skills with related weapons. For example, with the Broadsword
skill, 10 levels of Broadsword Attack would give 20 Contributive Poini= fo
Defense and Disarm, and 10 Contributive Foints to Attack with all other
swords, As with normal contribution the matching level restriction arplies-
here, but in ]uzepin{wjlh the doubling of value with sub-skills, it Is possibie 1o

buy up to twice as many ‘CL of a sub-skill as you have actual 5L
3.5: USING SKILLS

Each voluntary action is accomplished by the application of apprg?ﬁa!e
characteristics and skills, How easily the aim is achieved depends on the level of skill

which the character has, how good the appropriate characteristic is, how easy the skill
{s to use, and any opposing or inhibiting factors.

3,51: 5kill Rating (SR}

Success is determined based on Skill Rating which represents overall effective-
niess with askill. Each skill has a Facility (FAC) and an a%‘ priate .‘tgtitnde (APT)
indicated in its description. These are used to determine Skill Rating, FAC indicates the
relative ease of performing a glven skill. APT is a characteristic or combination of
characteristics which re ts the character's innate ability with that skill. If AFT is
determined from more than one characteristic and they are averaged, always round up.
In some cases there may be a short specialized formula listed.

Skill Rating with any skills is eqiuaj to APT + (SL x FAC). In this formula 5L
included Contributive Lewels. [tis strongly recommended that experienced players use
the Advanced Rules on 5kill Ratings and Adfusted Facility.

3.52: Success with Skills
When using a skill you roll 10100 and add your SR to that roll. If it is a
competitive or comparative skill you subtract the SR ufdtnur apponent from that roll,
1f there are other fictors working against you, such as difficult conditions, the game-
master assigns a difficulty value o be subtracted from the total.
This adjusted value is compared on a Skill Use Table. There aré several
variations of this basic table one for general skills, one for craft skills, one for combat,
one for resistance rolls and one for magical skills,  They all follow the same basic

structure. The table for general skills is provided below:
A Critical Failure {or ‘fumble’) indicates that
the skill not only did not work, but that the

Bhill Use Table = @ results were worse than failure, such as de-
Adjusied D100 Result stroyed material, a great deal of noise made,
451+ Critcsd Suceees. injury tothe character or whatever is appro-
100150 Sicoess - gl gl priate for a disastrous outcome with thal
51100 - Margingl Success. skifl

28550 Fad i ! & Failure indicates that the skill just

128 | ‘Cotical Fallure. - -
g Alwegs Cotice Faskare'™

AE o Neturg Rall 5 Marginal success indicates that the
skill succeeds, but the results are not up to
standards as appropriate for the type of
skill. It may mean a deformed or marred but functional product, or an achievement
whichis adequate, but not perfect, perhaps even disap lnﬁngnrannu}dng. Generally
a{;p!y logical minor negﬁg:e side-effects which would make sense for clumsy use of
that skill, for example being caught with the goods when thieving. In some cases and
with some skills there may not be a difference between a marginal success and a full
success,
Success indicates that the results are in the range of what would be considered
truly acceptable for that skill.

Critical Success [ndicates superlative results, well above the standard for the
skill. How that is manifested or reacted to should vary depending on the skill in
question at the choice of the gamemaster. Some skills may not be able to produce a
result above a cerfain lewel. In such cases Critical Success isn't relevant, at the
judgement of the gamemaster

VYSGCART H
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latﬂﬂlﬂnnﬁﬁnﬂﬁﬁnﬁr
Mot alt skifls are equally difficult. When a character uses 5 skill the emaster
should a difficulty value as a negative modifier to his SR for that use of the skill.
For many skills this may be a standard value adjusted for the specific situation. For
comparative skills it may be the SR of an apponent,

The standard ty value for the most typical application of a skill in a non-
adverse situationis 50. This can be adjusied upwards or downwards depending on the
difficalty of the way the skill is bfiri%ruud ; lﬂvad tuation in which it is being used and
other adverse or favorable factors, example, with the skill Clinding, climbing a hill
might have a difficulty of 20, a rough grade might be a 30, a mountainside might be 40,
a face could be 50 fo 80 and an overhang might be even hi If the character were
being attacked by birds while climbing you might add another 20 to 40 points.

3.54: Percentile Skill Use
In some cases 2 skill may function as a straight percentage chance of success
with no difficulty or nesistance adjustment. These cises be clear fiom the
description of the skill. With skills of this sort success can be determined either by
1D100and suoceeding if the roll is less than or equal to the SR, or by rolling 10100
and the unmaodified SR and achieving success if the totul is 101 or more

4.55: Combined Skills

When twa skills are used in combination, their effecfiveness is not exactly
additive, Instead, the lower FAC is used, the Aptitudes are averaged and the Ski
Levels of the two are totalled to find the Skill Rating for the combination.

3.56: Craft & Qualitative Skills

Insome cases, uswllgrwith craft skills, a character may wish to produce a result
which can be have its level of quali me&iurld&lumlllnlively. This is most common
when the character is making something like a ship or a buildirg or a sword. In such
cases a Quality Level value is assigned 1o the uct based on & skill rell on a slightly
modified version of the standard skill chart. This special skill chart is found below.
For higher rofls just follow the same pattern, If
you prefer a formula, the Quality Level of a

Craft Sicl] Table: -~ manufactured item is ecual to the Square Root
ﬁllﬂu - Resuft of the adjusted roll mines 9. Rollson this table
e Ao are adjusted for difficul'y fust like an
s Qe : other skill rolls. The rd adjust-
188 DE3 ment is 50. If a craftsman works faster

than normal, has difficolt to use mate-

@ - o2

nials, or is in adverse droumstances
lcl;:. diﬂ'ifu:il}' ihn;':jl‘d be higher.
nges in time taken are probabl
the most likely modifying factor: Dit-
fleulty should increase in an inverse
roportion to any reductions in time
m the standard time todo ajob. For
example, If it takes 10 days to make a
sword al a 50, dolng itin 5 days would have a
100 difficulty.
QL can represent superior characteristics of
the eraftsman. This is mostcommonly pursued

the item being created as determined by

with wea and armor. Each QL is worth +1 on MD or Armor AV or +5 on Attack
SRor 5R. tive QLs result in equivalent minuses. These improvementsare
nof magical in nature. They just represe or workmanghip, The MD of a wea)

nisy
or the AV of armor can never be increased by more than half i's original value.
Attack SR or Defense SR bonus on a weapon or armor can never be more than <25, If
the result rolled is an undesirable QL or a Critical Failure the materials used and time
spent are wasted.

357: Special Function Skills

Of course, some skills don't it under any of these general rules. In such cases
the description of the skill will include the special guidelines for its application.
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3.6: COSTS FOR SKILL USE

Using skills has its costs, both in time and fatigue. These costs vary
from skill to skill and are important in limiting just how much a character can
do and how fast he can do it. While it may not be practical to keep track of all
costsatall times, itis important fo have a general Idea of the costs of frequently
undertaken activities so that if a situation arlses where these limits are
impartant it will be eazy to determing just what (s within that character’s
ability, Keeping a record of every trivial cost is a bore, but having those costs available
can come |n quite handy in the few situations where exhaustion, speed and reaction can
menn life, death or profit.

3.61: Activity Point Costs

What and how much a charactér can do in a CR is dependent on his Activity
Points. These are a set number of points which may be spent fully each CR. In moct
situations there is litile need o worry about AR bul in combal or high-pressure
situations they become more important.

Each skill hassome sortof AP Cost. Fornormal skills the cost in AP is variable,
depending on the complexity and duration of the task. Some skills have no fixed cosl
after which they are completed, but are instead ur:F:dn actions which take a little bit
of the character s attention each round. Combata mgskaisk.llltymﬂllyI'iaWipn-
set AP Cost assigned.

The AP a common skill will take up is generally up o the gamemaster, but
ongoing skills should take up between 3% (10 - FAC) and 10 % (10 - FAC) AF per round
that they are being applied. It is normally assumed that when using such skills the
charaetie i spendiie the optimurm number of AP on the skill. Manually or physically
oriented skills should take more AP and intellectual skills a bit fess.

More specific AP costs are given in sections covering combat and other actions
which need close attention to time and duration. Combat and magical skills are

erally charged AP at a minimum level rather than an optimum level like common
skills, Node that aset AP Cost ma‘y not beapﬁ:npﬁat! for all skills. Some actions just
take a certain, extended period of time and that can’t be adjusted or changed much,

And 1_ , talking does use up AP during a round. AF cosl for conversation is
based on the FAC of the language a1 a rate of (15 - FAC) » 5 AP to carry on a normal
conversation per round that fhe conversation continues,

3.62: Varlable Skill Use

Another aspect of AP and skills is that the chance of success with a skill can be
increased by applying more than the required time/ AP and increasing concentration.
Each increment w:rnisrnﬁrst time the AP Costis I increases effectiveness by 50%.
If the required AP are spent the character may use his full SL. If 3 times the required AP
augni he may doul:[: his SL. If 5 times the required AP are spent he may triple his
SL. Eachadditional 2 times the base AP Cost spent increases effective 5L by an amount
equal to the actual 5L. Thisisa !tmpmag effect which applies only 1o thal skill at that
time and is negated if the application of the AP is interrupted. This principle also
applies lo actions which do not require skill, increasing effectiveness inan appropriate
way in the same proportions mentioned. Forexample, walking atbase Movement coste
10 AR If 30 AP are spent, Movement is doubled. Spending 5 times the AP Cost would

triple Movement,

3.6% Fatigue Point Cost
Activity Is tiring. Actions cost a varying number of Fatigue Points. The rate at

which FP are spent depends on the portion of the character s AP spent each round, This
breaks down fairly simply, and can be kept track of in units of 10 FF Spending AP at
a rate of 10 AP per CR, a charactes loses 1 FP per 40CR., Ernd.ln AT atarateof 20 AP

CR a characier loses 1 FP per 20 CR. At a rate of 30 AP per CR | FF is lost every 10

Atarateof 40 AP used each CR 1 FF is lostevery 5 CR. Ata rate of 50 AP used each
CR 1 FP is lowt every 3 CR, At arate of 60 AP used each CR 1 FP is lost per 2 CR, Ata
rate of 70 AP used each CR | FP is lost every CR. and this rate continues for all greater
rates of AP use with those characters ional en o have more than 70 AR An
exception to this is that with spell casting the FP Costis always | per S0 AP tcastin
aspell. No matter what actions a character is doing, one I!:':'t& F?JtiPrTItuTS
per hout even while resting and inactive, though not while actually sleeping.
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3.7: RESISTANCE ROLLS

In some situations characters face adversity without a skill to deal with
it, orit may be something so basic that no skill applies. In such situations a
characteristic-based roll is made to find whether the character succeeds or fails,
This sort of roll should be #djusted for the situation, as the gamemaster sees it.
The standard roll is 10100 plus 3 times the characteristic, using that as the
equivalent of a Skill Rating and using the standard Skill Use Tab%e presented
earlier. As with skills a difficulty for the sifuation can be assigned. In some
situations it isalso possible tospend more AF on a characteristic roll toincrease
the Characteristic Rating.

With resistance rolls a Marginal success would indicate partial effectiveness of
the effect being resisted and a Critical success would mean avoidance of effects witha
bonus, which might mean gaining special knowledge about the source of the attack or
affliction or some advantage to be gained from it,

Instandard situationsa diﬂgi:jultyvaluenf 50 should be counted against theroll,
but this can be adjusted upwards or downwards depending on the situation, with the
value going upwards for a more dangerous effect or downwards fora more mild effect.

3.71: Adjusted Resistance Rolls

re are basically twoways of using adjusted resistance rolls, one for Passive
Characteristicsand one for Active Characteristics, The Passive Characteristics are TAL,
ZEA, SOC, CHA, APP and CON. They start at a 3 times multiplier, but it can be
increased al a rateof 25 AP to raiseitto 4 and 75 total AP to raise it to5. [tstartsat 3with
nocosl. The Active Characteristjes are STR, DEX, AGL INT, WIL and JUD. With these,
the multiplier is 01f no AP are spent, but jtincreases at a flat rate of 1 times for each 20
AP spent, up to a maximum of 100 AP and a 5 times rating. In many cases AP may need
1o be borrowed from a coming round when an unexpected roll needs 1o be made. In a
surprise situation only Physical AP may be used with saves against physical character-
istics and only !'«lwmtaﬁr AF may be with saves against mental characteristics.

3.72: How and When to Use Resistance Rolls

Be sure that the right characteristic is used for each situation. Logic and the
descriptions of the Primary Characteristics should help make such choices, In some
situations the gamemaster may also want roll for the character so that the player will not
know he was in danger, though it is usually better to let the player roll. As with skills,
a natural roll of 5 or less always succeeds and a natural roll of 96 or more always fails..
The mast important thing with sttuational rolls is to be sure that the character hasa fair
shake, but no unreasonable advantages. Luck should not be the primary factor in
deciding situations. Skills and character initiated actions should be used instead of
resistance rolls whenever possible.

3.8: SKILL ADVANCEMENT

When a character %E!iﬂ-i Experience Skill Points he spends them to improve his
skills and learn new skills, but there are Ingical limits on how those skills can be learned
orF imp!

During the course of play the player should mark on his character sheet those
skills which he used in play. 'Fhi.s can be done simply by checking them so they can be
identified later When the player has gained ESPF he should only be able o spend those
ESP onthe skills he checked as having been used during that playing session, becaus
those were the skills which he practiced.

Alternatively new skills can learned if the character can find a teacher. The
limitations on learning from a teacher are explained under the skill Teaching, but if the
character has teacher who can teach new skills it is possible for him 1o spend the ESP
he gained during a playing session on the skills his teacher is training him in as well.
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IV: MECHANICS OF COMBAT

In most ways the combat system falls under the general skill system, but
because combat is so important to the survival of a character, even if it only occurs
rarely, some special rules and adaptations have been developed 1o make combat more
flexible and lo cover a wide variety of specialized tactical situaticns.

4.1: SKILLS IN COMBAT

A section of specialized combat skills is presented in the general skill fists.
Combat skills can be found in the alphanumeric Emnpin&i Pand Q. These skills are
grouped by weapon type or by stylistic relationship. Each of these skills has several
descriptive characterislics as well as sub-skilis which are explained in this section.

4.12: Weapon Sub-Skills

Each weapon skill has three sub-skills, Attack, Defense (or Parry} and Disarm-
ing. Each of these 1= a different tactic or option possible in combat. All three
use the same Aptitude, but a character may have ditferent numbers of SL with each. In
addition, they contribute at a special rate because they are sub-skills of a single major
skilland therefore very clasely related. Each sub-skillwithin a skill contributes
to the ather sub-skills at double value. Each sub-skill contributes to the
equivalent sub-skill with other major skills in the same group at the normal
contribution rate. In addition sub-skills are exempied tosomed from the
normal requirement that real SL must be bought before Contributive Points
maybes%:,nl. Sub-skillscontribute at 1 starting points per SL to othersub-skills
even if the character has no actual bought 5L of the other sub-skill. They
contribute at 2 starting points per SL up 1o the number of bought SLof another
sub-skill which the character has.  Thus, the Ajtack skill with Dagger
contributes to Attack with Short Sword at the normal rate or to Defense with Dagger at
double value, but not to Defense with Short Sword. For more information on weapons
see the weapon skl descriptions.

4,12: Activity Point Cost

Each weapon skill has a set Activity Point cost. Each fime that weapon is used
to attack, defend, disarm or do any other action that AP cost is paid. 1t is
possible o spend more AP to increase the effectiveness of skill with the
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weapon. If vou double the AF spent you can increasz any one $kill Rating or
the Maximum Damage of the we.*npcn%y 507 of theoriginal value, If vou tripie
the AP spent you can increase any SR or the MD by 100% of its original value,
You can spend more AF to increase multiple 5Rs or totake multiple attacks, or
even to increase MD and SR, but you can never increase any one aspect of a
weapon o mare than doubleits orfginal value. Note thatwhen the skill Attack
is paid for in that first payment covers both Attack 5R and base MD, but after
that first payment MD and Attack SR increases are paid for separately.

4.13: Weapon Damage
Each weapon also has a Maximum Damage (MD), whichis the highest amount

of damage that weapon can normally do, broken down by Club, Edge and Point
classification. 1t is modified by the Damage Class of the attacking character and his
levels of the Damage Strike skill which adds directly to hie DC, The formula to
determine Adjusted Maximum Damage from plaver Damage Class and the weapon's
standard Maximum Damage is (MD x D)/ 10 a table for this calculation can be found
in section 2.41.

4.14: Effects of Range

Each missile weapon is listed with a value for Range (RAN), which is used to
calculate the rate at which accuracy declines with distance from the target with a
particular missile weapon. Itismodified by the Damage Class of the character to find
the actual modification 1o accuracy with a missile weapon forrange.  Adjusted Range
is found with the formula (Range x DC)/10, Range indicates the number of feet of
distance over which attack SR declines by 1. 50, with an adjusted Range of 10 and-an
Attack Skill Rating of 50 with Langtone a character would have an effective Attack SR of

30 at 200 feet.
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4.15; Combat Skill lhtin?u
Combat Skill Ral hg (Attack, Defense and Disarm) are determined

t like other skill ratin ing Skill Levels and multiplying by
acility. They tend tobe a bit than SRs because the Facility of most
combat skills is 1. It is strongly recommended that you use the advanced rule
for Adjusted Skill Rating from section 35 when determining SR for combat

4.2 ACTIVITY POINT SPENDING IN COMBAT

Activity Points are very important in combat and allow flexibility and
strategy to play & major role in the cutcome of any battle. By ipcndl-nE AFin
different ways a virtually infinite number of stralegies becomes possible.

4.21: Spending Limits
AP can be spent 1o increase the value of any skill used in combat. Spcnﬁlﬂﬁ 1
ng

times required AP cost ylelds base 5L value plus any A ptitude characteristic. Spend

2 times required AP cost increases total rating by 50% of the original value. Spending
3 times required AP cost doubles the original SR, No more than 3 times the base AT cost
of a wespon may be spent on a single weapon skill in one round, and no combai 5B can
mhmml}unmw? g AR AP may be spent to increase sffective SR
wilh more than one sub-skill of 3 weapon, such as altack, defense and damage. With
each sub-skill the same cost for increase jes. If a weapon cost 20 AP it would cost
an additional 40 AP to increase Attack SE, Defense SR and Maximum Damage each by
50%.

An additional limitation is necessary to deal with the contrast between the fact
that defense is an ongoing action and attacks are incidental actions. Only one defensive
action may be laken with each part of the body. Each hand with a weapon may parry
each round and the legs may be used to dodge each round, This means that no more
than three defensive actions may be undertaken in a round, While there is no limit on
the number of individual attacks or attack skills which may be used, except the number
of available AR no more than a total of 5 increments of AP may be spent between all
defensive skills used, Increments are one times the AP cost of any action, regardless of
the amount of that AP cost. For example, a character could spend 3 increments (o
increase Parry with one hand to double valoe, one increment to parry at full value with
the other hand and one increment to dodge at full valve, a combination which would
pﬂ:hlhlyz:ﬂd the possible result. The next best alternative if the character did
nothavet n::ﬁuh | wou ld be to parry at deuble value with one hand and at one and
a half value with the other. This restriction of AP spending on defense i essealial
because of the fact that defensive skills are additive, while attack skills are discrete
actions which do not combine Attack Skill Rating (with the exception of Combat Tactics)

4.22; Flexible AP Use

Certzin forms of AP extension, reduction and berrowing are possible, These
may be useful in special situations or combat lactics. A character may vary the number
of AP he spends on a skill. For a skill to work he must spend at least one times the AP
cost for the first increment, but bevond that he may spend vartable amounts up to 2
additional Hmes the AP cost, with paralle] increase in effectiveness al a rate of 1%
increase of SR for 2% increase of AP spent, as noted earlier.

AP can be borrowed from coming rounds or saved from a previous round. Up
o half the AP from the next immediate CR can be borrowed, but in that next round
double the number borrowed are lost in payment. AP saved from the ious round
in a period of concentration carry over at half value. AP from the before that can
carry over al one quarter valoe, and AP from three rounds ago carry over al an eighth
of normal value. Older AP cannot be carried over, and AP cannol be carried over
rounds in which less than half of the AP are being devoted to concentration on future
actions or if the concentration s interrupted.

423 ence of Actlons

P and the sequence of actions is worth nmemblﬂnﬁ; Different
characlers havedifferen! amounts of AR but they all spend their AT in thesame
amount of time, meaning that those with more AP are a bit faster acting than
those with fewer. The A a character enters combat with are equal to his total
AP minus any cost for defense (Defense SR) and any encumbrance (Armor AP
cost) or other overall subtractions. The remainder are his free AP to spend on
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aggressive actions that ound. To determine who can strike first subtract the
lower AF from the higher AE The character with the higher AP can spend half
the difference before his foe may begin to spend his AP and may spend the
other half after his foe has run out. For group combat just have characters attack
in descending order of nuntber of Alg,

Generally, in common combat AP should be kept track of fairly
roughly, with the concentration on the number of blows each character has per
round, rather than on breaking each round down AP by AR which may
become somewhat impractical.

4.24: Fa Loss in Combat
ombat is more intensely tiring than other activities, During combat 2
character will lose 1 Fatigue Point éfevrry 30 AP which hespends. Half of this loss is
long-term loss which can only be regenerated by rest wm..TMmhn haif is short-
term loss which can be erated by a “pause” in | or period of relative
inactivity This pavse is defined as a round in which the character spends fewer than
30 AP (which still might allow him to defend himself or maneuver). During a pauce
round a character tes 1 FP and loses none, up 1o the limit of half the tota] AP
lost in that combat thus fac
i frer all this 8 1 combat |s fair]
Afteral tion, the process of actually engaging ina LIS fairly
simple, involving an!y two die rolls and a couple of rekrtf:ﬂ

431 Alm and Location

The attack consists of the character choosing a target area on the opponent’s
body at which toaim and relling 10100 To this roll he adds his total Attack Ski Riﬁrg,
From this total he subtracts the folal Defense SR of his target including znr and ali
appropriate skifls and modifiers, The fotal is compared on the Combat Table for the
target area chosen and that determines whether he hit and what part of the bady he hit,

There are basically two combat tables, one for large body areas and one for
small body areas. 1t is somewhat easier to hit large bﬂdt’ areas and harder fo hit small
body areas, Several results are Ecﬁsﬂ:ledepmding on the guality of the modified roll,
ran from a Marginal hit where the targel character gets fo choose what adj t
bmfms gl

y area the attack was deflected to uptoa Critical hit where the attacker getsto
any target on his foes body of hisoriginal aim. In those cases where the target
gets 1o choose the location of the blow he receives, to somed that is a contrivance
to avoid adding another random factor but it also partially represents defensive
movement bo k or partially deflect a blow to a better protected body area by
rezligning the body tn response o the attack.

'tﬁ‘}l-n attacking a non-human who may have additional limbs, they should be
handled by the appropriate chart based on theirsize. 1f the attacker gets a Marginal hit
against a non-human ent that non-human may have additbonal choices of areas
e which to deflect the blow based on areas which would be adjacent with his anatomy.
Forexample, a Trozard could deflect Marginal leg hits to his tail in addition tothe areas
given.

Given to the right are three basic combat tables, one for attacks atmed at large
body areas, one for attacks aimed at small body areas and one for special attacks such




ma:l Imlhuhnr

amwnﬁmmm mmhmmettm
sSuumnsuM hie hias hif ine
mm 1o choose what
qlkmgm_a_m:

i mummhm
of where he

mmmmmmmmhu@ﬂ

w nnmw

M!mhwhﬂn Tl‘l

i i
GHLE'WM.EWHW
Same Arm, Chest

a&mmumm“

gets 19 £hoose what

by-minqmm

‘characteristic the defender I!\.l{
Rnﬂuhi,nudtﬁadlwth

! ptitude charact Ik-d agaiml on this uhie varies :ieptnding
:{ﬁlhnt)wdmtackmdt Themuluphtrind tes how many times that
add to his roll on the standard Resistance
ﬂ( the attacker with the skill which he is

Aduanzed Rule: Bub-Lacation

To a0d deail i combet wgh
Bl B FyEed O jul-IDCElon 80
wystes which tnes 2 of of et B b

ipeanan chans for sach
ol Wnndlrurmnl:;mr:l

5L umh Yhe AmoLR umhmmummw

o b ongral ekack ol as 4 DOnuE sdced 10

;g SNEARY
5
2
REfE
13 §
53 ce=\BaG] FHRE] eesume

%

o

o

o, Cacis
-~ s e
» Sut-Area
T .
3 Tesiciey
% Lover
ol Iraegsng
o Dapragm

Whar the result o1 4% of these iabies 5
gummdmsmmlbm;:wwmn-rmh

Rasull (TEP

[
3

§




4.32: Multiple Attacks and Defenses
Whenever the character has the AP to spend on a blow the same process is
repeated, while at the same time his opponent makes his attacks in the same

way.

433 Defense Skills

Defensive skills operate somewhat differently from other skills, Self
defense combines elements of an ongoing action of awareness of enemy
attacks and specific reaction to specific attacks,

Al thestartof a CR l'h:ﬁl!.y!fdﬂl-'minﬁ how he is going 1o deal with
the attacks he ex 10 face that round. Each combatant announces his total
. Defense SR for that round (just like in the above case), how many attacks he
o morge ol i sk chooses 1o make that round and who 1h¢|{:ﬂ directed at. Each player then
MR TR TLT TR determines the number of attacks his character willbe dealing withand a ions his
Defensive SR on that basis. 50% of his Defensive SR Is automatically in inst
all attacks. The remaining 50% is divided between all the attacks he has 1o deal with,
redless of the number of foes attacking him. The amount apportioned 1o

-'-p:'“' P s mlmn-ddadmﬁbzhﬁwsnapinﬂmiwiﬂum Thus, if a
1 you mant 0 g your = character had a Defensive SR of 84 and was facing 4 attacks he would have a
&"."’,‘:"‘.ﬁ base Defensive SR of 32 plus 32 points fo divide between those d attacks. The
Oetargee sicls g m'ulm default option would be ta divide the points evenly for a total Defensive SR of
i b ek v 40 against each of the atiacks. The player would have the option of dividing
Ww : thr:‘.{: any other way]wchm;ﬂ&ﬂfmpsblll he wa; factng two attackers, one

M0 15 Simae 2 woris el ; w stispected was strikin t Fast blows and one who was striking one
m“‘%ﬂ: gargantuan blow he might make his Defensive SR 64 against the bi g blow and
ekt — only 32 against the others. With this version the assignment of Defensive SR
PPayary and characters. to specific blows a ways takes place at the start of the CR,

4.3 Missile Combat

mmm“ In missile combat the chance of hitting a target s modified for the
O, .., Lo, By distance from the target, as explained in section 4,15, Accuracy is reduced far
] range based on the type of weapon used. The only exception to this is the

Crossbow. With this weapon the DC of the character does not count, and Rl is
equal 1o RAN itself. Thus, if a character had a DC of 10 and used a Longbow
with a RAN of 10, he would have a Rl of 10, so that at a range of 240 Feet he

a2 AF on niE
R
o

MLt RO would have his missile SR reduced by 24. Witha Crossbow the samee character
vy A b would have a flat Rl of 5. a5 would any other crossbow user and wenuld lose

5 ﬂ*‘ﬂ e 2 48 Attack Skill Rating over thatsame distance. Note that in missile combat only
“?:‘”.',',ﬁ o secocagn v be v | theskill Dodge and Ihzvaﬂn&ss.}dﬂdssﬂlis(whkh count at half their normal SL) plas
wm e head any modifiers for armor and shield are counted into defense SR

=

It 30 or b . S § A SR 4.35: Lucky Blows

47 e Gordsag s SFcl i3wacn Regardiess of a character’s chance of hitting, if he rolls in the range of 9%6-100

without modifiers it is considered = “Tucky blow”,. a character gets a lucky blow

] ﬂnm?ﬂnm-nm it e he re-rolls his attack on the same attack table, but the defender’s Defensive SR n't
fodasdamesizameseio™® | count and he has the same Attack SR he had on his original atiack.

Sy hasrawebied BuseesGoissas | 4,0 DOING DAMAGE
Mt o e e When a weapon sirikes a targei it does damage to the area of the body which

ama
Garaag:ull 342 qutesror ahe G s nesced :
T o e isstruck, Damage has different effects by type of weapon used and area hit, as well as
A L e e Eee | powerof theblow involved. In addition; damage breaks down into physical and stun-
what mira AP he heson incressing i AR Hs | Type damage, though physical damage is of the greatest lasting importance,

AP on qu-mm In determining damage it 18 important o stari b wing the effective
i ichreudin | weapon and the Bamage Slass (DC)of e characier asng . Toa Adjusted MD i (DC
jprodasly 'se-up ol the vesi of thia wea an amage Class 1 acher using it. ust i5
e e usaisenomn . | xMDIG . s
W’ m-ur! Physical Damage is determined by rofling 2010, The takes the lower
N T RS dltande | the two numbers produced (0 counts a5 4 10). rﬁmsmumm-mm divided
e, dl?wimm'm by 10. In other words damage iz (MD x Roll)/10. This can also be determined by

EE] h'u:%:muud rounding up to the nearest multiple of 10 and dropping the last digit.
imnz IMM
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The specific physical effects of this damage are discussed in a later section.
Essentially they are subtracted from his Hit Points (HP) in the area struck and nasty
things happen if too many HP are lost. Stun damage is based on physical damage and
is also covered in a later section.

441 Damage
%amds. plrﬂculadmlmspt!hind impacts with the ground
or large objects, will dooverall or damage. Thisdamage isdonenot toany
rticular area of the body, but to the character ‘s total Hit Point value. All Body
B.-m.lge is cumulative, and the damage effects table has a listing of what
happens when various levels of body damage are done. This type of damage

s ical abuse. Some types of attacks may even produce both
B ) e d

4.42: Alternative Rolling

Certain attack roll damage slightly differently from normal attacks,
Specifically, highly technological weapons and most magical or energy based attacks
(all attacks not ndent on human physical strength for damage) roll damage using
the high die of the two 10 sided dice instead of the lower die, In addition, these attacks
do not do critical damage so that their maximum effect is always 100% of their MD

value,

4.5: CRITICAL HITS & MIS5ES

Sometimesa may strikea particalarly
his attack on 1D100, the character gets a natural roll
it is considered a fumble, or critical miss If, when rolling damage with
numbers rolled match, it is considered a critical hit,

orbad blow. If, when rolling
5 or less, not counting modifiers,
10, the two

Misses

A fumbie is a particularly badly execubed blow, and when a character fumbles
you should consult the appropriate fumble table 10 see what the result is. Using these
tables you roll ID100 plus the character’s SR with the weapon he is using, unmodified
for AF to determine the result of the fumble. There are separate tables for hand to hand

and missile weapons..
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4.52: Critical Hits

A critical hit is somewhat simpler, indicating a superior, exceptionally good
blow. When doubles are rolled, instead of taking the lower roll to find damage (there
isn'tone), youadd the two rolls together and use that number asifit were your roll. This
can potentially yield double normal maximum damage. This increased damage also
counts in determining stun damage if you are using it

4.6: EFFECTS OF DAMAGE

Weapons do nasty things to people they hit. This is why they exist. Just what
a weapon does depends on several factaes, including where it hits the target, the force
of the blow and the type of weapon.

4.61: Hit Point Distribulion

Each part of the body has a certain percentage of the total body HE: When a
character is being set-up these percentages can be calcufated, but they need not be until
the character is actually hit. re are 19 basic body areas, though some of these come
in pairs. The HP in the area, as determined from a percentage of the character's total HP
are very imporiant in determining the effects of damage.

On the Damage Effects Chart there are five columns marked for 1 through 5
times damage (18D -5xD). These indicate multiples of the hit points for the body areas,
Effects are listed in columns by single letter designations. The effects are broken down
by Club, Edge and Foint damage distinctions, indicating the lipenfdﬁma-ge whichdoes
that effect al that particular damage multiple in that area. Thus, there are three [etters
al each mu.ll:iE]e foreach area. The order isalways C/E/F So, if a character had 5 HP
in the Right Upper Arm and took 5 HP damage from a club weapon, he would be at 1
times damage and have a I result. Al 2 times damage it would be a B result. At 4 times
damage it would bea 5 result.

The table provided below gives the various body areas for humans, their HP
distribution and aﬁ the various effects possible with different levels of damage.

DAMAGE EFFECTS i BN
LoC . - - SDM %HP 1xD 2D 3xD 4xD SxD
Head ] 0 B42 15% UUU UD3 DOD DOD DOO
Heck sl | 18%: U Pst DD&  DOD -DRD
Hands  ©0 0334 0% e BAI ARl B83 558
Arms - 2 -390 904 - BAI ASI | 883 .S85
Chaest s eaie UL P35 30D 60D DOD
Abdomen = 5a2 0% U2t P42 573 DDE DDD
Legs L4240 30% Ik UBAl ARl 'B58 B85S
Fesl (50 =881 15%: [k BAl: A" '8555 S5%
Tall oooisi 3@ MRk BAL - AS| 388 885
Oveeall 832 100% U P33 200 DOD DOO

4.62: Results of Damage

The different letter designations found on the charl above should be explained
briefly here. - Noeffect. U: Wound causes unconsclousness, unless character can rall
within (113;01\1 - HP of Damage in Area)’ to remain conscious. I: Area incapacitated,
roll within (3WIL - HP of Damage in Area)% touse. D: Character dies, on the SEDL S
Limb is severed, totally useless, partially attached but unretrievable, no special bleed-
ing result. B: Limb is broken, may not be used until healed, P: Character is paralyzed
in that area of the body and all areas below it. A: Severed artery, rapid blood loss, loss
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of (1 x Area HF) per CR from overall HE #s 1-%: Serious Infernal damage,
character dies in CON./# minufes if not given serious immediate medical
attention. Notethatifdamageinanarea past one times damage ortwo
times damage, the effects of the lower damage multiples still count, so if a
persan takes 5 times clul damage in the Chest he gets U from 1x, P from 2x and
a #3from 3x damage. Multiple wounds in a given area are additive, even when
they are of different types of damage, Inmixed dama the’ﬁlmemaslershﬂuld
res

decide which would predominate, or he can 15.

Such as Incapacitation and some of the other results should be inter-
prefed H‘IM gamemaster in a way appropriate to the area in jon, with added
effects hindered mability or vision as seems called for  As a general rule an

itation result should double the AP cost of any use of that of the body. If
that extra cost is not paid a DEX x 3 or AGI x 3 roll should be made to be able to use the
limb at all, even to remain standing ar hold an abject.

4.6%: The Healing Process
at a rate of 1/10 of HP (rounded up) restored 1o a
perday. If the character has taken overall damage this is applied
:l'lju“ldhtd!y mﬂm%ﬁ'ﬂm&tkw:ﬁm mm]l.lﬂtam
proportionall percen that area would normally have.
Mmmmar hewuulduyfruhlpwday,whldswuumhc-!mmll
per day, 2 in the Chest, 1 in the Abdomen, eic.

4.7 ARMOR & SHIELDS

Armor is invaluable in certain styles of combal, as is the inevitable shield.
Armor is used to cover various paris of the body and provides prolection against a
variety of forms of damage. Shields perform a similar function, but are a bit more
mobile. Bothare somewhat encumhzrﬁ:g.

4.71; Armor

Several types of armor are available, from the thinnest leather to the sturdiest
plate. Most real armor will be a mixture of these forms to A1 the fupction desired by the
character Armor has three characteristics, These are Deflection Value (DV), Absorp-
tion Value (AV) and Encumbrance (AP cost), DV is an amount which a person wearing
that armor adds to his defense SR against Club, Edge and Point attacks. There is &
m DV listed for each armor type for C. E& P hﬂ mﬁuna Ifa character had a

SR of 32 including his defensive skills and Chainmail (DV7/8/6), his defense
SR would become 37/ 38 36 with the DV, AV i an amount by which armor reduces the
ﬂwdnﬂgblmmﬂdngdu areas it covers. The reduction is broken down by
weapon addition to the CEP values AV also has an A value indicating the
from the Stun/ AP damage of a blow striking the area it covers. Ifa
sword blow struck am%mﬂh would have tlsdamge{aﬂerml!inrﬁ
mdnmdbyEmdiisﬂPd:m:F! by 1. The AP cost of armor is as given, a
is a reduction of the character s fotal AP each round thal he is wearing that armos. The
areas which armor covers are indicated by trpt on the Damage Effects Chart. Other
characteristics are on the Armor Charactenistics chart. If a character has an armor tvpe
and itdoes not covera given area, that area will be covered by the next best type of armonr
In & full suit of lhlI:i,'p:, 50 a character with Light Plate would have Scale in the hands
and thighs. Special armor combinations can be made, but these are the standard
designs. Armor may be bought to wear under other armor. In such a case, the AP cost
Is totalled, the DV is that of the outer suit, and the AV is totalled. However armorcannot
be combined if the total AV against Club totals more than 5. If this limitation is violated,
the armor is too restricting and the character will have trouble moving,
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Note that against flame or similar z;aes of damage armor absorbs
damage at hali of the value against club damage, rou down, and of
course, armor kas no DV at all against energy or flame attacks.

4.72: Armor C
Because of ical limitations armor can not be of nniform strength

and thickness or even materials over all parts of the body. Mosi forms of full
body armor are actually combinations of differen! types of armor or armor
which is adapted and modified fo provide joints and flexible areas for movement.

An easy way to determine how heavily armored a ﬁ-m part of the body can
be is by the Hii Point peccentage in that area, ,éuicall divide the HP ptrwnIn’Fe for
each area by 5and add 1 to determine the maximum AV that area can have covening it.
Thus, the Right Chest could have up to7 AV, while the Face could never have more than
3 AV The AV value used is always the middle of the three values (nol counting the
value for AP absorption)when dewrmir.in? this coverage. Thissystem works because
ulf a natural wrrespundence between need for mevement or access and the ability of an
area o absorb damage.

How this limitation functions for the individual character is up to the player.
It can represent thinner armor or segmented armor, or a combination of types of armor,
such as some plate chair over armar which is mostly leather In all cincumstances the
AV stats are s those of the armor covering the area and the DV stats are those of
the armor covering the lirgest total tage of the body by HP distribution (if you
wanl to bother 1o worry tbout this), ﬁ: AP cost of the armor is always that of the most
encumbering type used.

4.73: Shields

Shields provide a defensive function similar to armor, but alse can be trained
with as a defensive skill. Shields provide additional AV for those areas of the bod
5 Ily covered by the shield. Defensive value is based on skill with the shield. [t
the shield is in normal position, the AV of the shield is added to that of any armor in
the areas covered. The areas wherea shield aulumtlca!l!raddsw the AV are indicated
under the Area heading on the table below, a5 is the AV value of the shield.

The tricky thing sboat shields is that they can be moved tocover different areas
of the body: On the table below each shield has a percentage value listed for Cover. This
mﬂum{ou large an area of the body can be protected with the AV of that shield in
addition to the standard areas. This percentage indicates area in HP percentage. Any
numberof adjacent areas may be covered as long as their total HF percentage is lessthan
the value for that shield. For example, a round shield can cover anything up o 50%.
Since the chest js 40% it could cover the chest in addition to the left hand and arm, but
with only 10% left over no other areas would fit under the shield. The Legion shield,
however can cover 150% which might include chest, abdomen, both legs and one foot,
for a total of 145 percentage points,

If a character wants his shield to cover more of his body than what is listed
under Area, he must use his skill with the shield, To assume a defensive coverage he
must pay the AP Cost of the shield when a position is assumed or changed, and he must
make a successful skill roll with the shield at FAC 3.

The value of a shield for defense i& dependent on a character’s skill with the
shield, which adds to defense SR as indicated in the combat skill section. Note that only
half of a character's SL coant when using a shield against missile weapons. The AP cost
of shields varies based on the particular shield in question and can be found in the skill
section. Also provided there are the SP cost and other relevani stats of particular

SHIELD CHARACTERISTICS
Shisd  AREA  COVER w
Bucder LH o

Roud  [HA 5% W43
Chavren LHA  100% 445
Legbn (HA  150% 435
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4.8: SPECIAL ACTIONS AND COSTS

Combatisa time forfast thinkingand improvisation. Characters mayalsowant
tosetupandmakes iand unusual actions. Some of these are gone over here so that
the gamemaster will have a basic idea of what to expect and how to deal with it.

4.81: Common Actions

It is importan to know how rnﬂn; AP certain actions cost. Getting up when
prone costs Sizex 2 AR Crawling moves the character at Movement/2 for the same 10
AP Cost as walking movement. Drawing a weapon for the first time costs AP Cost/2
AR Cocking a crossbow costs the full AP cost in addition to the normal AP cost. For
other missile weapons loading AP cost part of the basic cost,

4.82: Special Attack Options

There are many more tactics possible in combat than just hitting the opponent.
These include unbalancing, disarming, immaobilizing and many other types of attacks,
IMost of these are resolved using the "Special” table on the combat chart.

4.821: Unbalancing Attacks

Unbalancing attacks are made like normal attacks, using the character's 5L of
the Attack skill with 3 weapon and his Attack Skill Rating against the foe's defense SR.
The attack is rolled on the Special Attacks combat table. If the result on that table isa
multiplier, in the case of a standard weapon unbalancing attack, that is the amount by
which the target’s AGI is multiplied to determine the amount which he must roll within
to avoid being unbalanced. A character may spend AF at a rate of Size + 5 AP per
increment to increase that multiplier by a factor of up to 3. The WOU result indicates
a randomly located wound for half damage instead of a successful unbalance,

A charge or tackle costs 50 AP for the attacker, [tis rolled as above, bul if it is
successful the attacker does his DC + Size in real overall damage and 3 times that in AR
divided by the number resull on the table. If 2 WOU resull is achieved the overall
damage is halved and the AP damage is negated. The attacker also takes 3 times the
target’s Size in AP damage himself.

A grapple does overall damage of up to the attacker’s DC, with 3 times that in
AT modified by the same factors and rolled on the same table asnoted above. Breaking
& grapple costs 30 AP and allows the breaker to make a comparative roll against his
epponent, bothrolling STR + 1D20, witha break occurring if thedefender has the higher
total. Once a FPP’E has been established, the attacker halves his AP cost for
subsequeni continuation of that grappling.

A throw does overall MD to the victim of attacker’s DC plus 2 times the
defender’s Size. AP damage is 5 times this. The Special chart 1s used with modification
as nioted above.

Ifa character falls from a height, he takes an overall MD based on heightin vards
and his Size. Overall real damage is ({Height x 5ize)/2) - 8. AP damageis 10times that.

4.622: Disarming Attacks

Disarming attacksare also possible; A character may rollanattack totry to grab
or immobilize an enemy with his hand ora weapon. Todo this he uses the Special atiack
table. If he hits, the mui’ﬂplier is used to determine how many times the target’s 5TE he
must roll within to retain his weapon. If the weapon is dropped it takes 50 + 35ize AP
for the target to retrieve it.

4.823: Immobilizing Attacks

In an immobilizing attack, one of the normal attack tables is used and
the area hit may be immobiiized. The degree to which it is immobilized is found
by rolling on the Special attack table, adding 3 times the attacker’s STR and
subtracting 3 times the defender’s STR. The resulting multiplier indicates the
amount by which the AP Cost of any actions with that area of the body is
multiplied. Forexample, with a 3 times multiplier a blow with a sword which
would normally cost 20 AP would cost 60. After the initlal immobilization, in
each s uent round a roll is made to continue the effect on the Special
columin of the combat table. If the result is a miss the hold is broken and if the
attacker wants to reestablish it he will have 10 roll another fresh attack.
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4.624: Distracting Attacks
A distracting attack is designed to negate the defensive ability of an
cqnmuulh}-nsimga distracting weapon or attack to force him 10 tie u
 defensive weapon or divert part of his defending ability from dealing wit
the primary attack In mildnﬁl distracting attack the attacker spends the AP
o~ o cost for the w and his SR with Disarming for that weapon is used on the
£40 madn the Sudden Be or Special combat table, modified for the Defense SR of his The resulting multiplier
Beciuits h% is used to multiply the attacker’s SL with Disarming to ine the number of AP
b quite which the defender loses because of the distracting attack. The defender can choose not
charactass are faken unawars of are wm to lase those AR, but then the atlacker‘scomglele R with disarming is subtracted from

ﬁ:ﬂ.ﬁ:ﬂ% "I;“'EW the defensive SR of the target for that round.
Mﬂ are more

mmmﬁmnummm 4.525; Shield Bashing

ombial, Also worth considering is the shield bash, which is essentiall g an attack with
““Hm"" Auberepisr | a defensive tool, as outlined in the combat skill section. The Shield Bash kg}_g:n of a
Smions the mhn:h-buu Eﬂupohltarhdesigmd to make combat more difficult for an opponent. shield
itle bt This does nof mean i is & good idea dpmmuﬂymllmudm&is. Eachshield has a damage and a cost listed for thistype
B fudge M!—hhi—pmw use.

incompatent ther

by m.ﬁ"""‘m& 483 Subduing Attacks

mahl the et time around. Two main attack options aside from crippling blows, are available for those
mlll dis for fimiece | who wish only to subdue an opponent. These are the Stunning Attack and the

, but Infa combat
:m % m Unconsciousness Attack.

S 0 Ly S S e 4.831: Stunning Attacks

Ao AStu n?ﬂng&ttackisiustliku normal attack, but the character declares that he

i hanve & 'pg: ‘k:ln!endn_n siujn bief'gléleh;cnd andﬁrhen hﬂﬂ&hﬁfoﬁ;ﬂ l;}g;maiﬂd!am d:nct whf: AE
amage is calculated the Stun Dama; ifier is doubled, while AP damage is sti

i ik b b Rt hlsndg:n what the real damage would have been if the blow had not been pulled.

rmu-numbm 4.832: Unconsciousness Attacks

wvel Ss0est ysehl combad stategies. This An Unconsclousness Attack requiresa hit toan area wherea U result is possible

Hmﬂb&m-::m with the type of weapon used. A I:,qtht real damage is halved, but for determining

Py ﬂ-m! i b stardeed Yigann results the damage is treated as double, up o the point where il achieves a U resull
anda comestoycuamed | Thus, a character might do 16 points of damage, which would count as 8 real damage,

with & wwmmﬂ but as 32 for determining whether he knocked out the target. If the attack hits an area

s hmm‘:; where the U result is not possible with the type of weapon used then the real dama

Detansive ﬁ“ﬂl'ﬂ be, he's rat gain is still halved. Multiple blows of this sort are never cumulative, A character must

i be able to ﬂlﬂﬁl somecta with goag knocked out with a single blow.

armorand ane ow from a kargs weapon

"m‘“ﬁ'm in tae. 4.84 Handedness and Multiple Weapon Use

Muost characters will use a weapon in their favored hand. 85% of the time this
will be the right hand, If a weapon is in the unfavored /left hand, DC is reduced by 25%
and Aptitude for skills does not count when that weapon is used.

A character might wish to use two weapons at the same time.  The same
modifications apply to the second weapon in such a case. In both cases AF cost stays
normal for the second weapon.

Another option is to use a ane-handed weapon in two hands. Basic AP costean
be paid once with each hand and it counts as if it were paid three times with one hand,
sothat DC, Attack Skill Rating or defense SR are increased 100%. Anyincreases beyond
that must be paid for at the normal rate. This is because each hand gets one free level
of each effect at base cost, and those first paymenis can be combined if both hands are
combined. Using a Broadsword in 1 hand would cost 72 AP for double
damage, but with two hands double damage would costonly 48 AR Remem-
ber that extra levels of skill can compensate for reductions suffered with the
second hand. A popular tactic is to learn one weapon for defense and another

| foraitack

The flip side of this is to use a two handed weapon with one
hand. When used in the right hand it is ireated as the left hand. When used
in the left hand, the DC penalty is doubled.
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4.85: Default Combat Status

Far general reference, characters who do not spend AP for attack have no
Attack Skill Rating. Characters who do not spend AP for some form of defense have no
defense SR, exceptarmar DV, Defense SR may be increased for terrain and coverby the
emaster. If youwish to execute animmobile person, vou can save up AP and devote
them all to damage and aiming and assure sufficient location and destruction. Remem-
ber that AP can be borrowed on limited terms from previous and upcoming rounds in
as is detailed in the AP section. On the whole, the gamemaster should use the basic
tems outlined here to adjust and deal with whatever situations arise. 1f the basic

ideas are preserved, any situation should be manageable.,

4.9: Mass Combat & Maneuvering

It may often happen that a character gets involved in a fight where he
is surrounded, outnum or out maneuvered. This may mean that
opponents can attack him from the side or the rear, or can attack him with a
%;r.erai advantage. The basic rulein these situations is that generally no more
than four people can get infoa position fo attack a single opponent simulta-
neously, though this number may be higher with partinﬁar! large characters.

A character's Defensive SR against one opponent also counts against
others, but the more there are the thinner it is once spread around. His total
Defense SR is equal to the starting Defense SR times the aumber of apponents
minus 25% for two opponents, -50% for three opponents and -100% for four
?hppunem& The adjusted total can be divided between the opponents any way

& defending character likes, so long as no single foe faces more than his starting
Defense SR or less than 0. For example, facing 4 foes he would be working with 300%
of his Defense SR. He could choose to have 100% against 3 of them and no Defense SR
against 1, or 100% against 2 and 50% agatnst 2, or any variational distribution he

DOSES,

In addition attacks taken against opponents under such circumstances are
reduced. The total Attack SR of an attack against one opponent in a group is reduced
by the same amount that the character’s DE%;'IHE SR is reduced against that opponent.

To a large extent this system represents facing and Eaﬁitioning. The larger the
percentage reduction the less well a character cansee or reach that particular opponent.
A reduction of Defense SR by 50% or more probably means the opponent in question
is behind the character, for example.
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V: SPELLCRAFT

This section examines .-mdrgfu rides mechanics for m-lig'lc and paranormal
powers In fantasy warlds like Ysgarth. The system is very detailed with a number of
significant sub-systems, but the basic concepts are simple and follow logical patterns
found In the fantasy and legend.

In Ysgarth magic the potential o be quite erful, depending on the
situation, the skill of the caster and the limitations which the gamemaster chooses to set
in his campaign, The basic system mechanics, if allowed 1o run free, put only limited
civecks on magical power: Rather than imposing mltnﬁulﬂ towolve the problems
endemic in a magical world, many of the restrictions in this system have been placed
in the soclal context of magic, The gamemaster should be aware that the circumstances
in which magic is used are extremely important and that the system will nol function
ideally without the intended social strocture and limitations or your own practical
alternative. More on the social aspects of magic in the specific world ba nd
is provided later and in the thind book.

The following sections give the bare mechanics for magic. accompanied by a
lengthy spell list. special sub-systems and the basics of the societal nd
mmnmn;.lhuu Note that when mages are referred 10 in this section most of the time
the same rules and restrictions also apply to priests. The methods of casting spells are
pretty much the same for and priests. Only the soarces of power are different.

The system Is in to beversatileand can be adjusted in i1s Jevel of power

and complexity to suit the type of campaign you want,

5.1: THE SOURCES OF FOWER

©On the most basic level magic has its source in Mana. Mana can be
thought of as particles of energy which permeate the universe in varyin
intensities of concentration. While there is Mana everywhere, it has natura
patterns of flow and attraction, and under the right conditions it can be
manipulated and emploved. Spirits, including the human spirit, naturally
accumulate Mana and persons with the proper skills can make use of that
Mana to circumvent the ,r.onnstd rules of nature. Mana provides energy
which can be applied to any function if the user knows the proper mechanics 10 do s,
but while it operates under fts own set of rules, the phenomena it makes possible often
transcend nature or normal human ability

Under normal circumstances a n's awareness of and Innate ability to
work with Mana Is based on his Talent (TAL). The h&hﬂ‘l person’s TAL is, the more
he will attract Mana (resu lting in a higher number of Mana Points) and the more he will
be able iodowith that Mana {as is seen with many of the skills and spells). The average

has a relatively low TAL psin the 15 range. Mage craft demands a high
AL and mages are selecied and trained with 1his in mind 50 they will tend to have
unususlly high TAL TAL also determiines a person’s resistance 10 many forms of
magic, 80 common le are often at the mercy of s because their TAL s
untrained and naturally Every person who has a TAL of one or more has Mana
and can theoretically cast magic. How well and how long he can perform ds on
how much Mana heﬁuand those with low TAL do not make really mages, though
those whao are mediocre in TAL can often dowell with skillful use of low-power magic.
As magic is performed Mana is expended based on |hr5E!I:- orskills used and it returns
atarmle #ﬂpmprhtc to {he spell caster’s skills and TA
nature of spells is fo channel the energy of a certain amounl of Mana to
achieve a specific result or effect. How powerful the spell is depends 10 a large extent
on the amount of mana which it consumes, though very subtle and useful effects can
be achleved al falrly low cost, Spells work like a mold, fakdng the raw energy of Mana
and Htting It into a specific form which ts memarized by the mage and imposed on the
Mana through the force of his will, This leads to some risk if the mage Is not properly
trained or pugﬂuﬂ, or if he i just carcless, Mana is energy, and as such it can be
dangerous and the results of even a moment's carelessness can be death,

While the mage uses Mana drawn from an intérnal source, priests use Mana
which comes from an external source. The exact nature of deitles may be open to
philosophical debate, they function as powerful sources of mana which can be accessed
through faith and rtaal charactenistic ZEA determines theircapacity tohold mana
{in the form of Mana Points)and their skills and special services ed for their god
determine the rate at which lhq.mmunir mana. [n most olher mmﬁi
spell casting is similar common of magic, though the type of spells whi
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available 10 a priest is defined by the nature of his god. 1t should alsobe noticed
thatshould a priest fall into disfavor and eamn the wrath of his deity he can easily
be stripped of most, if not all, of his power
Mana and TAL also have some other specific functions. TAL deter-
minestosome degreea ‘s natural ability to sense concentrations of Mana
and there are a number of special skills which can refine this natural sense,
allowing a person to control and manipulate the flow of Mana in very special
Ways, skills are not spells, but they can augment a mage's capabilities in
some very im portant ways, including magical protection and detection,

53X m&sm & mn;\nlasnusﬁuh o ; i

mages ts are mount im in working

magic, Skills determine how :ﬁvcpmsli'vn spell uanmw much mml} caster has

to work with. In fact, spells are skills themselves, though they are treated rather
differently In a later section,

ﬁhﬁmnﬂ in ﬂneNgmnp:.n the skill list te under the same genue:dl

as other skills though they may have v ial applications. are

m -nﬂihlidihammhﬂ plmﬁny' gmmmﬁu In MPWCMl ma

must have botha Casting (N3) and an Hl}fssﬂll E.ﬁd]whﬁ:inmrkwi:h rhesspﬁ

heis casting when he casts a speil.. Allof 4 be learned with Mental Skill

Points .
There are additional skills provided which may also help with magic, but it is
the Empowering and Casting skills which are of paramount importance.

521: SPECIAL TECHNICAL SKILLS

There are a number of highly specialized skills available to Priests and Mages.
Some of thém can be found among the general skills in the 1000 range, but the most
useful are in the 2000 range, an area reserved mostly for skills learned only with Mental
Skill Points, Ln most societies op; nities to learn these very unusual skills will be
restricted. Information on the value and function of these skills can be found in their
descriptions. Some additional information on the use of general groups of these skills

is provided here.

£.22: SPELL CASTING SKILLS
These skills, numbered from 2131 to 2136 are required in order to cast a spell
Any serious spell casting character should know at least one of these skills, though if a
character s casting a Charm he need not know any such skill and [sassumed 1o be using
Ritual (2122). These skills are mﬁaﬂg techn of formulating and expressing
50 that they will have structure and produce the desired results. Each skill can
only be used with certain spelis, depending on the three letter classification of the spell,
additional SL with these skills will to the character s effective Activity Points
a set number of Spell Activity Paints which function only in spell casting. essentially
zgezdl up his casting of particular spells when using one of t skills, The benetits
Spell Skills cannot be combined. Only one method may be employed at a
time. However because some skills are restricied as to whal speils they will work with,
it may be to know and use more than one casting skill
Each of these skills has an Aptitude given, based on characteristics of the I
caster. The function of a Casting Skill is to add that APT value plus all SL of the skill as
the Skill Rating used when casting a spell with that skill. This Skill Rati:gcan be further
modified by learning additional levels of a spell. and also for the difficulty of an
attempted casting.

5.23: EMPOWERING SKILLS

No character absolutely needs to have one of these skills, but they can be very

helpiul. are numbered from 2141 10 2147 They act to modify the Mana
Point Cost of spells with which they are used down to no lower than 50% of the
original cost, with the exact reduction based on the number of SL which the
character has, If a character knows no Empowering Skills he is assumed tobe
using Resonaice (2134) with no S Em ng Skills will only work with
spells, depending on the three letier classification of the spell. Unlike
Cuﬂ:%&kﬁilh,ﬂk!fkctd Empowering Skills can often be combined, if
the condi of the skills involved are met and the spell caster has levelsin
the skills he plans to use. For example, if a mage had hair from a person and
made an image of him, he could employ both the skills Relatize (2133) and
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Sympthy (2132) with combined effectiveness, though still limited to a 1otal
reduction of no more than 50% of the Mana Point Cost.
5.24: ANIMAL AFFINITIES

These skills are of somewhat limited usefulness, specifically designed
for the Beastmaster or Shaman type character wha Is intimately Involved with
animals as part of his magic. The affinities operate in a number of spells to
Increase iveness.or toaliow them towork atall, In addition, SL with an
affinity will add to 5L of Relative, Contagion or Sympathy, assuming. the
character has some levels of one of those skills and o'ylrehetnguud on an affinity
animal. The character can apply up 1o his total levels of an affinity in this way 50 long
a5 the 5L added do not exceed his original 5L of the skill he isa r{: thém o, Thus,
!n_iltply 55L of an affinity to Contagiod the character must have 5 5L of Conlagion tostart
wil

i TM;E o E!-l!ﬂl] sed primarily by nd

are a number of lam u r mages and priests.
ﬂmhﬂu&mﬂhwh&pﬁﬁﬁd&nmuﬂfiﬂuﬁ“um&n:
and archaic languages and the langusges of extra-planal beings involved in some forms
of magic. These lan are learned just like normal la have written forms
where indicated and can be found numbered in the 4000 range are of great value
In certain kinds of magic.
5.3: SPELLS & FOWERS

The primary method of using Mana is through the casting of spells, Spells are
easentially formulae which take the raw Mana and apply its power to specific tasks.
What spells can do is not limited by the expected laws of nature, but by an entirely
different system of magical law.

In'Appendix E you will find a detailed listing of spells. They aregiven a varety
of attributes as well as o general description. The restof thissection of the text will give
basic detall of what some of those attributes mean and In the pext section specific
mechanics will be provided for the casting of spells.

Remember that this is @ combined list of both magical spells and priestly
mﬁrmlhedhﬂncﬂunnﬂuslwlmagh'tns | is available locan be very imporfant.

are ten basic characieristics of each spell. Inthe iullnwjnﬁimim Activity Point
Cost (AF cost) and Fatigue Point Cost (FP Cost) have been ¢ ned because of their
close relationship.

531: SPELL COST (CST)

This is the Mental 5kill Point cost of the spell. This cost must be paid for each
$kill Level with the speil. Cost can be reduced by 5kill Benefits just as with any other
skill, but it cannol be below half the original cost. Additional Skill Levels with
thespell increase his effective Skill Reting wi IQEII,,wilhﬂ(hiLaddhlg.'th thespell
caster’s general SR with that specific spell. some these additions are
counteracted when the mage casts a spell at a higher level of power or Casting Level to
make it more effective.

532 MANA POINT COST (MT)

The Mana Point Cost of aspell isthe amwntufhfannwhichihns;?:!!mnsums
to produce a desired effect. When a character casts a spell he subtracts the Mana Point
Cost from his total Mana Points. If he does not have enough MP to pay the cost the spell
does not work and s considered to have been fumbled, Mana Point Cost can be
adjusted with Empowering Skills as mentioned In the previous sectlon. The power of
most spells can be increased by increasing the Mana Point Cost. When a character
spends the Mana Point Cost of 1 Il & second time he is considered to be adding an
additional Casting Level to the spell. This CL can be reflected as an increase of any of
the characteristics of the spell, specifically RAN, DUR or DAM, or it can effect the
Resistance Roll (RES) of the target by ithy 5% per CL. The CLcan alsobe used
to increase the number of ta the spell ts, with each CL adding 100% of the
ariginal n;lemherl:vl‘ people . The raie at whkrg:hc? characterist biym is
noted in | 4%::‘)11:’ te sections below. Increasing reduces the SR by 5 perCL
including the
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5.3% ACTIVITY & FATIGUE POINT COSTS (AP & FP)
Casting spells takes time and is tiring, soin addition to the Mana Foint
Cost acharacter mus! pay a Fatigue Paint Cost, The FP cost is defermined from
the time it takes 10 cast the spell as represented in the Activity Foint cost of that
spell. The AP costindicates how many AF the character must expend in order
to complete that spell. He can spend them a8 slowly ac he wanis, bul he must
ﬁpm:rlﬂuﬂhﬁl’ uired by the spell for it to work. If he breaks off a spell
thout completing it the spell will not work, but he must still pay the Mana
Point Cost and FP cost farit. Spell Activity Paints (Skill AP) are added into his
base AP when determining how long it takes to cast a spell. So,ifa spell had
an AP cost of 1300 and a character had 100 AT including Skl AP it would take
him 10 Combal Rounds o cast, since he canspend his full AP every CR. FP cost
ishased directlyon AP cost. The FPeost isequal to the AP Cost/ 50 Everytime
50 AP are spent one FF is also spent, even ifﬂu.-ﬁptndlng of those AP is
stretched out overan extended period, When thespell has been completed this
should total up to the full FP cost of the spell. Some spells can be suspended
over night andcontinued the next day. For this to be done the spell must have
aclassificationwithone of the letters EFGIKMNOFPQRS a5 its micdle letterand
one of the letters CDE as {ts final letter. Such spells can be discontinued and
then resumed later with the AF cost and FF cost being paid is expended and the Mana
Point Cost paid at the end of the casting. The target of the spell must be available
for all of the casting. FP cost is not listed {n the spell descriptions because it
chaagﬁ depending on how a spell 15 cast and how many AP are used in a particular
casting.

5.34: RESISTANCE ROLLS (RES)

This indicales a characteristic on which the target of 'Iheiﬁell gets o make a
Resistance Roll. This is a percentile die roll (10100} and it generally has o be within
three times thecharacteristic for that character 1o avaid the effects of the spell, though
this can be modified by spending AP as noted later, Spellswhich have MIS listed as their
RESaremissilespells where a rall tahit using a targeting skilland Rpp;lapﬁalﬁﬂffﬂﬂii\’e
<kills of the farzet serves in place of a Saving Throw. Note that sdded CL with a spell
can reduce the Resistance Roll by 5 per CL, Not all spells have 5 Resistance Roll, and
if they do not then their effects are automatic if the conditions of the spell are met.

5.35: RANGE (RAN]

The rasge is the distance within which the spell is effectve. In most cases this
is linear distanze within which the spell will effect a chosen target. In some cases it
indicates a radlas within which az‘pmpriﬂe tar%:sm-all targets are effective, Forsome
spells the letter 'R after the RAN indicales that | {1 has a radius effect. Asageneral
rule, If the last letter of the Classification of the spell is 4" then the RAN is a radius. All
RAN values are in meters, sxcept for 'S, which indicates that the spell effects only the
caster, ‘T* which means that the caster must touch his target and X' which shows that
the range of thespell is unlimited. If the CL of a spell is increased each CL can increase

the ran ane increment. The increments of m;lge are T/5, 1,5, 10, 50, 100, 500, 1K
{1000, 3K, 10K, 50K, 100K, X. Thus, a spell with a RAN of Sat CL § cuuld be thrown at
CL 5with a RAN of 500,

5.36; DURATION (DUR) AND DELAY (DEL)

Dhuration and Delayare characteristics indicating how long the effects of a spell
last and how long a delay there is before the spell b effect after the casting is
completed, These figures are ex d in standard time units of Combat Rounds (CR),
Minutes (Mi}, Hours (Ho), Days (Da}, Weeks (We), Months (Mo} [Note that thes is a 28
day lunar month], Seasons (5e), Years (Ye), Decades (De) and Centuries (Ce). In
addition, same may have durations of ‘I’ when they take effect instantaneously
on completion af the LS-JI or X" when their effects are permanent or a change in the
nature of the target, DEL works simply. Once aspell is completed the DEL period must
Wmm effects of the spell begins. Somespells will havebotha DEL and a DUR

All of the effects of a spell will last for the full DUR after which time the spelf will
cease toexist. When the CL of a spell is increased it can be used to extend the DUR of
a spell. When this is done increase is incremental as with RAN. The sequence of
increments is: I, 1CR, 1ML 10Mi, 1Ho, 12Ho, 1Da, 1We, 2We, 1Mo, 15¢. 1¥e. 1De, 1Ce,
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537: DAMAGE (DAM)

Many 5 do damage of one sort or another  The number given
under DAM fe the maximum damage of that spell if it hits a target. Damage is
broken down in several ways and most damage values will be followed by two
letters, The firstletter indicates the type of damage and the second indicates the
locus of that damage. Types of damage are: Burn (B), Club (C), Edge (E}, Point
ET’}, Resistance (R} [Hit-Point like damage which must be overcome to break 3 barrier],
t:a&:ud () [Damage which works primarily against structures], Defensive (D) [A

uction of damage done to the subject of the sfell] and Healing (H). Thesecond letter
will be either ‘0" for Cverall damage or ‘L for Located damage, determining whether
the damage effects the ta in a specific area or is subtracted from his overall fund of
Hit Points. When any of these ls done foa targeta roll is made to see the exact amount
of damage. Two dice are rolled and unlike in normal combat, with magical damage the
higher of the two dice js multiplied by ten and used as a percentage of the maximum
damage to determine the actual damage done. There are no criticals with magical
damage. Theonly exception to this is Defensive damage, which is not rolled, but is a
sm.igfreduﬂinn off of any damage of the type in question which is done to the farget
of thespell. Notethat insome cases more specific specialized of damage are noted
under DAM. These are treated exactly as suggested in the ng‘ description. If the CL
of aspell is increased one effect of that can be to increase the arna%ﬁ- Damage increases
ala constant rase, with each CL worth the original basic damage for the spell.. Thus, if
a spell did & damage at CL 1 it would do 30at CL 5

5.38: CLASSIFICATION (CLS)

Each spell has a three letter classtfication. This amounts fo a very general
description of the nature and function of the spell if you know what each of the letters
means. It isn’'t necessary to know the exact significance of each of the létters, but they
are useful in determining how spells relate toeach other and spell contribution (similar
to skill contribution) which is explained in 3 later section, The first letter of the
clasgification s the Medium, the malerials with which the spell works, They are Spirit
{A), Menial (B}, Flesh (C), MaltﬂrSJ}, Liguid (E), Gas(F}, Radiant En {Cyand Non-
Radiant E {H). The second letter of the classification is the effest, essentially
defining what the spell does. They are Communication (A ), Detection (B), hna!g'sis{ﬁ},
Location (D), Intensification (E), Ixrm:cﬁbn {F}, Repulsion (G), Attraction (H), Subdual
{1}, Command (T}, Transpart (K), Summon (L), Creation (M}, Binding (N}, Assimilation
{0, Alteration (), Healing (Q), Restoration (R) and Destruction (5). The thrid letter of
the classification represents the targeting of the spell, indicating who or whal area is
effected. These are Entire Area (A), Specitic Target (B), Target in Area (C), Substance
(D), Self (E), Formation (F) and Missile (G}, These single word definitions are not a
comprehensive explanation of the meaning of each letter but they can serve as a

ideline. For an example of how this works, Iook at a spell like Déath Ray which is
claszified A5G, which would be Spirit-Destruction-Missile. [n this example the connec-
tion is fairly clear, though in others broader inlerprefation may need fo be applied.

5.3%: GROUP (GRF}

The Grouping of & spell is to some degree a characteristic defined by the society.
Licted under this heading are those magic using groups or specializations. The
meanings of these groups 1s pretty clear from the types of spells which they have, but
the importance of these specializations becomes clear later on in the restrictions on spell
availability. Essenl]a]l;]; spell casting characters are limited fo those spells available
from their teacher, a guild ora temple and these groupings are used 1o define what they
would have access to. Some spells are available to more than one fm'u and some are
more restrictive. There are also a fair number of spells which might be available to
groups other than those listed. The groupings are: AEromancer, A Lchemist, ASsassin,
BArd, BEastmaster, COnjuror, DArkmage, Dlvine, ENchanter, CEomancer, HErbalist,
HYdromancer Llghtmage, MYstie, NEcromancer, PHysician, PRiest, PYromancer,
RUnist, SHaman, Eomm Whrrior, Wizard and STandard (spells available to every-
one). Other specializations are also possible and it is easy to decive your own spell
groupings along these same lines,
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5.4: MECHANICS OF MAGIC

The actual casting of spells differs little between the various magical and
estly disciplines. It is based around the use of Casting and Empowering Skills and
lhlilyof character with specific spells which are learned pretty much like skills,
But, as might be expected, these magical skills are handled somewhat differently from
more mundane skills, as explained in the following sections,

5.41: LEARNING SPELLS
Spells are learned much like any other skill, with time and Mental 5kill Paints
;fﬂ“ to learn them. For information on some basic restrictions on the availability of
hﬂ;}:ﬁ«r see the skill Magical Research (1311). The time to learn a spell can be
under the skill Memorization (2114) which skill will also speed up spell learning.
Multiple Skill Levels of spells can be learned. The effect of multiple SL is thal
make the character more effective with thase spells which he casts. Each 5L adds
§ to the Skill Rating of the character with that spell., over and above his Aptitude and
any benefits for his levels of the spell casting skill he is using. that if a
character has free skill benefits they can be applied to spells just as they would be to any

5.42: SPELL CONTRIBUTION
Spells have contribution just like other skills, but since theyamnMFrﬂu like
other skills it works somewhat differently. Spells contribute toeachother if the first two
letters of their three letter classification match. To be able to use coniributive points to
a spell you must have at least one Skill Level of that spell bought with real Mental Skill
nis. Thus, if a character had 5 5L of Earﬂrzmke (D]A) he would have 5 contributive
Fol.nu which he could use on Dus! Storm (D] A) and any other 5Fe}!s beginning with the
etters D], but he would have to buy at least one real 5kill Level of each spell he wanted

to apply those poinis to.

5.43: PREPARING TO CAST THE SPELL

When you've learned a spell you can do most of the technical work of casting
the spell in advance. Your chance of success with a spell is based on your Skill Ratin
with your casting skill, your number of Skill Levels of the spell and the Casting Leve
—oradjusted power—of thespell. Of these anly the Casting Level varies from instance
10 instance o the rest can be calculated in advance and written down as the modified
Skill Rating with thatspell. This modified SR is equal to 5R + (5x 5L). If you determine
the modified SR for all your speils in advance spell casting goes very quickly.

5.44: CASTING THE SPELL

A spell is cast when all costs (Mana Points, Fatigue Points and Activity Points)
have been paid and a successful role is made on the § Eucmin Table using the SR of
the character with thatspell, modified forany special factors, with a roll of 1D100 added
toft. The player starts with the modified SR mentioned above and when he determines
the Cntln%:rg.wel of the spell he lowers his SR by 5 x CL. This adjusted SR is added to
1D100 on the spell casting table, Special information on variable spell casting can be
found in section B.5.

The Spell Casting Table s found below. It is very similar in function to the

Combal Table,

- Spall n:nq% Tabls

LT e Critical Success

e e e

185 b Critcal Fadure : :
e Abways Critical Fadure on Natural Al

Inacase of Critical Success the RAN, DUR or DAMof thespell may be increased
by up to1 increment at the choice of the caster. A Success result means that the spell has
'ﬂimnd effects. A Marginal Success result means that RAN, DUR or DAM, rolled at
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random, is reduced bi‘:uknmenl. A Failure resull indicates that the spell
produces no resalls, gh all costs in AR FP and MP are still paid by the
caster. A Critical Failure indicates a spell gone badie;wrn For information
on the itizs with fumbles, pleace see A dix G, Nobe that a natural
die roll of 01-05 always results in a fumble result.

A character using Sematic  with a SR of 38 and casting the speil
Woedwsase whick he has purchased 5 5L of to add 2510 his SR, would roll 10100
and add &0 to [t. This means that under ideal clreumatances he would be safe
from a failure or lumble and havea small chance of a critical success, Bul please
m‘::dthm this chance of s_u;-?eas can be modified b:llh :&:nd ;(:';n “AF
spendin attempting more difficult or more powerful v ns ¥ & as
noted Ingliu !‘Hmulngm P

5.45: COSTS FOR CASTING SFELLS
When a spell is cast it has certain costs in tiove, exhaustion and magical enengy.
The time a | takes is its Activity Point Cost (AP A charscter must
spend the required AP to zasta before it will actually take The more AP he
spends the lower his chasce of failure.  If AP used are Increased by 100% the SR is
incressed by 50%. just as with AP alteration for other skills. If increased this amount
twice (three times base cost), SR is doubled, etc. Eachadditional increase of 100% of the
cosl adds 50% of the original SR This follows the standard skill AP cosl pattern, with
aspending limitof 3 timesthe basic APcost. A speflcan becastslowly by the use of small
amounts of AP in sequence over an extended time period. This will only work with
s which have one of the lefters EFGIEMNOPQRS as the middie letter of their
classification and CDE as the last letterof their classification, mnml:g.l:t target of the
spell is available throughout the nsﬁnE The casting can be in segments,
with the FP cost paid in parts and the MP cost paid on completion. For example, the
character might sHmd 100 AP one day, 200 the next and then 60 the next 1o complete
8 360 AT cost spell,
The cost for a spell in Mana Points should be listed with the spell. When the
ﬁlt casting i& completed the Mana Point Cost is subtracted from the character s iotal
2 The actunl Mana Point Cost may be adjusted depending on the character's 5L of
his empowering skill. Note that Empowering Skills can have the effect of lowering the
MP cost of a spell for that user
No mage may spend more than half his total MP or 5 times his TAL on a single

casting of a l}nﬁ: spell. f matrices are being used, he may use that many MP on any
of the spells involved, so while that limit may apply to eachof the elements of the matrix,

It does not necessarily apply 1o the combination when taken together

Although under normal circumstances a characier can never cumulatively

more than his tota] MP if a character somehow has tive MP he loses a
aumber of Hit Points and Will Points sach day aqual to the of MP he is below
ﬂunﬂlrwnmupnhbl‘ullm Rates of MP can be found in the
section on ¢ creation. Generalty Mana regenerates at a rate of TAL/2 MP per
dw.ﬂmﬂthhmh with the skill .l-!.:twcubm'uig.

coat fora s in Fati Poinis (FP cost) is eqmal w0 the intal AP tan

the spell divided by 50 (AP Cost/50). The FP cost given with each spell is for the basic
AP cost. [f more AP are used in casting the spell then more FP are spent proportionally.
This is paid as the AP are expended, 5o time 50 AF are used | FF is spent.

5.46: VARIABLE SPELL CASTING

Spells all have set effects, but the power and Intensity of the effects can be
increased. This is falrly simple. Any effect can be Increased, including Range (RAN),
Buration (DUR), Damage ([DAM), the Resistance Boll (RES) and the number of largets
effected. These increases make the spell more expensive in Mana Points and more
difficult to casL

To increase effects the character casts the TII ata higher Casting Level, This
has the effect of reducing his chance of success with the spell and increasing the Mana
Foint Cost. Afl CL the Mana Foint Costof a tﬁvlﬂqnl to the original Mana
Point Cosl multiplied by the Casting Level Castin ¢l reduces chance of sucoess
mmawlmmmm' 8.3, Eachadditional CLallows you to increase
one of the af the spell by one Increment or allows you to lower the
Resistance Roll of the target can be reduced by 5 (Resistance Rolls are generally rolled
within 3x the iate characteristic).

The added difficulty of high Cacting Level spell casting can be neatly counter-
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acted by learning additional Skill Levels of the spell, which add 5 per 5L to the success
roll. Note that if a character casis a spell with which he has 1 5L at CL 1 (no
modifications) the modifiers counteract each other sactly:

For example, a character casting Bladesharp at CL 2 would double the MP Cost
from 5 to 10-and would have to sublract 5 from his Skill Rating when castirLg the spell,
but he could increase, the damage which is normally 3 to 6 instead. If he had only 2 5L
of Bladesharp he would have no minus on his $kill Rating or success roll, .

There is a limit to how high this increasing can Eﬂ in addilion to the ability of
the character to pay and how Jow he is willing to let his SR go. Specifically, nospell can
have Range increased more than the number of increments which there are below its
standard value in that area. Thus, i aspell had a range of 3M terthan 5/ T, and M)
it could be increased no more than two increments, to 306 of range. Duration cannot
be increased more than 1 increment above its starting value, [f a spell had a duration
of 10Mi , it could be increased toa DUR of 1He, but no higher, Range of Sand Duration
of 1/1CE. cannot be increased.

Each Easﬁnlgdimcl can increase one attribute of a spell by one increment,
Casting Levels are additive, not multiplicative. This means that to increase RAN and
DUR by 3 each would take § additional CL, not 9,

In some cases it may be desirable to increase CL without actually altering any

1l attributes. These CL can be added directly to the potency of the speli and perform
very important function of giving the spell a buffer of extra power and resistance

a €0l |s and protections which it may encounter,
P It mmnaliy e ible to reduce the effectiveness of a spell intentionally,
though it is possible to design a less powerful version of the spell. 1f the gamemaster

wizhes to alter this rule it is suggested that spell effectiveness in all areas should be
recuced Ina proportion to the reduction of the number of Mana Foints spent witha limit
of half the Mana Point Cost. Thus, I half the MP were sp=ent, all effects of 2 spell
would be halved,

For reference, ided here are a list of spell statistics and what steps they
increase by orhow 1o modify them. MNote that on several of these stats the rate of increase
is incremental rather than multiplicative.

Range (RANY S, T, 1,5, 10, 50, 100, 500, 1K, 5K, 10K, 50K, 100K, X

Curation (DUR): L 1CR, 1Mi, 5Mi, 108, 1Ho, 6Ho, 12Ha, 1Da, 1We, 2We, 1Mn,
15e, 1Y%, 5¥e, 1D, 5D, 1Ce, X

Damage (DAM): DAM x CL

{RES): Each CL reduces by 5%
: Each CL can increase the original number of targets by
100%.

5.461: Activity Points in Spell Casting

Activity Point spending can also have a v si:?ﬂ.ﬂ.canl effect on spell casting.
Each spell has a set cost in AE but like other skills, if you spend more AP you can
increase chance of success. AP spending in magic works just as it does in combal.

The first time you spend the AP Cost it allows you to use your full SR with that spell

The second time increases SR by 50%, the third fime increases it by another 50% and you
cannot 5 more than 3 times AP on a spefl casting. Thus, ac racterﬁsﬂngjs;;peﬂ
withan AP costof 40and with a SR of 28 might want tospend 120 AP tohavean ive

SRof56. The lower your Skill Rating with a spell, either because ﬁu'm not very good
with it or are increasing Casting Level, the more necessary it may be to increase the AP
which you spend on it.

When AP are used loincrease the Skill Rating with s spell, the AT spentincrease
both base SR for the casting skill AND any difference between modifiers for Skill Level
of !hesﬁl and Casting Level. Thus, if the starting SR was 45 and (5L - CL)x 5was-10,
the 5R for purposes of increase would be 35

Itis not ¥U&5|‘ble to spend less than the stated number of AP Cost ofa

L. “rr.hi? a minimum amount which can be adjusted opwards, bul not
nwards.

Remember that whenever AP costis increased FP cost changes aﬁﬂrﬂ—

riately ata rate of 1 FP per 50 AF spent, and whenever CL are increased Mana
int Cosi is increased proportionally as well

5.462: Effects of Distractions and Interruptions

If acharacter is effectively distracted while casting a spell it may have
an €ffect on the results of that spell casting, Loud noises or visual distractions
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may distract a spe’l caster. When a mls:ordu-plﬁa sufficient 1o distract (at the
assessment of the gamemaster) occurs the spell caster may have to roll a
resistance roll on WIL to avoid being interrupted. If the spell caster is attacked
or takes damage cr has to move to avold damage he must make a WIL roll to
avold being distracted and if avoiding that distraction costs him APor he takes
AP damage and those AP total up to more than 1/ 100f the AP cost of the spell
he [s casting, that spell s interrupled.

When a spell Is inlerrupted it can be either abarted or completed. 1f a spell has
EFGIKMNOPQRS as the middle letter of its classification it can be completed
once the distracticn Is over with a reduction of effective Skill Rating with the
sglhdjutud tobe equal io (AP Spent / AP Cost) x Total SR). If the caster doesn't like
the possibilities under this formula he may choose 1o abort the spell before rolling for
success. If a spell does not have one of those letters as its middle letter it is aborted. With
an aboried spell the caster must make a normal skill roll wsing his casting skill with the
total MPC :ﬁ'hﬂpdl as a difficulty adjustment. 1f he makes the roll the spell is aborted
;nmul pays the MPC for it and nothing happens. If he fails the roll the spell is

5.47: CHARMS AND SFELL BEOOKS
In many cases spells may also be cast as Charms ur from spell books. A Charm

isa ?!I] cast without knowledge of any magic casting skill, bul memorized ioat least
one 5L by the caster 1t is the method used by lots of common people who use a spell
or two in their work or other daily activities. Casting Charms is exactly the same as
casting a normal spell, but the caster gets none of the benefits of magical skifls and his
effective Skill Rating after all modifications for the SL he has of the Charm is half what
it would normally be. All the other costs must be paid at the normal rate. Charms still
face the difficult social restrictions which limit their availability, so not just anyone can
go out and learn any spell they want as a Charm.

Spells are often written down for recollection by those who have exposure to
more spells than they can memorize. Spells can be cast from a writlen text with some
restrictions. Spells cast from spell boolks can be cast as Charms or as normal spelis if the
caster has the appropriate skills. However, regardless of skills, if a spell is cast from a
book the AP costof the spell is doobled. 1f it is cast from a book as a charm, that is with
neither prior knowledge of the skill orof spell casting. the AT cost is still doubled and
the caster’s effective SR isalso halved. All the other costs must be paid in full and FP
cost varies with AP cost.

5.48: RESISTANCE ROLLS

There are two basic types of Resistance Rolls, those for Active Characteristics
and those for Passive Characteristics. Both types can be increased b -:Eending AR but
this works differently in both cases. Both are treated like a slil'ldifj 11 roll to avoid
the effects of the LEIIL.B! at him. More information on the general methods of rolling
resislance can be found in section 3.7.

For Passive Characteristics vou et an automatic 3 x Characteristic Resistance
roll at no cost. For the first 25 AT spent this is increased by one multiplier and each
additional 25 AP would increase the multiplier by half an increment, so that spending
75 AP would give a 5 x Characteristic roll. Tt can not be increased bevond a multiplier
of 5. Passive characteristics are TAL, ZEA, 50C, CHA, APP and CON.

For Active Characteristice AF must be spent 10 have a save and there is no
Resistance Rol ilnu.ﬁ?arzs{oeni. Each multiplier for the characteristic cosis 15 AP with
a maximum limit of 8 5 mutiplier, 50 for 75 AP one could have a 5 x Characteristic roll.
Active characteristics are STR, DEX, AGI INT, WIL and JUD,

5.4% SPELL INTERACTION

When spells are cast in the same locus, at the same target, or on each other, or
when their paths cross in ific ways, they may interact, causing alieration to the
effects of either or both i.nvulms,

In such interaction, the

| which is present first, or the spell with the lon
duration is considered to be the ive 3 E;

1and the spell which arrived second or

the shorter duration is considered 1o be the Active spell. Using the middle letter of the
classification of the two the Spell Interaction is consulted to determine what
results when the two spells come into contact.

Whether two spells actually coexist and are therefore capable of interracting is
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determined mostly by the area of effect of the spells, as indicated by the third
letter of the dassification. Spells cast on the same specific targel always
interact. Areaeffect spells cast with intersecting areas interact within the area

of intersection Spells caston specific targets within the area of elfectof an area
etfect spell interact ax Active apells against the area effect spell as the Paccive

The Mage Gudlds of Tolomaiae

I Yagarih the grestest can-
tar of the magical ade is tha great
city of Folemeias, 50 Il is Lsed as
the gudsling lor defining the
magcal anvironmant. Thara ara

using prolesslons in

interactant. Non-missile spells cast by twa mages directly at each other also
interact, ﬁ:ﬁ:ﬂiﬂg different targets within an area do notinteract, The
physical created by slpellz, if those effects arenon magical (such asa wallof flame)
donotinteractwithspells. Inaddition to the interactions given on the table, iftwospells
with exactly the same three letter classification are cast on the szme target they negate
each other completely. This means that the effects of prolonged damage causing spells
are not additive, but negative,

Whenspells which interact are of differenl levelsof powsr, or different Casti
Levels, the total CL of the weaker spell are subtracted from the CLof the stronger spell.
That portion of both spells interacts, and whatever is left over of the stronger spell
carries through to the target as much as possible and appropriate.

Spellinteraction requiresa certain amount of gamemaster arbitration and some
use of judgement, but it can have a very interesting effect if you play in a magic-rich
environment.

5.5; MAGIC IN THE 50CIETY

Wheremagic exists it will have a profound effect on the society around it, much
in the way thattechnology effects modern society. Even if the effect of magic is only a
negative reaction from superstition it will profoundly alter the environment.

In a magic using society there will be institutions, traditions and even laws
which govern magic and these can be one of the most iImportant limiting and contrailing
factors on the power and scope of magic.

5.51: MAGE GUILDS AND COLLEGES

Magecaft is essentially an academic and commercial pursuit. Mages are
organized into specializations, In the major population centers these are focused
around professional gullds and colleges, essentially organizations to promote particu-
lar types of migic, to provide & forum for information exchange and fo protect the
praciitioners of that particular craft. The function of these guilds and organizations in
game lerms is to place some structure and practical mitations on who can have what
spells and on the general availability of magic. The normal guild structure Includes a
process of training, regulation and advanvement, from humble apprentice to master
overa numberof years and often at considerable expense and labor. In this system the
would-be mage enters into service with a master for at least seven years and works for
his training until eventually that master certifies him for membership in the gulid. This
type of system ma}rmtbenppmlpriate for all settings, but a good example is givn in the
accompanying notes on the guilds of the city of Tolemeias.

5.52: SPELL AVAILABILITY

In all of the variants of the learning system outlined above one factor remains
constant. A traning mage can only learn those spells which areavailable to him from
his Master or through a guild system. Even the most nmumﬁéﬁhﬂl Master will keep
only a imited mamber of spells on hand or in his mind and should the trainee want (o
learn others he will have to learn them from a guild library. Unfortunately, thic costs
money, even for members of the guild and even guild libraries may not be complete in

their feld,

The chance of a character finding a given spell in a guild library is based on his
SLof magical research and the size of the area that guild serves. The formula is ({{Area
Urban Populatien,/ 10000) « SL)/{Cost ufsspelt}}x 10%, rolled on 12100, 1f he does find
it he will have to pay a fee to the guild of SCM x Cost x 500 Marks to make a copy of it
and o beli touse it. There s nocost for learning a spell from your Master except
for the original fee paid fo enter his service, Naturally, giving mpie-sutfﬂnl!s orteachi
them to anyoneother than your own apprentices is strictly prohibited. The chance o
one's own master having a given spell In his library is based on his Rank, the SCM and
the Cost of the spell. The formula to find if a Master has a given spell Is ({(Total
Experience Skill Foints of Master/50)/{Cost + SCM)) x 50%. The typical Master will
have a Rank of between 12 and 18

It is also possible to learn spells from other guilds which have amiable
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relationships with the Fnﬂd 1o which you belong. Such exchange service is
ve and generally only available o Masters. The chance of finding a
en spell is found the same way, bul the cost is equal 1o SCM x Cost x 2000
7 arrangements can be made with Masters in other gullds at about
204 lans cost, but thess must be e red with his guild. The most common
method of getting spelis from another guild is o hire a Journeyman from that
cﬁ:ilﬂ to work in your shop part or full time,
rms have already been mentioned, but the limits on their availability and
the cost involved should be detafled. Charms can really only be acquired by purchase.
1f you are not a member of & guild the cost will be considerably higher than the cost is
!urlnqulr!ﬁ? a normal spell. In general, learning a spell witha low Costasa Charm is
not oo difficult, but as the Cost rises the expense becomes much more severe. In
addition, Charms can anly be acquired on a sort of grey market and they will notbe sold
I:z.gui]ds. which have a firm resolve not mnpumﬁ;ybndynfi llsinlayhands. The
nce of finding a particular spell as a charm is equal to (Urban Popuistion /200)/
{Costy% rolled on 10100 Thus, in a city of 100,000 population a spell with a Cost of 5
would have a 20% chanceof beingavailable as a charm, while a spell with Cost 15 would
have only a 3% chance af being available. The cost of a charm i& generally Cost” x 3000

Naturally, there & also a black market in spells stolen from magesof all sorts.
Black market spells shou'd be available ?ﬁmﬁlymly o actual spell casters through
connections and Ihyiﬁmﬂhaﬂuthmwmn as regular speils at two to
three times the cost, al the gamemaster s n.

5.6¢ SPECIAL ASPECTS OF MAGIC

Ihere are & number of magical ties which need 1o be gone over bricfly
and clarified or expanded upon, involve magical subsystems which may have
important ramifications or additional details or aspects which should be taken Into

consideration by the gamemaster

5.61: ENCHANTMENT

Enchanters and several associated mage gm&:ummal least to some degree
invelved in the manufacture of magical itemsand other short-term functional enchant-
ments, Mostof the work of the enchanter is done with the spell Create Matrivand several
associated spells. In creating a magic item ar a locus of fixed magic.

In creating a magic item you first cast Creafe Matriv, 11 must be castal a Casting
Level sufficient to contain the Mana Foint cost of all spells which you wish 1o have
function in that magic lem plus whatever reservoir amoun! of mana you L]
provide to power those spells. You then select the spells you wish 10 have in the item
and cast them into the matrix, paving the full costs for the spells as if casting them
normally, In addition yos almost always have to cast Triggering into the matrix as well
s0 that it s linked 1o the speil to be tri s0 that the item will function. The cost of

Tﬁggml;:;{‘ﬂmlitbcpudlnd the itions on which the item will be tri shoald
be set. Whatever space is left over can be filled with MP theough the spell Malrix.
1 cast Crente Matrix

For example, if you wished to create a Ring of Flamebolls, you mi
at CL 7 1o give the ftem 3 70 MP capacite o this you would add Tﬁg{«uﬁiwlﬁd
would take up 9 MP and 3 CL 3 Flarnshalt which would take up 24 MP This leaves 53
MP as a reservoir, enough to fire 2 Flamebolts each with an 18 Maximum Damage.
Cliarge Matrix would be used to fill this reservair. Such an item would las| for a week
and could be recharged repeatedty within that time. The initial creation of the item
would cost 1249+24+21 MP plus the 48 MP in the reservols, for a total of 114 ME a
sizeable amount for any ma
The duration of Create Matrixis limited, It and other static spells can have their
duration increased with the spell Preserve Magir, but the net result is still limited, The
mILme.n forcreate o permanent magie [tem is to use a natural matrix, which would
soul of a living being. This requires access 10 the spells Sever Spirit and Bind Spirit
and some waﬁuln actually summon Ihl.‘b‘mg whose soul you are going to use. Using
these spells also requiresa Will Battle. Binding someone's soul into elernal servitude
is an evil act, even when done to a demon or spirit, and it can also be risky. As noted
under the spell Bind Spiri! the binding tends to degenerate over time and eventually the
bﬂundr:'l-ﬂn n to reassert control withinthe magic item. The most desirable
aspect of this of enchantment is that the spirit regenerates mana points and has
a natural reservoir based on s TAL
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The spells of the true Enchanter are much broader than just the creation
dmagi: ey gmn‘il m.;cail}' pﬂ;;ﬁcl‘;hin ‘Wm'"ﬂ'rﬂfﬂommﬁ

tems. In uced items e
Marks per paint of Mana used in their manufacture, 5o that Ring of Flamebolt
would cost about 34,000 Marks and 14,000 Marks per 48 MP . For
comparison a listing of magic items can be found in the Yagarth k.

- Comsnued fom page 38
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5.62: Alch

akhtf?my funetions in a manner similar fo Enchantment, but the powers
involved are placed into: Catalysts, Devices and Unguents and must be triggered b
a te use of these jtems.” No trigger {5 needed with an alchemical creation as it
s when used apme‘rlllthr (consumed, sprinkled, drunken, rubbed on,

on, #ic.). In addition, the tvpes of spells which may be pul into Alchemical
creations are strictly limited and each Alchemical creation works only once, though
these creations will stick around for a full month before losing power. For example, a
Salve of Healing might be created with the g Heal Wounds and Creste Linguent for
& total Mana Point Costof 21 and the capacity to heal up o 6 pointsof damage Alchemy
is a limited, inexpensive allernative to real Enchantment.

i 5 fs of the ially powertful of Must
it magic is one mast potentially types of magic spirit
mmph:'mdﬁud as Necromancers or Sorcerers and their numbers are small and
they are feared by the i nt and su itious. Necromancers deal with the sum-
its of the dead and with all manner of death speils. Sorcerers summaon

e, gl i : :
type spirits and gain power thruu?'l bargains made with them. which
ers fo them

potentiall a wide variety of o ;
T{:m?l :rba&: of magic is the Will Battle, which can be Initiated with

a number of spells. Will Battle allows one to dominate or at least immobilize a erful
spiril while bargaining with it or using other specialized spells 1o coerce information
from it, To make this more feasible, there are a number of protective spells like Pentagle
of Binding and Circle of Profection which enhance the ability of the caster to control
summoned spirits,

When carrving oot a Will Attack or initlating a Will Battle the combatants must
spend 30 AP per CR lo make an attack. Only one altack can be made each CR, but
additional Arc:m be spent on that attack to increase da using the standard

ion of 30 AP more ioadd 50% and a second 30 AP o add another 30%. ng
al that poinl Base Will Damage Maximum is the WIL of a combatant, When rolling
damage the lower die is taken pust like in hand 10 hand combat, multiptied by the W1
of the combatant and divided by 10

WIL regenerate al a rate of WIL per day. If a character is defeated ina
Will batile, his WP confinue Io regenerate and he can resume Will Battle at anv time
while he is in mental or magical contact with the person who defeated him (for example,
if dominated or suchj. Remember that being beaten in a Will Battle will not necessarily
force a spiril to stick arownd longer than the duration of the spell that summoned him,
and merely defeating the WIL of a spirit does not enslave of bind it There are other

The advantages of summoning the spirits of the dead is in obtaining
information. While many minor Necromancers act as mediums o bring people
together with deceased relatives, there Is greal power in Hinding out the secrets of the
past from the dead and in making the dead serve in body and spirit. Spirits can be
used in enchantment in place of spells like Create Matrix and they can also be employed
as servitors, Of course, the Mecromancer must either have a wa;alu force the spint to
serve (and there are several spells for this purpose) or he must be able to offer something

the spirit mightwant, Thisis difficult wit ssirilswha have tabe summoned from
s0me 4 te paradise, but for the evil and discontented spirits whoare doomed
to somet less desirable the promise of recorporealization, which can beachieved

with the right spells, is usmally enough to work out some sort of pact. Of course, some
spirits are more than others, and there are undead of great powerwha can be
mﬂmﬁﬁhdmaﬂmmymlwmﬁmﬁamw#m&cﬁmd
may have interests, including feeding on human {lesh or souls. In Ysgarth the
Wraithlords are the greatest of the undead spirits and the Vurdalac are y the
most powerful of the corporeal undead, but spirits like the Draugr, Fylgia and
Lamiae also have power to offer 1o the ambitious Necromancer The names and powers
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| of some of the major Wraithiords are included on the sccompanying list of
demons and spirts.

Sorcery ceals almost exclusively with the summoning of demans. The
general practice is to establish a pentacle, summon 2 demon info it, nake a deal
with the demon and in refurn receive some service o be %h'lﬂ a powet, all of
this within the limits of the demon’s abilities. There are three main ranks of
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demons. These are Imps (summoned with Lesser summoifng), Demons (sum-
maoned with Prime Summoning) and Demon Lords Bummoned with Gester Sicntmo-
ing). The Demon Lords are the most pawerful of these and have the most to offex
Generally Impe will have only one weak power and will only be able to grant it to
someone for a period of no more than a month, but they are easy fo copirol and compel.
Demons usually have a range of related powers and are in the service of scme Demon
Lord. The powers they grant may last for as long as a vear. Demon Lordscan have a
wide variety of powers and are very strong tn the areas they specialize in, with virtually
no limit on what they can grant or for long. Price Is commensurate to value
received. Imps generally require an offering of money or some blood or a small animal.
Demons usually ask for the sacrifice of a %mmhps more depending on
the nature of the request. At the very leasta will want a human

and for really serious powers and services will demand the soul of the caster and
ibly the souls of others. These iobe after a udmumolhmmh
w ve

-‘n%ﬂmldhﬂmwdnpl; but there are some
affinities for partcular items or deeds and they may have special agendas of
to be desiroved ioserve their own plans. No demon is 1o be laken Jghtly, and
not controlled they would much rather and control the summoner or
someone near him than do service at any price. Remember that they are tricky and
bound by few rules and their i always the damnation and tion of all they
nca,r.rlI reach. A list of Demon i provided for reference with their Will Foints
included,

There are come additional spiritswho fall om the periphery of demonkind yet
are still quite powerful, These include the major elementals like the Daeva and Dijinni.
These spirits can be treated like demons, but thelr motivations may be a bil more human
and they are not quite as evil or destructive as true demons, 1huu§]; they arealso not as
p;vr-*jrrm a5 the greatest Depon Lords. They are listed with the other demons and
spirits.

The main spell used to Initiate a Will Battle with a spirit is Will Yinding, It
should be noted thal this u.ﬁelldm notforce thespiritinto any service, It menely assures
that it will not depart until dismissed by the summoner and that if a bargan Is struck
itwill fulfill 1t part of thebargain. When powerful spirits are defeated in aWill Battle
they do not come fully under the control of the attacker, but are merely subdued

tem Naote that the most %:nmi spirits will often make deals if summoned
wﬂﬂrwng defeated ina Will Battle if encugh incentive is offered,

S04 HEALING
Healing Involves a number of spells and is for the most part they are self-
e tory. [t should be made clear that bodily damage is differentiated by Club,
, Point and Burn damage and that the proper spell most be used 1o heal each of
these. The accessibility of magical Iﬂ&n&isa!rmly limited by both religious spell
casters and commercial and this keeps the cost high. In addition the spell
Ressurection 18 frowned on by almost all religions as an unholy denial of destiny which
steals worthy souls from their reward and the service of their god and saves undesery-
Engmuhm their due punishment. This ve is not shared by all re/|gions, but
itis common encagh that Eesurection is seen as unciean in the popular imaginaton and
some will consider the resurrectad to be monsters akin o the ondead.

LH:RLITI'!JHPN tice by Conj is f d on several spells, Working §

usion, as [ Omfjuroms, is focused an eral Bp n
combination s lhltmﬁmundAmﬂrurymusﬁnuunmmlmw anything the caster
can imagine, In combination with spells like Sensary Link and Substantial [lMusion the
illusion can became almos: real. In fact if enchantment and illusion spells are combined
skillfully and at high powsr il ks possible fo make an autonomous illuston which could
pass for a living thing un'ess analyzed magically, The polential power of illusion is

great if with Intelligently.
Ilesion exists to be believable and gamemaster should be fully aware that there

is no Resistance Roll against an illusion in normal circumsiances. Unless characters
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have a concrete reason not 10 believe In something or come In contact with an
illusion in @ way which gives ils nature away or the creator of the illusien is
clumsy they should have no reason or chance of seeing through the iHlusion.
Mow, if a bear appears towalk 3 feet off the ground they might geta TAL x 3%,
roll Iﬂsenbsz_mething suspicious, but otherwise let illusions be what they are
meant o

5.66: SHAMANISTIC MAGIC

Shamans exist in a strange situation, Th_el_yure somewhere between mages and
priests. They practice magic, generally based on TAL, but at the same time they function
much like priests in their societies. Shamans can be extremely powerful becanse of this
mixed function and since fhﬁ‘ are usually part of a tribal or rural metﬂr they can
achieve an elevated status, Many tribes are headed by Shaman priests. Shamanistic
knowledge is passed on from generation to generation from one Shaman to anotherand

the same body of spells is maintained and sometimes expanded on. Some Shamans
whose tribes settle may move to urban areas and sef up practice as non-guilded
pulations of settled te of

healers or diviners, e ¥ where there are large poj
tribal background and ancestry, Alternatively they may be drawn inlo the [arger
established priesthood, thowgh they are always kept a little bit apart. Shamans usually
servea groop of deities and yusebmhmdg:-:a]anﬂpﬂesﬂypaweﬂaasttheirspeils,
Ii'tiffﬁen dl}ﬁg:s tls'leir learning anspmct — i

t ie poscible a Shaman fo cast rawing on his or group o =
for Mana Points and using ZEA instead of TAL. Th.lssho‘u?dbe specified in advance and
only one of the hvo methods should be used.

567 MAGICAL MANIFESTATIONS

While most magie is invisible to the naked eye, there are same spells which
produce visible side-effects and most spells produce effects which ape visible to those
who have Mana Sight or other similar skills or spells. Mos! of these visual manifesta-
tions are in the form of colored light and forms. A simple system for determining
visibility s explained here and in the accompanying charts,

Before determining what a visual ooks like it is necessary to determine
the intensity of the effect which determines the chance of seeing it. This is based on the
Medium and Effect letters of the spell’s classification. These are the first and second
letters, These are identified as Visible (V). Partly Visible (F) and Mana Visible {M). How
these intensities combine between the two classifications determines the visible inten-
sity of the speil. Mediums ABCH have a M intencsity. Mediums DEF have a P intensity.
Medium G hasa V intensity. Effects ABCDGHIILO have M intensity. Effects EKFQ
have P intensily. Effects FMNRS have V intensity. If the combination s VV the result
is visible to the naked eve. 1fit is VP or PV it is faintly visible. If it is PR VM or MV it
can be seen with Mena Sighf at FAC 2 If it is MPor PM It can be seen with Mana Sight
at Difficulty 5. If it is MM it can be seen with Mawra Sight at Difficulty 7.

The specific appearance of the spell depends on the Medium and Effect
classifications as well, with these determining the colors involved. If the colors are
mixed the manifestation wi][agpear as aswirl ora merger of the colors. Effect A is gold.
Effect B is silver. Effects Cand G are red. Effect D js green, Effect Eisblue. Effect Fis
white. Effect H [s black or invisible. Medium A is silver. Mediums B, C and D are

llow. MediumsE, P and S are red. Mediums E K, L and M are black. Mediums G,
[ and ] are bloe. Mediums M and O are , Medizms Q and R are gold.

How the s ta , with the third letter of the classification determines
what the visual looks fike. If the Targetis A or E it appears as a nimbus around
the caster. Ifit is© it appears as a nimbus joining the caster and his target. Ifitis Cit
u rs ag lines of force ar a nimbus on the target at the time of casting, but then fades.
Ifitis D itappears as a nimbus on the caster duning casting and then asa nimbus
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on the target. 1f it is F it appears as 3 nimbus on the la.r?ei in the shape which
is being formed, Ifitis G it apg;adrs a5 a sphere or smail glow in the hands of
the caster or on the part of his body from which the missile is being targeted.

Faor an example of how this works, the spell Circle of Blades (DMF)
would appear as a barrer of n and black lines as it was being cast, but it
would only be faintly visible, Telepart [hKELWD‘I.Ild be visible to Mana Sight at
a Difficulty of 5 and would look like a nimbus of black and gold around the

Thissystem can allow a person with Mana Sight in a magical duel to have some
idea what is being cast on him 50 that he can make preparations.
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- THG basic i priest] 1] casting which has already been
same ystem applies fo whi already

outlined for standard Tﬂ-haseﬂngk, but ihﬂ{ﬁ mﬁ%itmntdﬁﬂtmcuand

variations and some important which need (o beexplained and illustrated.

§.71: CASTING PRIESTLY SPELLS
The same spelle and skills are used h{ priestsas are nsed by mages, though the

avallability may vary and there are some speils, those listed In the group PR, which are
anique H;Iﬂ':!illy Il users,
ily apells are cast with Mana Points, but these points originate from a god
rather than from the innate power of the caster A priest’s level ol upplied i‘xm‘tt
is based on his Zeal. MP from Zeal function in pretty much the same way as all other
MP - once they're t the results are almost indistinguishable, to the maost
skilled userof Mana Sight and Magical Recearch.. Priestly MPdo not regenerate on their
Ew:n. are only regenerated through the use of the skill Prayer rather than over a
! of time.
Since priesi's comes from his god, not jast from himself. Zeal is
essentially a subjective :mrisli-:bued on the whim of the #m a
15 can be taken away if the pri hl&&mmwlthhgd.l he does not
ﬁuyufhmhlls utunwledl;ﬁﬂd this hay Priesss do have some additional
skille 1o work with, such as Prayer and Divine Aid, but while this makes their route a bit
more educationally challenging it also gives them some flexibility not shared by mages.
When a priest casts a spell he uses the same skills & a mage and hamﬁ
index determined the same way within which he must roll to succeed. He must
time and pay all the appropriate costs. When a priest fumblesa he |s subject to the
same fumbleand interaction effects aza mage, foronce the Mana feaves him as an effect.
its ultimate source is of little relevance. You may wish to alter the prubabil:llr of priestly
s, since the gods might not be eo careless as 10 allow thelr servitors such a
mistake, but then even the gods must bow 1o random fate,

572 HIERARCHY AND TRAINING

While priests do not belong to guilds orcolleges or serve apprenticeships, thelr
mm of education and advancement can be set in a genenally parallel form, though

will be titular and structural variations from church 1o church,

People generally enter the priesthood at the same age that they would be
apprenticed as mages and they usually have 1o pay a fee i enter the hoad, in
return for which their needs are provided for and they are educated. Theyh-gn at the
rank of Novice and then through levels of inftiation. Asan Acolyte they begin
Ioluunlhlmuﬁn!m%handwhmlhthmtlhighmﬂ of
knowl they are made full-fiedged Priests or [nitiates. Above that there is only the

status of -Priest, or an upper priestly hierarchy within which advancement is
based on ac i and Nmmmﬁcqmuhmdnmmmmm
yalent of Masters for

are the equivalent of Jourmeymen and Priests are the equiv
com “‘l’“mm the giild system. The qualifications for advancing in this system are
similar to those of the guild system naoriginal magical researchis required, this
need being gmnhﬁgmonmdn ministrative service or aver an
mliﬁaqm when one becomes a junior Priest
main distinction between the priestly hierarchy und the guild system is that

the church is a single body with everyone being a part of it at different ranks and in
different functions. areeven priests who have nomagcal skills at all but achieve
the same status for their administrative skills. This means that the role of money is de-
emphasized in the priesthood because everyone is working together rather than being
an individual eperator

Temples dn keep Ithrartes of spelis, but access (o these |8 ot restricted bi
money but by the favor of the r-echelans of the priesthood and the need whic
superforssee for one o havea spell. Priests donot pay to getspells unless they get them
from outside of thelr own church. Instead they have to wheedle them oul of the

administration,

As withn;rsmmmmn four rural priesis is somewhat different from that of
their bureaucratized urban brethren. Training in a small, local temple &5 usually far
maore informal. Local take a couple of acolytes and train them in the basics,

religious center or if it isa

eventually them on for further training in &
arealso travelling priests

localized cult training them astheir own replacements,
who operite in a similar manner
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Despite this general system there are wild variations from church to church or
even within a faith, because faith breeds variance and diversity. The names of the ranks
may be highly variable and all sorts of strange systems may exist in local churches or
small and specialized cults. There are also those secret faiths and cults which have very
strange practices and beliefs,

5.73: SPELL AVATLABILITY

neral principles of spell availability for priests are oullined in the
previous The spells available in the library of a given church or from a given
mage are limited based on the nature and orientation of that faith. On the accompanying
Yi god list are Hsted abbreviations of mage groupings which can provide a
guideline for the of spells which would be avallable for a given faith. In most cases
two lists are prov to give a more diverse selection. Spell availability is limited by
exactly the same formulae as apply 10 mages in similar circumstances. Spells can be
obtained from other churches within the same pantheon for the same price that mages
would pay for spells from another guild than their own.
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TIME, MOVEMENT & MEASVREMENT

While these elements are part of the game world, they're also part of the
mechanics. And Ysgarth uses slightly sifferenl measurements than our more
familiar world does,

6.1: Units of Time

For game purposes several standard units of time are employed. These
include the six-second Combal Round and standard larger divisions of Ten
Minutes, One Hour, Twelve Hours, One Day, One Week, etc. These divisions

are Balln, Afrul, Mag, Lewen,
Fhuth, Awist, Imbaola, Uthved,
Sawin, Ragvir, Guyen and Bluthen. Balin
through Maig are the Spﬁ? s8a50n, Lewan
through Awist are the Summer, Embola
through Sawin are th Fall and Ragir fwough
Eluthen are the Winfer months. Maig, Awest,
Sawin and Bluihen are the 31 day months
Tha 31! day of aach is considared B sesconsl

(Luwergad, Umbolech, Sawin and

holiday
Bealtin) sacred i 8 ular fLugon,
Aranria, Guyen and E:;nkm}. Efdaryimm
year a day is added fo Fhuth and It is cal-
ehrated a3 & spocial summar holidey
The oihe major calendar of Ys-

garth is the Saesan calendar which [s based
on the lunar eycle, W was developed hom &
more primitiva version which is stll used
the Vaan pecple and has been adjusted io
with tha f Agtruvian calendar There are
13 months of mxactly 28 deys each. As with
the Kyvenic chlendar a day is added svary
fourth year a! the end of the 13th manth. The
months are Orencs, Liros, Carmentes,

Bajetos, hsator, Adolenda, Frinos,

drawn from the names of anciant Saes rulers
or deities, though some descripive Elruan
names have alss been adopted.
Unfortunately many regiors are
not aware of thege two masonable calindars
or such refinements of time keeping as adding
:ﬁww four Tﬂé‘l with the result that the
o rlouim:ld nde may change as much
&s a fortnigh! whan you gn!;!:;toder in
soma backwater regions aof the wosld
~ Pleasenctetha! afl dates are given
hare in tha reck of the population group

fors of many Tolemeians criginated. Thus, all
dates ghvan are sither Before Tolemeias was
founded (BT) or After Tolemaias was founded
(AT). The current yaar s 835 AT. The histary
of Ysgarth is aiso traditionally_brokan down
Into thiee Epochs or Cyeles. Thess asochs
ara fo a large exant dafined by climacte and

geological catachysms,

are particularly important in spell casting, but also come Into play in other
areas,

6.2: Game Time vs. Real Time

We recommend that you run your campaign with game time progressing
somewhat faster than time in the real world. This generally helps give the characters
time to do something between playing sessions and have a private life with family and
a profession. A ratio of 3 game days 10 every real day works pretty well, though if you
want to run a campaign where characters grow old and their children or grandchildren
eventually get to be played you might want to move your ralio as high as 7 to 1.

6.3 Units of Measurement

Distancesin Ysgarth are generally measured in Spans, Paces and Stades. One
Stade is equal to 1000 Paces. A Pace is the normal stride of a man, or about 6 Spans. A
Span can be considered the equivalent of 6 inches, a Pace equal toa yard or a meter and
a Stade about the same as a kilometer.
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VIE: EXPERIENCE AND ADVANCEMENT
applied ’I:‘n’ a number Ef) Eﬁmﬁ %"&?miﬁﬁmﬁm
including the all important Mental, Social and Physical Skill Points.

7.1: ADVENTURE AND EXPERIENCE

Theoretically a character gains experience throughout his life for every use of
his skills and for all of his actions. For practical purposes a character should gain
Experience Skill Points for what he does during the course of active play. In his world,
the character is always doing something worthwhile, but the gamemaster only glimpses
:..:t ﬁﬂvﬂiwm the player takes control and lets the character demonstrate what he

A roleplaying campeign is part of an ongoing world, but consists of a series of
ﬂmmmmhdﬂ Lgpﬂmﬁtnmﬂdhhaﬂnry in which the
characters play the central roies. Itis from observing characters in the situations which
he creates that the should assign Ex $kill Points (ESP). The points
from this evaluation represent the leamning process which the character has
gane through in the time between playing sessions which lead up to ex ion in that
adventure. This presu that a character will be played regulariy. If a
ﬂle:fguuhrsak!ﬁn ; dﬁmﬁﬁrhulb&nguphm;édlhshwlﬁbc%m
some Experience nts to carry him through, but non-playing Experience
Points should be half or less of playing Ex| Skill Points over the same
The rate of giving out Experience $kill Points should be based primarily on the
level of quality at which the player plays the character in question. Eamemaster
should evaluate many aspec's of play, particularly characler development, ima

na-
tian, clarity of personality, ard originality. Probably the most importani thi m?uok
foris whﬂ“‘ur Iﬁp!ayer EEE;&].EDM'!IEI‘II chra:m? personality mhas the character
act ina manner which is always in keeping with the personality he has established, even
when it Is not to the character’s l'-ﬂ:i]:tTl advantage. Other factors fo be considered as
well include specific actions undertaken between adventures and the length of actual
lay in that adventure. Experience Skill Points should be given oul ata fairly slow rate,
ghr average five hour a ture should yield 15 o 30 Ex ce Skill Peints per
character, averaging about 2{. The most successfully realized character should get the
most Experience Skill Foints and the lower ESP values should go fo those who made

little mark on the adventure and showed little effort a1 ropl‘ipia ng or personality.
I youneeda to give out Experience Skill Points, it is not hard toset one

up a ing Rating (RPR) for each character on a 1.10 scale, with 1 the
worst and 10 the best. mh‘llhgo

need hoars of play (HRS) and the ESP which the
character has already acquired. With this data the ula would be RPR x
#HRS. mlilkﬂk&:nﬂlln'ﬁ that Experience Skill Points should be assi

tabl the he 1e for the quality of he
equitably by the gamemasteras he sees appropriale for the quality of play

o As characters gai E:c:m Skill Points they ly them i

in ence nts they can apply nany
of several ways. Unh;':a custom character sef-up system is Wus;ed, a character
starts out with 0 Experience Skill Points. As heacquires Experience Skill Points
in the course of play he may spend them on Social Skill Points, Mental Skill Foinis or
Physical Skill Foints.

When Experience Skl Points are given out at the end of the adventure, they
must be spent. Af that time the player can distribute them between these three type of
SP as he sees fit, The only restrictions are that a player may not ?xnd muore than two
times as many Experience Skill Foints in an: area as he spends in the area where he
spends the Jeast Exgm-imce Skill Points, and that same ratio musi always be maintained
between the total i 5kill Foints lpflied 1o each area as the game on. In
determining this, areas where 0 Experience Skill Points are spent are frea ashavinﬁ
1 point in them. When dealingwith smallamounts of Experience Skill Points you roun

u
" u:mﬂﬁnd:sﬁxmmsuumm if he spent 4 on Social SP he
could o more 8inany other area, Experience Skill Points function exactly
like additional Skill Points of the type theyare spent on, Afterthey areallocated to Socia
SE Physical 5P and Mental 5F they are distributed to skills to buy additional Skill
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Vil GAVGING MORALITY AND STATVS

People are su to be moral, with principles and cerfain standards of
behavior However, is a realistic game and we understand that not all peaple
are good or moral, While that may be & regrettable fact, players should have the option
to éxperience both sides of the fence of morafity, Unlike some games whech ban even
thinking about an evil character, we leave that choice open fo the pyer, but we offer these
systems as a way of insuring that the rewards of depravity are manifested in game

terms.

As an alid to chazacter development and roleplaying a simple poirt system lets
the gamemaster keep track of how each character 1s progressing relative tomore or less
objective moral and philosophical standards. In addition, it is possible to keep track of
the status, influence and renown of a characier in & similar manner  In all cases,
assignment of these points is highly subjective and in the hands of the gamemaster. As
long as the same standards are for all characiers the actual rate of pointdistribution
ishaar less important than the relative numbers of these points had by different
characters.

8.1: KARMA POINTS (KP)

The first moral area to keep track of is the character's relationship to objective
standards of Good and Evil. Keep in mind that he is being judged by an external,
objective standard not that of his soclely, which may be as warped and twisted as heis.
Karma points are given out by the gamemaster to give the character an idea of where
he is heading morally. Having a high number of KF indicates a strong pursuit of the
Good. Havingnegative KP (the gamemaster can give KP and take them away) indicates
an active pursuit of Evil. KP should be given ool at a moderate rate appropriate to the
deeds the character commits. An average, unexceptional character should hover
around 0. A saint should be over +100, an inhuman monster below -100, If a character

through an session ravening and murdering he should probably lose 20-30 KE but
itwould take a Jack the Ripper torack up more than thatin onesession. The zamemaster
should make an effort to award KFP fairly and evenly, with minimal bias, based
on theactionsand intents of the character as he sees them, A character’s KF will
nit be known toother characters and should not be revealed, thosgh they can
besensed through actions and should be kept in mind by player and gamemas-
ter. You may evan want to keep KF secret from other players, but even if KP
are revealed to the other players that doesn’t mean their characters should
automatically beaware n-flﬁl!m. From a player perspective neitherpositive nor
negative KP are undesirable, so long as they accurately represent the type of
persen his character s intended to be,

fEmaPnmdenaragEnatiaaruns | g DHARMA POINTS (DP)
mgﬂp-:u. 'lgﬂ he pood side, he s These are essentally similar to KF, but instead of measuring a relationship of
T e i o et | the character 10 an objective moral standard, they measure his relationchip to the
in & Cpmion pincee puch | Standards of hie soclety, particularly the legal and sodial norms of that society,
Pmﬁ'm“"'”" Crama | representing the range of attitudes from the most anarchic and antl-social 1o the most
DF nould ba the totalitarian and rgidly obedient to the state. Positive DP indicate obedience to law and
sevenay ol U e wcvonric, 1 wod Of B (511 e social order. Megative DF indicate rebellion and social malisdjustment, an anarchistic
o i peoeama | alliance with the forces of social chacs. Mest peaple tend to haver close fo 0, cbeying
1 enough mgﬂbﬁ:ndcmnmienw hto profit. They should be given out based on the
wnw&allflwmm:mﬁ actions of the charactér and his attitudes, Like KP they are a private and important
dans i wndtosreoen | 2augeof character development. Having Iarit numbers of negative DF and having it

g chasas: Nis pamen i
wihha s bound mgenegaive P mandtheyare. | public knowledge can cause problems with organizations seeking to punish the
mmﬁwﬁﬁm'}w character for the crimes those negative DP represent. Remember that DF make no

mnrh-g:nrm o con them out of el judgement about the qu:.litruu& the character's values or which attitude o soctety s
he g mmmrﬁrmwﬁﬁ tter They merely reflect his actions.

oul
oo Frig il ain poa e ul fegatg DF bataucs: 8.3: RENOWN POINTS (RP)
i iy o 1k i e These run on a positive scale, with the normal character starting out at 0 and

Luuramgm?u m@% g;azdmllv acquiring rencwn. Most people in the world will not acquire more than a
mw;“' ot el en RI° during theirlifetime. plavercharacters may tend o become a bit more famous
than background characters because of their very active lifestyle. RP represent how

50k gy wesia i nagae OF
M%mhuﬂwﬂiﬁwﬂsm well the character is known, essentially how famous he is. They say nothing about his

o, W‘fﬂ‘ﬁﬁéﬂ lity or what he is famous for, They just indicate the likelthood that he will be
20af mane OP and 01 5 i own for whateveritis that he has done. How a person witha lotof RF willbe received

h e — IRT




can usually be determined from KP and DF as they will flavor his image considerably.
Generally RF should be quite hard to get, with each :h‘"md::fnr-,? about 1 per
adventure, with 1 or 2 more from time to time for exceptional and achievement
of any sort (as ong as they are more or less public knowledge). For practical purposes
RP indicate the pemn“gdnnuufihe comman person recognizing the character
This percentage is red by 1% per mile from the center of the character s activilies.
Sothereisa ﬁnﬂﬂn%t}ﬂ]hmﬁub&wﬂ knuw;:‘tn}ism:tgwc:ﬁulnui
in a big ci miles aw gamemaster should note that backgroun aclers
l!mll?ﬂii‘ and phy-erﬂmram:s magPrtcmm them by reputation. Some vrr|11r
famous heroesmay have as many as 500 RP but that is extremely rare. A character wit

& career behind him mmltirbe happy with 80 or so0, which is enough to get people
to buy him free beers in the local bar. You may wish to start charzcters with their SOC/
2inEP Notethat for every 20RP gained, perceived SOC Increases by 1, though thisdoes
not change any other stats, Skifl Foints or concrete soclal position, merely the level of
deference which the character can command. 5o a merchant who started with 14 SOC
mhdwwhditup to 20 might be treated as & Baron or Count in respect, buf not in

= These 5 1112‘] ints gi he for charact
are more ven ouf ! masler for racter
actions. They indica h:mdlha cﬁ::dl;ﬂh h'rﬂibyptﬂpksgfn:nhﬂes with which he
deals. Each character has a set number of IP ina %nmtl fund which represents his
influence with the public at large. In addition, hewillbuild up IP credit with those major
background character he with regularly. Most characters start out with no [P
except for a few for their parents and family (maybe 20 IP which can be redeemed in
favors from hisfamily), plus a very basic number of general [P with the Fuhllc. perhaps
S0C - 10, As characters do things for background characters they wil E:in influénce
with those characters and thus IE They may also gain general IP If they develop a
reputation for something generally useful. IPcan be spent for favorsat a rate that seems
acggmpﬂm fo the gamemaster, and they can even be bought in the traditional ways,
racters canalsoslip into tive IF if they draw a bit too mush on their supporters
or if they offend an influential background character. Negative IP can lead to nasty
people being sent afer the character to teach him a lesson, elc. The gamemaster should
give out IP afier an adventure wﬂat service at a fairly moderate and appropriate
rate. In practical use, IP can be a5 a percentage chance that the person with whom
the character has that level of influence will grant a reasonable request or favor. This
should all be run fairly openly and loosely by the gamemaster. General IF may be less
effective at a distance from the character’s local area, just like RE and gaining RP may
produce some peneral [P as a side-effect,

An important specialized application of [P s in the area of religion. A character
will have Deity Influence Points (Dlg)wﬂh his god and church. Ingeneral this indicates
his chance of geiting ald from the church and perhaps a little push in the right direction
from the god (they don't like to get directly involved). Some and churches are
easier to influerce, even buy off, than others, and some are more likely to produce useful
results for influential followers. DIP increase ZEA ata rate of 1 ZEA per 20 DIE This
increase counts for priestly spell casting, but does not effect Skill Pointsat all. Like other
IE DIP are usually expended when favors are gained with them. With the ase of the skill
Divine Aid they can als0 be converted directly 1o Piety Points, 50 they are a particularly
practical and wieful form of IR
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IX: ECONOMICS & WEALTH

This chapter concentrates on the economic challenges which a character faces.
It Iooks at the resources he has, what he can get with those resources and how he can
advance his status and economic power

9.1: STANDARD COINAGE
While eoinage is by no means standard (n the world of Ysgarth, a practical
standard Is necessary to defermine the buying power of a character and his standing in
the economy, For this purpose we will use the cnimg,e Issued in the city of Tol as,
because i isthe only major decimal-based coinage and falrly simple o keep track of and
because the city itself is a major trading center. Different nations have di tcoinage
systems, and keep in mind that actual coin is fairly rare in many areas, with credit and
barter systems being mare the rule.
There are three main coins in Tolemeias, the Silver Mark (M), the Silver Shilling
{5) and the Copper Penny(F). Thereare 10Pin a5 and 105 in a M, so there are 100F in
a M. In addition there is 2 Gold Crown (Cywhich is worth 10M. We will overiook other
andi larcoinage. Mot amounts mentioned lmhlscothﬁptﬂwﬂ!btin Marks.
reference, the Mark is 1oz of Silver, the Crown is S0z of , the Penny i& 20z of
Copper and the Shilling s .10z of Silver Clipping. forgery and debasing are fairly
common. Weights are approximate.

9.2: INITIAL WEALTH & STATUS
A newly created ¢ haracter should start out with a limited amount of ready cash.

This amount should be equal to (250C x AGE) - 400M. Note that this can yield a
negative amount if the character has particularly low stats. If this is the case, il means
that the character is in bondage, inslavery, orstill a dependent. They will remain in that
status for 1 year per 50M of debl, Which sort of situation they are in depends on their
SOC. A character starting witha SOC of 1- would be a slave, one with SOC 6-8 would
beinbondage, one with 9-12 would be in some sort of trade or crafi apprenticeship,
one with 50C 1315 would be either in a business apprenticeship or still a ward of his
family. These guidelines should be adjusted by the gamemaster.

As a general guide to family origin by $OC, 1-3 is slave or serf background, 4-
7 is bondman, churl or willain, 8:12 is free farmer yeoman or tradesman, 13-16 is
merchant or small landholder, 17:19 is knight, burgher or eguivalent, 20-21 is Alder-
man, Baron, Thane, minar nobility, 22 is major Mayor, Count, Marquis, middle nobility,
23 15 Duke, Earl, major nobility, 24 is Prince, King, Grand-Duke, part of a sovereign
ruttnﬁrmhmm Bevond that the gamemaster should improvise as seems i) riate to
the campaign and situation. A player character will usually not be an actoal
ruling noble. He is more likely to be a younger child, a renegade or a member Of a cadet
branch of a great house.

9.3: INCOME, JOBS AND S5TATUS

A character’s income after he is set-up will depend on what he can do. For
characters who arestill in bonda ,apprenljcélj orwardship there s no income until
they are free. For characters who are in the trade and merchant classes (SOC 13-16)
income will depend on skills and SOC, As a general guideline, use the formula ((SR/
FAC)+50C + CHA + AGE) x 3, where SR is the Skill Rating antag they have with
the skill by which lhez make their living and FAC is the FAC of that same skill. If
multiple skills are legitimately used in the livelihood of the character their SR/ FAC may
be added in to the other SR /FAC before squaring. This gives yearly income. Where
more than one skill ?{%u create a we’lﬁhtzdm-era ge. Thus, a 30 year old professional
Muminator with a of 15 and would earn aboul 3100M/year For noble
characters and those with SOC of 17 or more, income will be an allowance of some sort,
based on 50C and the status of their family. The gamemaster should work something
out, but it should tend 10 come out within a 30% vaniation of 50C x 200M. Remember

that anyone can take game actions to raise their status and Income, In the
gamemaster should be flexible in working oul a realistic position for the character
9.4 LIVING EXPENSES

How much it costs to survive is based primanly on SOC. A character will need
a sel amount per year 10 live, without enterfainment or non-necessities, merely tocover
food, drink and shelter This shoald come to about 1000 + (SOC x 5)M. In game
situations the role of SOC on expenses should also be considered, with high SOC

WYWSGOGART 11




causing merchants to up their prices on the spur of the moment, and those used to the
life seeking out the more ex ive forms of entertainment, eating and lodging,
within the limits of the character’s upbringing and personality.

9.5: EQUIFMENT & COSTS
Several lists of commonly purchased items ean be found in Appendix C. Most
should be familiar, and will sell at the costs which are listed for them, varied at
gamemaster discretion. Used versions of many items may be available at as much as 20
to 40% off but may have hidden defects with a likelihood of about double the
n-rumfage of the discount at which they are sold. Some bargaining or use of the
erchantskill may also be possible. In an environment where there is bargaining. make
the asking price 40% higher than the standard price and let the merchant settle for up
10 20% less than the standard price.

9.6: MAGICAL EQUIFMENT Saviliiie e, B
Magicalequipment may be available rchase in somecampaigns. How i
prices for such eﬁg‘n&mt should be set is rn::t?y up to the gamemaster, but some
puidelines might pful. Such items break down into two classes, ‘natural’ and
enchanted’ items. Natural items are those which have become magical through
association with events or personages of great power to the degree that some of that
ryw:r rubbed off on them, or items which are living entities in their own right. Such
tems are rare and of enormous and unpredictable power and pricing them is virtually
impossible, unless you can assign a value based on what it would take toenchant an item
of similar powers. Enchanted items are those made deliberately by magic, and are often
far less comprehensive or variable in power, limited by the imagination of the designer
For the most part it will be enchanted items which characters will wish 1o
purchase. In order to determine a price for these, figure out what kinds of spells and
what level of power in Mana Points it would take lo create the item. Once this is done,
take the total number of MP and multiply it by 500M to determine the standard cost of
such an item. The same formula should be used when a character is hiring a mage o
cast a spell fororon him, though in such cases the number of MPex ed will usually
be lower In general allow a discount of u]p to 40% for Merchart skill or other special
bargaining factors when determining final sale price.

8.7: SELLING USED EQUIPMENT

In some circumstances characters may wish to raise noney by 5e|h'n$ their
equipment, be it mundane or magical. In such cases they should first be offered 20% of
the cost which that item would command new. That can vary vpward for bargaining
or for Merchant skill to no more than 40% of the new cost of the item.
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X: ROLEPLAYING THE WOR LF o
Per! the greatest challenge for the gamemaster I8 actually running the wor
1:#:1- lnmur.u. WEI player may have a few characters ll.u:by and
characterize, the gamemaster has the much more difficuli task of making
millions of beings realistic, befievable, and imbued with personallty. Naturally
it is much harder to give personality to many beings than it s 1o give it 1o only
a few. Thee way ta salve this probiem is to ﬂmpﬂ? vour task, and find some
neiples of characterization which will let you bulld personalities quickly so
| they are bellevable and interesting, if nov fully fleshed oun. 11 is Il

to glve aba nd character a bastc personality which makes him inlerest.
withoul going into great depth, because in most cases such characters only
inferact ¥ with player characters.

The way to do quick characterizations is 10 find and classify certaln basic and

general lity traits. This is a technigue used by many wrilers and playwrights
m& mm:ﬂ cheraciers, -r:nld is:tsvslﬁdn. %Igu-k t::.irnu b Ilrrllu;?hﬂ
ot soprces 1o oul characier I!E]H-iﬂ a master

technique. lsolate the popila
Mmmhmh;mqmmmmuu;mmmma

personality. archetypal traits are similar 10 the sins and virtues revered in the
middle ages. The seven sine are: pride, wrath, envy, lnst, gluttony, avarice, and sloth.

The seven virtues ane: faith, cmﬁm.mm.ww. ndmmnﬂ
Each person is a mix of fese in WWI\Hdlﬁi will
hul?:lhﬂnllrprml'lr person. Further. Hnur!-inﬂhunommu,ur
hwnﬂl:u. such as despair for hope, weskness for fortitude, parsimony lor charity:

in

tes adds even more For example, a character migt pessess
fortitude, with a limited of pri Pii;pwdmu ir 1, and
intemperance, plus a litle wrath, and be a perfect !Iirwnmur ‘pe. You can even
assign numerical positive and tive vafues foreach sin or virtue to indicate positive
or negative intensity of that quality for a character IF you work with this system you
can easily and quickly create good medieval characters in much the same way as
Shakespeare, and what's good enough for him chould be good enough for anyone.
Maturally v don'l wanl to rate all of the values, and should leave some neutral, and
at the same time you should keep a good mix of sins and virtues, They form a
gumfﬂzlfw}rnurchammduﬁnm. and can be very versatile when you learn to wark
with them.

Of course, some background characters in your world should be much more full
developed. Characters who players deal with on a regular basis need 1o have as muc
depth as you can give them, Tﬁis particularly true of major contacts, employees,
employers, members of their family, business associates, and the like. A great deal of
homework intosettng up these major characters, though the method given above
hmlllétﬂlcg‘m;:l, t modified with more development and more solorful and

|

Finally. have ta analvze the personality of your world as a whole, A world
ummnr}um combination of the many slements which we have described. [t has
a wmmrm beliefs, !!r'l_;ilﬂjl' and ﬂi:khh‘. wur:nmm;u have a
profound i Of your Campaign. personality ks formed the combined
effect of the natures of the beings which populate the world and the gamemasters

ified and expressed as a physical entity. For example,
rth could ibed as 2 great but ancient king with a fatal disease
bmtmm Think about such things as the karmic balance or imbalance of
your Ysgarth, for example, might be characterized as somewhat lacking tn
dharmic order, but fairly balanced (n karmic and moral areas. Such things may change
from region io dynpandlng on the jocal circumstances. The pemna]l!w'iywr
world 1s mani in many ways, such as the nature of governmenis, s of
senophobia, criminal acllvity, warfare, and the fike, [t is also reflected in the general
attitudes of the ﬁ:enpla who live In it towards themselves and each other.

Maoat of all, it is important to know your world and the e im I8 You should
reachan intultive understanding withit, so that vou will be able 1o make decisions and
describe things with hardly a moments thought, because even though you haven't
thought aboul them befare, you know hew your world is and how those specific
elements have fo be 1o fil. This feeling of identity and oneness with the world is what

tes & good gamemaster from a great one, and is developed through time, wark,

and thought,

'
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X THE FANTASY ADVENTVRE

world will want to do

minn-umm skill of g runnlnganuhﬂmrehiﬁ
been or cruell: ed, and there are foo few gamemasters who really
know how to make anexcitin yunfﬂ

I‘Hﬁl\llﬁ'l sdventure scenarta. Too many rely on
rl.l'-dum “dungeans”, urﬂhlr?ﬁﬂu: llogie and wanton viclence. In thissection are

md:ﬂw fnrmalinghglm seenarios which flow in a natural fashion from your

11.1: THE BIRTH OF AN ADVENTURE

An adventure can be spurred by any of a large number of forces. Even the most
unlikely circumstances can generate excl zng action and Intriguing challenges to the
players. Traditionzlly, ioo many adventures have been motivated by grud. md
stamped in the same Mdmﬁww Ireasures or ex
its wealth. There are many other ways 1o find adventure in a hn

other motivations which can drive characters. Virtually any si wu.dnhaslbe

potential for interest on of several levels can be a m-mm There are
mﬂﬂmdiﬁuﬂlrpﬁ adventure. They can be called the Quest, the Raid, and the
Encounter Thﬁemwnjhmemumuhﬂdunppﬂﬂymspmﬁc

quest sitoation characters set oot with 4 specific or The resson
"hl’mﬂ"ﬂ'mhmmﬂl- mrhmdp;m‘m something,
guard someone during a uyhmihyabdvvhunwm
Instructions of their church. g tr & rumeor for information,
orself-advancement, IT:Bmc this type of adventure are thatit isstarted

an oulgide Impetus and uswally in 4 journey and & specific objective. It may

lhihbﬂﬂlil'-ﬂblﬁ whatever is gone for, pursuing
something from being taken, or enlering a trap or
ve. Think about the origin of the quest, and what

be complicated by dangers
mﬂm which is stolen,

mﬂng  false or d‘ﬂm}r
sending the out wani to achieve. Perhaps they even want lo get the party
Kdlled aff. Rm:m t these are not always vast overland treks. The same concept

can be h:pphed in'a city, in varied situations, or even without actually going much af
anywhere,

A Rald is similar in concep! I the quest, bul there need be no & C PUrpoSe.
muummmkmmzﬁ ora Im.d.p-ab , where the :hnﬂngglﬁmdpmumy
in a general way, and oﬂlundﬂﬂhhmmmwhnishﬁpumﬂullmrheym
This can follow any of a number of patterns, ftwnlﬂmplernbbﬂ of barglary within
ld‘l}ghanlmadﬁpadjmnm atown or vil plrlupiinwfvl.r.gmmm{&

or freebooters in it for the plunder In some cases it might even be an expedition of
mwhﬂ!&m&sﬂddﬂuﬂmuuﬂﬂmhhhmnm&llyb-v
fﬁlﬂ! ment, There are many vanations
uhhh:u-cepl p&halhmﬂﬂmuhmﬂmnm-pﬁynm
conlexis

mmgpﬂhp&ﬂ:muﬂmmmhtmmw

of adventure. It is the adventure of the social bac where characlers gel to
their workd and get 1o know L !Ihpn'hﬂ newly created characters and
new players, and particulariy to set up. IS drawback is that it involves good
control of the action, ination, and the ability o improvise. It works.
the use of situation, Bmﬂythcpmhrm are In as much detail as

e can, with all of the important aspects, especially as t te 1o the aof action
hee has in mind. Then he introduces the characiers to the background, and works them
hmulmﬁm,whm they have to either extricate themselves, solvea fulfill

Eﬂm]lyd.umﬂhln; which will let them Interact with the ares and
Htu:ian. whm £ aster has set up. This approach works particularly well in
combinaticon w!thme orbothof the others. For example, a party might setout'to escort
um of their members to <laim an inherifance to rule over a small province, Arriving
there they find that a distant cousin has taken control with the ald of a powerful mage,
tb,qr eliminate hhn,. ]'.npe['uli}l with tact, and have taken control, more things are

the new rulersare ardent Lytirworshipere, and start converting and

setting u is only 2 small step for the emasier to them to do
m:&lr%%hhhﬁdihwwﬂpﬁlhmwhmd say Cromurach, and
nplinml.l

ﬂ

know it they have a religious oprising on their hands. There are many
this Possible in 3 well-detailed region, for example, even faminesorplagues
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and improvise specific incidents ;:lnd developments with complete confidence. Once

you've picked the type of adventure, set the ﬁ""’l circumstances and rough plot, and

vou can work from ¢ 1o expand and make your adventare more complete. Detall

a:'|dl'mi!:veru:.n.lIIr;.I make an adventure interesting, and should always be kept at a high
though not 1o a ridiculous and o0 weighty drgnm.

There are other adventure E:mibilirias which might work well with good,
experienced players. You can work the characters into the game waorld, pul them in
sitbations where their own Interests will generate adventures, and get them directly
involved with the major political and social events of the times In which they live. Big
events in the game waorld society can spin off smaller situations which can be great fun

far characters 10 be Involved in.

112 FLANNED AND INCIDENTAL ENCOUNTERS

Some systems recommend random encounters as space fillers and things for the
player to do. Generally it is better 1o derive encounters from understanding and logic
than from die rolls. The encounter is an important concept here. I isa basic conceprual
unit of adventure design, Each emcounter is a complete phase of interaction between
the characters and the world, where they initiate and complete a conflict or other
interaction. Forexample, if they are travelfing on a road and are st on by highwaymen,
from the first meeting with the highwaymen to the conclusion of their dealings with
them would be an encounter However, it is possible for encounters to be long and
extended or very briel. There is no set len mdlheynﬁmmnrmwm or even
become com adventures in fheir own Forexample, the highwaymen might
take them . and then they would all be set on by wolves, creating an encounter
within another, or the highwaymen might give up, leave, and hit them later, making
adiscontinuous encounter, Thereare twomain types of encounters, each of which can
be divided Into two tvpes again.  The fwo m’gruups are Planned and [ncidental
encounters, and the sub-divisions are Static and Active.

Planned encounters are those which are set up with the reglon, and lmited toan
area, If the characters enter that area mi have a cerfain chance of meeting the
encounter, either random, or dependent on their exact actions, though Il may alsa be
al the choice of the gamemaster Within this is the Static/ Active division, Basically,
Static encounters only react if directly contacted, and will not pursus or act on their own
unless provoked. Active encounters will work on their  own o encounter the
:I'i'l‘lnll'ﬁ and will usually pursveand act with initiative. . Planned Static encounters
are such things as towns, farm-houses, merchants on the road, or other encounters
which are always around 1o be met when the circumstances are right. Planned Active
encounters would be regionalized predators set-up in  advance, enemies of the

characters, or which are in 25 a major active pan of the
opposing M

Incidental encounters are those which come into play as needed a1 the discretion
of the gamemaster They should be planned in advance, and a smart gamemaster will
kzep a list of ideas for incidental encounters for use when they are needed. They are
the same as Planned encounters, but not linked toan ares in lar, or a particular
adventure, though he might pick out a set in use in 2 given adventure. Cenerally they
exist 8o that the gamemaster can throw them in to keep things lively as needed in places
wbmlht{mm ropriate, Static incidenial encounters are ones which meet the
party, but leave the initiation of action to the Active incidental encounters are
maore cammon, and seek out the party. Forexample, a pack of wolves s a good active
encounter; while a wandering isa good static one. 1t often helps lo make static
ones have the polential 1o be useful to the party, or dangerous If provoked.

Flexibility Is the key to gamemastering, and a gamemaster should be ready 1o
improvise and ‘work on his feet. At one time it was thought that everything had fo be
static, setup, randomly generated, in rooms, oF some such, bul 11 18 general)
better bo keepa listing ible encounters oradventure situationson file sothere will
be a broad selection available for use at a moment’s natice. ﬂnﬁl the of possibilities
of a situation in mind, and make use of additional material when seems to fit in the
situation, Play your events and encounters off the characters, so that you can keep
changing and idap{lrm a reasonable fashion. If the characters wanl (o pursoe
something which you ‘tariginally piaa,nghy along with them and be prepared to

course of evenls.

spin off into some entirely different




in mind that the world is reacting to the characters jist as they are reacting
toand d with the world, and background characters have goals and motivations
—ever feelings — a3 well, This means that you can work in much more background and
action based on the character s past deeds. You can have a fic cruel retribution fall
on a character, rather than expl g it off later as the result of some action, fo justify

some random roll.
An adventure can anywhere, in lar seitings, like ruined cities,
cavern and the like, or in rural nds, city markets, or

anywhere, By the same rule, anything can be an interesting encounber and encounters
should be keyed 1o the the adventure as much a5 » s will
fit anywhere. For ecam .mn‘hhﬁmshhnﬁinthumnhinﬂﬁnﬂsinciﬁﬁ.
on the sea, wolves in the forest, and soon. A bit of logic always helps, and don’t
lhluﬁpmmmmhm the most basic simple encounter
interesting, ly, retain the balance between physically-oriented and mentally-
oriented encounters. If charicters do nothing but ?Hmnbagdm-.rnqukkly,bntlt
can be just as dull 1o oaly solve puzzles and riddles. A balance appropriate fo the mood
of the and gamemaster should be struck, with thought and action, or best af all
t leading up lo sensible and effective action.

11.3: REACTION AND INTERACTION
Remember that by their own lights the background characters of your world are
a5 real and important as your players characters, and have them act according to that
principle. If you wani them to seem real to the plavers they have 1o be treated like other
hdrgfmn:ln:mi:mmm pletensss shou thu!ullmm hey ;ﬁum

com apply to how they are as

ammmmm.ummmgandmmmm
display sense and logic with reasonable motivations on their persanality and the
should not attack suicidally in every case, or run in fright from the
player characters. They should display the full range of human emotions, attitudesand

Each person has his own personality, and this should determine what he does and
how he reacts fo the actions of a player cter. Play a few linies yourself, and then
when you Pll;lll- memaster, react as vou would if you were a player  Too often

thelr characters take insults and slights from player characters which

ver characters would never take, There is a tendency when running a whole

mﬁmﬁﬂ.m individual characters within it a5 expendable, This may be true from

W'ﬂmw,bmmaﬂmmmﬁu the whaole world to himself,
definitel nmumd-ﬁbk.

Keep this in mind, and use all the potential of your world"s background charac-
ters. The t thing about being a gamemaster 15 that you get 10 play so many
m%u re at it you can make each one anique and memorable. Let them
fight dev and fiercely when needed, and back down when that is the best course,
provided actions fit their personalities. By doing this will find that your
mﬂsm‘y Interacting with the world more, an tﬁy will find play more ch.lﬂengi':f.

by mTi.pl' If you roleplay the world well the players will roleplay their
characters we

11.4: GOALS: TREASURE AND POWER
#any adventures end in some form of reward, elther material or spiritual. This
can come in the most obvious form, riches, or in more subtle forms, such as increased
status In the eyes of a god, oral ry reputation. Different characters should have
different values and personal goale, and there should be opportunities in more than one
ares available on an adventure.
= w c;ﬂ mm«mumd? . nl.urﬁm;nmt:nmuh
oRearea. ve mmEudiuégmtn generally give away enough
1o keep the players satisfied, bul not happy. Amy player is & restless plaver, but if
he gets only barely he will not get and will continue to seck new
opportunities. Be v careful of | items, as outlined in the next section.
Finally, don't let those characters have advanced beyond others in your
rule over them and injure them, and especially don't let chamcters do
1o other characters who they have not met In a | game context. If high-
power wiant to interact wifh low-power characters, let them do so indirectly
orin some limited capacity as benefactors, sponsors, or leaders,
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With the most powerful characters you should mrﬁid:rmuuugngpumm
retire them 0 your use after they have achieved near-legendary staros as
gamemaster may then them as background characters to te adventures and
activities and be actars or villains in the world, They have the advantages of
characters already fully deve by the player, and clear and present reputalions
with the other players.” Generally this concepl works very well, and is welcomed by

players, though it can’t really be started until you've been phymﬂm‘ a while,

If&n treasure of any sort g oul of hand, you kre ¢ and
rule, so in reducing it s0 a2 you doso ylndﬂpﬁinwh}'jmm
doing it and how |1 will benefil the plavers in improved quality of play.

115 MAGIC ITEMS

Magic items are one of the great benefits and banes of many fantasy campal

They shoald not be glven out 1o freely, but the number is far legs im) Lo limitt

is the natore of the items. There should neverbe so many items of holy or nature
available that they couid make a fighter the equal in mu?kuh or in powers,
of a priest, A magical item is one which has powers of magic in addition to itS normal

physical pﬁenm and they can be of various levels of power and have more than one
power. A holy ltem is of the same nature, bul derives from a holy eather than magical
source, Lesser versions of both may be boughi or manufachired, but the serious ones
should be either granted or found. As a general ﬁhﬁhﬂﬂrﬂ]hﬁihﬂg remain
in land consistent. A single pri should guide the powsrsof an ilem.
hmm:uﬂtuudnrhmm s lous. On a lescer scale
such m?umms which fire missiles are fairly silly. You should try to envision the
essence of an item before creating i, Powers should be related, ai the best, and certainly
neverat odds. Most llems of senous should be unigue, .and lesser items should
have only one or two powers, and be limited by time or charges. Powers can be derived
easily common spells, and for more detsil on making such items see the earlier
Hﬂ“i:mm Enchanlers and Artificers. In addition, there is 2 selection of typical items
in the a e

Ily, loak in literature and myth for examples. Properties given there are
almiost ﬂwa{m Iogical, and often nhuym the practical physical use of the item, for
example, heightened sharpness in a sword, or .defiection In a shield. LUse yvour
discretion, and think about what effect the item will haveon your campaign. Don’t give
out things which will let the character wade through all opposition. or which have
negative powers which will make him useless, unless he has some chance of escaping
them. Also, if you are going fo have iems in the jon of creatures or persons
before Ela;.rm get hald of them, have those w0 creatures use them in self-defense
to wha mT?mmd lake full advantage of the powers 1o their benefil, Do
not overlook the use of negative powers to counterbalance positive ones in an llem.

1. THE ROLE OF THE GAMEMASTER W
et is law, but for 1 F.mcmnlﬂm
€5 a5 well, 50 above all the gamemas-

In any campaign the word of the
have fun the players Mﬁdmhm[ﬂ}’in‘ﬂ
ter should gve consideration o what | p‘].;r:ﬂ enjoy as well a8 to his own interests,
thhyemfmwgguﬁm offer them a variety of options of seiting and power level
aof p mn biit take their desires into reasonable consideration.
that each player and each character is an individual. Don'l lorce &
maverick characier to conform with the pack just to maks things easier  Encou
diversity and your reward will be better ying from your players. Don'7 let |
pack mentality so common in mleplaying games crush imagination and originality. A
certain amount of conflict between 1he characters is naturzi and even desirable so long
a5 |t doesn’t go beyond the paint of reason and so long as the game remaine fun. You
may have 1o work a bit harder 10 manage things when the characters are at odds, but
you can capitalize on the situation 10 encourage a8 more intense and vital siyle of
m;-:;mg, Nothing mmwimwum it comes from 2 supposed
comrade and roleplaying is often best when it comes under pressure.
Above all, roleplaying is meant to be fun. In most cases you'll have the most fun
and achieve the most memorable play when you make have well concelved characters

In & fully developed world, Rolepla s about creation, The pla and the
; i 'andweninlnth.nwnrﬂpw can be as

gamemaster work to create a
com Aﬂhﬂma hing in the real world. It can be serious work, but the
can be wplifting and

¥ entertaining,
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estatan, while the u cantral of the Rakogian
Council has been Agvien hends,  This changa is -1 Hunling o Fianting
wymballzed by the fact Bt the Cambises i, though of Sass ancestry, |s the first <1 ror Epse
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under Ermanrik and fe of which Cirvadia is betler ceganized than Marmarash,
Tarms the Machar Kingdom. under the conirol of and thay are krown for baing retatively warkis,
Queen Namuna, fis awar tom land, once quite and qosd seamen and merchants. Most
B prespancis agrcultiral regioh, but nolv oz Oirvadl are fishermen or tradesmen, I‘rhinqui‘:
sgad &nd ,with much of e erniad fowns, pushed op agains! the saa by
fion I ewile to the south and weat, The Machar faly formidabila mountaing of the Bakilur Range:
ara in clannish, Maln small family
m‘mm N & strict saclal heirarchy. inpood Salhiirdan
the Mechar clans live by farming in the -1 Huniting o¢ Tragping
valisys and hunting and herding In the moun- ; T ﬁmmyw
falng, bt recent hard imes hawe farced them s (B _f Backetnka or Garote
Into: oidar et of fife, with much of the AMachon Clunsman +1 Pilum or Dissus ;
|&tien 15 mouriiain strenghalds from -1 Sgimtar or Round Shiskd An Drddi
which they raid e valisys and ravallere thraugh mumm,;uupparﬂng PP £00 000/1% " iax Lancer
thamsalves by harding and thieving. ”’#{_‘i,“'f Mathar &re shorl and mocky,  REG: Bekdiur Mountaing
swarihy skinnad, with dark, straight hair, 10 papusar rumors, you san trust Tha Sribini ara extremaly clannish, lving in tte, tiny kingdoms spraad
& Machar, just not enough o tum your back an him, theough the Bexiiur Mounisins. Thers ans mora than lhfrtyﬁdw lingdoms. some
of them fewer than 20 miles in dlameter Warlare Is a constant staple of Sebini lile,
Uziarian &nd bacauss they hinve 1o access b the sea, they are extremaly culturally isstatad,
-2 521 Traps o Tracking Trey are of Mechar stack, bul tafar and lsane:, given 1o iargish nosas. have
-1 Dagger or Cross Bow fwerteveloped sanses of homee, and parsenal dusa and biosd fuads are thair (dea
=1 Ary #kill 1400-1574 offen. Mestof their relghbars leak on them & bloodthirsty barbarians, Shaugh they
;IEF I'ltutgm'm are not mush of @ thraat, since they would rashar kil aach other than othar penpla,
REG: Toin, Verccze, Werasdin, Roshega, Untaria
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Humans

el )
i ] of humars much of freir sociaty
Wnrwmﬂ'pepmm. Trazards are lame and scalad with bt
snouted izad taifs which are usad primarily for end hands with
B mﬁnn:mth:hqmw u:ﬂwﬁhmm
prater wiih waapoms, = o their siza.
b hmwmﬂﬂhu%WMm
mewm Thlr#mhl'rmdl}gnrﬂmmltd In miay crafts
rages. Thay ere in grsat demand w _nhmmmiagnuuldur;.gwdnam
teachars, araas wall sued to thelr physical ang mantal siifls, 1t should ba noed that
mmmhwu.m“mwm
msomeanal shortar Bespan than
reach maihurtly &1 B paars and fve o an average age of sbout 50 pears,
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Chiltie are arcther of the nasie races of Y .M'ﬂﬂx:.wnw
axtinct. The totad Chitase popuiation, Ipcated iy I nemate i and
5 zrags, is probably less than 10,000, Chitare are intalkgent Insactakis,
s imbs and $iand arect They havee an excehadaton for protectian,
hervd limbs funation a8 clawed iegs, thai middle imbs ars manipulaive three-
fingered- hands and their forward limos and in pincers, Th_er[rmnmm
mandibies. 1t sheuld be nesed thel diftarent bmeds of Chitars will leok very différant,
i wﬁqsldmu ummhfpb.rrilnl.;unf’
Canes Qross dimierences in body Tormatan andven i shgpe, by per of Bnbes &
funttion, Thﬁmumianrm%mgmmrmg nlnhmmrgmm sevaral
distinet sub-spacies known fa ews!, Chiare Ive in cloge lmit communities enc the
only Chiters who wil snosuntar humans of enier fuman society whera they emnct
welcome| sre ouizasts of thair own saclaly wha & marially
and sulcidal Thlmnnwmﬂumhlmwly wars brlore he arval of
Fumans In which they wes vitually wipad cut by the Trozards and Eabags wha,
among cihar things, samehaw destroyad Bes abiliy 1o create ie Wasiond' Chitans,
& broed of auparor Chilere wariors. MM|;Q madem Chiltere are of & nan-
npacialized varkety which s sexusly neutral it i reachas about 30 years of age,
xmmmammmmhhuﬂnmw threa years, &1 the and
of which fhe males who hane brad die cul Fimales tve on for several yaars atbar
. Thi dominznt femala of a generation will becoma
ihe feader of & Chitare community and wil sy & other famales ance they have
ced. The resudl of #ll this is & very sTargs Ma-tycle, Tha typical Uhitare
matiees af age 5_|ves 16 age 30, becomes nais, bresds and dies bafare aga 35,
mmd%yn?jtw mmm.hlﬂhl-.rnulr Ig&dwmml ;s ang
a8 pecome mors il SHASES
mabimﬁ&nh thair eroskesalons. E:E:aw: begome m&ammm?m
or are kifed by the ‘quaen’, A queen may B as much 25 60 or 70 vaars, udm&
ong immatle generation end one as guesn, Yinuady the only Chitare humans w
sncouniar are noe-breeding males who hava xean ost . Chitare have 4 very
Peard i wich himan Lugl.m.rtlhm{mgnnd'm‘rnr rekabig by their own
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APPENDIX B: scribe
PROFESSIONAL SKILL BENEFITS oammncitees
-1 on or raphy
These skill benefits are designad 1o glve guidanca for those characters .mwnuﬂgorm m
who are spaciaiiizing in certaln professions or activities, ﬂmmbemedtohe]p «1 on Wirfting or Business
siructure character mant, of new altematives can 28 an
alismative gaymurﬁ H you wish fo have & very structured campaign  Low (Physician, Herbalist, Diviner, Baastmaster, etc)
I8 a et Teas s coauy ot ffl posctls scteasies aus have & 1 on 1 Emposent Sl
Hteraily infinite room in which you can expand this list -1m2wﬁmlﬂﬁuw
. dont Shill, Business of Wriing
<1 on 1 Aftack Sidl Elemental Mage (Aeromancer, Hydromancer, Pyromancet, Geomancer, efc.)
~|mthry5ﬁilutmlw'|§m -1 on 1 Casting Skill -
-1 o Enchsarce, Dummbiiy, Cembet Rafiecas or Damage Soike o s Gk
If:.mmm'mw » :tglmﬂ.m.mwmm
Knight (Neczomancer, Sorcerer, Enchanter, Wizard, efc)
-1 on 1 Adtack Skill mmﬁmwummﬂm
I:Hﬂm < uufm mfwmﬂ’aﬁfgﬂm
1 on 1 Attack or Mil Eikllp {on1 within Guild, Wiil Enhancement or Mana Shield
1 on Enduranca, Iy, Gombat Reflaxes or Damage Strike +1 an Writing or Magical
Sal Shaman
1 on 2 Nautical Skills -1 on 1 Empowaring Skill
1on of Watsr Sunvival 1.6n 1 Medical
Ao i Lsatharsmithing, Fishing or Clothworking Skl 1 on 1 Sharan apel o Wil Enhancement
= a a g
1 on 1 Shaman of Mana
Tradesman
2on 1 Craft Skill Merchant
«1 on 2 Craft Sidlls Contributary with Above 2 on Merchant/Business
-1 on 1 Combat Skill, Business or Street Sanse 1 on Accounting or 1 Craft Sidll
1 on Conning or 1 Craft Sidll
Clerk 1 on 1 Weapon or Nautical Skill
-1 on Mathsmatics or Calligraphy
-1 on Writing or Business Priest
-1 on Writing or Administration -1on1Em or Casting Skill
-1 on 1 Language or Mathematics 1.0n 1 Medical or Priestly Ski
+1 on Research or 1 Diviner Charm :IluniPriul or Persuasion Skill




Sail 1
APPENDIX C: igee me sy 2
EQVIPMENT COSTS 2
LIVESTOCK & FAftack Skil RatingM TOOLS 250
PROFESSIONALEQUIPMENT cosT  COST o
YolumFd(ibati) M Home 20
Eep e o
Tools %M Donkey 4
Cut Quil a Cow -
10f Rope Py Bul 15M
2, ¥ = )
ﬁ, ¥ 10 x 10f) M Sheep 12M
T 5 e o,
i ¥ % '
Wire
Chaln ﬁ O Hamess b
Smal M Saddla I
Sack a Bridle )
1 HosRake iy
Battof 1 FOOD & LODGING 900M
Cioth{3thcr 519 35M oo 700M
HOUSEHOLD GOOOS cosT Wi ]
1 B e it
Fork oM Poomren(night L
s iy Satg -
oy ! mﬂ 520M
Water Skn X' Gheveatiny o
Glass Vial o 350M 240M
Giass Botte({ 1000M  LANDREMPLOYMENT e
Oi Lamp oM Housshold Stave 23000
0d Lantem 70M T Siave
FieldMine Slave " 2000M
o - S s e 2800M
Snow Shoss %M Ww&m BO000M
Skds and Poles S0M Suburban House(large w2 100000M
Sed S0M  Smal Rural Castie(wiout land) 300000
Tent 250M Acra of Fam Land 3000M
Pavillon 2000M  Acreof Grazing Land 2000M
Mimor(Bronze) gﬁu Acreof Ui 50000+M
it 8 e ]
gL Baads(50) 20M Hammes 2M
Catraon i B Bt Mace o
e g 2
& Short Sword/ Gladius 100M
ok oM Broad Sword/Saexe 250M
TRANSPORTATION 08T oy i
Cart 1100M  Falehion 70M
1500M  Scimitar oM
300M
%:E oM e 100M
Sedan aov  Spex iy
e B m
= W E
ton) 150M oM
ton) M Raper o
ar20 1or/8 kmots 15000M Ww i
o0 in ,] 40000M  Hand 0M
(100 a100 ton/7 knots| 100000M  Battle Ava 12
oar/175 1on/8 knats) 60000M  Double Axs 240M
&l Emummhnﬁﬁ; 75000M  Halberd 80M
| 8hip{2 mast/150 fons 110000M  Flai 180M
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APPENDIX D: SKILL LISTS

Two et of sidls e hare. The first listing is with full

mm;:hu Tha sacond s & shortar Esting armangad by gmptnu\r
mummmm Thasa inchude: CST
mmm 'lllpnnﬂdlll)ﬂcfl: J.
”M““"%mmmmﬁm‘” i, anclAN Fange
medifier for missile
ACCOUNTING
CSTT FAC:4 GFPCE
Kooping tack of finances and mxpensss, mmwnmwm
ACCUPUNCTURE
iy ivee 8 pan Yough o apiceion f Peaios md ravaa
o

nenous sysiom. should be Muwwm tod
ACTING/PLAYING
CST7 FAC:4  GRPET
mamummwfmmwmqﬁmm
AESCAN
CSTS FAC:20 GAPR2 AFT:
Tha of the royel ciasses and conquarsm of savaral Kasi nations, including Kasldooh,

GRP: APT: INT
mﬁﬁ-m«wmmm&vm now the Prafectures of Etruka and
GFP:NT  APT (JUDHINTIRZ

soUtham Sass Empire Also the Innguags of Saas administration.
F%m thair properties, Ablity to iden nd

r o batan ta

hwbmhmufm mmdhmmwmlﬂwm:wm

of success should be adjusted for abscurty of sul bnm
ﬂnpmu\'ﬂm bl

II'EM

m; FAC:2  GAP:B1  APT (NT.JUDH2
Locating and preparing an unpleasant tactical surpnss.

ANATOMY
C8T.3 FACi4 GAP:Dd APFTLAD
Tha parts and organa cf the body. Whare they ans, what they do.

TRAINING
] FAC:4  GFF. KT APT (INT. 2
animets for combat or to do ek, Includes ry and raiated skils, Shauld b
saparaty for diffarent types of animals, with levals frem one fype cortributing o olhems.

2

SURVTVAL
S lﬂ\.:ml:d 2 ot PE A g ] ot foodand ik Sagh o
m fon of sunv mm"‘iﬁ“““ ntey

(e e tan
up 1o ha
mnmmmmmﬁmmm

FAC:4 GRP:F1 [ﬁ*
mmmﬂmm‘;mw Iva s4nncls in ragard fo yourss#!, extrapolating

from

ASTRONOMY

CET7T FA::2 GRFP:CT APFT-JUD
Mmhmmhﬂrmm

&Pﬂijﬂ FAC:20 G@FP:S3 APT INT
mhﬁdhﬁhthMnmumdmmﬁl

AVIAN
CST6 FAC:3  GRP:O1  APTCHA
mﬁ'mw and tha! hsﬂr:imlm wi‘&‘m"““
1
nrﬁmmlnmﬂnipdhl:mwmmﬂm s effinity agplies.
CST5 ”%!C! GRP: A1 APT: (AGH+JUDKE
X : : " AGH
muph.nimm.emsmlmhmﬂmwwmm L
mﬂ.mmmaﬂmmmumwwm&m sicl
of Cosarve which the target has.
BAKING
CET 3 FAC: & GAP 3 ﬁFTE{DEXﬂN'I}E
Tuming verious grains inta bend. pastries and other distary siaples
BARBERING
CST2 FAC:22 GPP:DA  APTOEX
“The euting of halr and cthar Bspacts of parsonal grooming, Inckuding the treatment of
BASTAFD
CETATE AR MDIDYOR FAC:2  GRP:P2 APT +3TRM
A Bompram . designad for one-handed usa but heavier, with room for twa hands on
mmmmmm. Ais called tha ‘Hand and a Had" sword. The it
iof this form wes the hitted Scottieh Claymora. Length i 40-48in
EATRACKECH
CET 8 FAC:H GARVZ APT INT

anmmammmﬂmmmmmwnmﬁmm

MD;EO0 FAC:2  GEP:PA APT (8TR.DEX)M
:lnr EECS nmn'-mlpcrmurhm&bahmdhm Lised ang-handed and
handed, with 3033 length,

EATTLE MACE

CST, AR MO: 1000 FAC:2 GAF:P1  AFT 4
mﬁlm%wmondmamm sag in two hands, muhlfm{fsmmmu?mgn

BERLAG

CeTe

FAC:0 GRP-S4  APTINT

Thietundersmerdd cant of Kl regions.
ity s

mhnwwhmummmm.mudmpcmmwa

puuw:lbunuhf i
cune mentisned in

mgainst pai nmummu&sThubaFAGulm
n!mammmnmnmnmwlwnw| his comrades when he runs sut
of Enamiss o

BIND WOUNDS

CST2 FAC:22 GRA:D4  APT D2WJUDy2 Sl
Stopal mhwufhbadframamundmm mm or bas of circulation,
EWHE iy nevtralizes 1 4P of wound tha HP in e erea
wolndad. E‘fuu o 5Lt Omin, a1 whish peint damage mmmmmm
of ene HP per Smin,

BTE

CSTSL. APS18  MD:OEE FAC:2  GRPIFT  APT.DENR
Ulsing the teeth fo do damage, WD given m for human chiwaztors anga righarfor some animis
and non-humans,

BIVOUAK

CST3 FACIH GAFPZ APTJUD

Finding the best avallabie campsits or place b rest,

BLADESMTH

CsTa  FAC:3

GFP:J1  APT, [DEX4
Irenn and stee! waapons of all sorts, particularly sword blades.  FAC should be
mwgmmmamm M llﬂl'

CST4 FACA  GAPIGI APT.IUO
Mmmmdlmuﬁwﬂuﬁ“m

3 4]

AP :
To of thres weights connech r% antengle and cisable unning enimale. If
MMuMHnMImuﬁ Imlm-.mhmdnwm':ﬁbu‘mq iad. Ifa
ha.;mnnmm.mmmummnmhmdmtmmm .

BOOKENDING
CSTa  FAC4  GRP:  APT [DEXJUD

s including fiighing of vellum and

mmwmﬁmmmm




%.! FN.!} 5 APT
eyl -
E—“:z&uuthldmmMnummm

4 FACIZR OFP.G4 NPT
mwwmummm%-

ﬁ?l ¢dme.| ﬂmuh y
of bows and arows with atendert aguipment. combingd win Machmnicai
ﬂmm

Wﬂma Bﬂ;.ﬂ -IPT‘ﬂJBCLHM
W caating bronam in vanous forma end for various functions. Covers the manutac-
e of bt of mayer household g COMIETTl ETOIBTENE.

ol atargel

FAC:4  GFP:

H
et Sapocn f ppardon.

GFP:P)  APT: [DEXINT)4
_“mw.umlmmnm \sed ? handed,

18 FACH  GAP:AY
with and aparating in &

o

Kl and schanig s sl o & s T8

APT: (JUD+
arnﬁ%wm

AL ) MR
05 A msans
sach sag-numbaned wvel (041) e

ngi 1,.:‘nl.(::-l GFP:F;‘ AFT: nl% s -

Exarining the scans or subject of & erima and determining sppronch

tachnigus fo spproach.

CAST FEADING

mu:ﬁ: ﬁﬂmﬂ&m’wm wih sevvy and miybe

it second sight. should be gereny Enough o be aepind.

g;FN.L

W;m&uﬁnnMUWMwmﬂ

‘axss ey of damage. squal amount of located

hmmm nnuuu’-’nﬂmnm“ﬁ

previols formuia ia ingreased by 1 for sach 3 5L of the skl

CHEATING

CSTS FAC:2 GAPG3 APT (DEX.NT)R

Improving luck &t any pame through the use of axiraiages tactce

CHEVRON SHELD

ﬁsm AP:24 MO:BB0 FAC:2? GAP:PS  APT.STRE2
M.mmsmm.ﬂmwiﬁp but usually some sort of

madified , hold imvarted, Wid® is usually 15-30in. can mnga from Jé-d8in,

Usunlly used in maunted combat.

CSTS FACE GAP.V3 APTNT

mﬂauwm a’mmunmnm Tremt 2 a8

having & FAC af 1 for humans, Dothian or ades  FAC of 3for Batrage.

MAKNG
CST4 FAC:4 GQAP:HI APTINT
mwmammw Reso cowers the making of other
et
CLAMMING
CST3  FAC:4  GRP:-LY  APT (DEX4INTR

Digging clams. mussels or other shetfish fom beda n cosan shallows.

FAC:20 GRP.51 AFTINT
Innguage of tha march kngdams of Lisegyr and Prydein.

” m’mm‘“‘h”a““mm e dorms o senere
ﬂdi\mquu:l subinct of “‘ﬂ“lm
dﬁumpmnm Marg Point dlg‘ihﬂmh
Mana Pont Cost and ary levels of a0 Sall Poirt Cost is
1w_wmhmmmmhw Point Cost 1o less than
mmmmawhum

(CONCEAL ITEM
C8E4 FAC:4 GFFF3 AFT NT)2
Hiding things an you persan or in = place 80 tha! othars will not ba able 1o find tham sasily (F2)

GAP:G1  APT. (INT+J
Whuatons. g

CONCEALMENT HIDING
4 FAC:4
oM A o
[ Ha

whars one is and maiding datection and
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riGume e condtors

511 FAC:4 GAPR  AFT [[EX«NT2
Dacoratve sewing for cicthing. tapewines and othar iorma of dagley. Includes soscial work
i brocacing.
ELING
FAC:4 GRMH APT 2
pigenant to @ varisty of surfuces usa of enwmal and pigmant

'
hﬁ:nhﬁimwgmudl'&mmm Ensh 5L adcs M% o
charmster's telal Peinm. Whennow &L ! 3

3 l-mﬁ o 5L re 8 parcariage |s totaled betore

APT WL
of e charmcier, Ench 5L adds directly 1o WL whan
WL weodianss rois

m? FAC:2 GAFFR APT «AIDW3
hwfmdmnﬂmmum

Cif M
Wﬁa GAF-F1  APTAD :

o anitam priotto sal OpUrChss. with s0ma exaMination required and
R ey S g T

shoud
ﬁn: OHENMC sepn aPTuD
sty forfun and praf rom quartyng i digging feundasians e minieg

. Each 2050 of this skl has
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APPENDIX F:
SPELL INTERRACTION & FUMBLES

WHEN
s e L L S e
o [%] ; o
(last lattar of clessification) BCD or G ars cast from one target atthe other. Hintamaction
place ﬂmnﬂgmcrﬁlmthHMthhmmbem
tha middie lotter (etfect) of the two spalls 1o detarming tha
SPELL INTERACTION TABLE
PASSIVE SPELL
A BCD E-B R J KL MNOP GR
A T & 3 4 « E BB = 1 « § = & +5 5o
8 o AR ek & w0k R T
c R Tl e S R R ol T e
[v] Bk o Wik R G e
E 7 - - - BT 7T 7 7T 7T 3 57T 08 08 00
F 0 WWOT & - - s . W W
G TR SRR ST, | ST Y Y S TR A -
H & W = e PO U | T R O L - T et
I s a2 a o Wae =« +» WRe « B 5 585 989
i "YBIY- = - . 1N -' ;3 M W 4. -
L » = « We BB W « B F o+ 2 s -0
M « = « B BBHB- - - - 115 8H 8BS
N W vww- W- - - - @B WWRIEE --
[+] = = o+ o« « 15 MWW WY MU R EE BE
P 1 2 3 4 2 85 S8 . 1 4 8B 0 WWNGE
Q s = & & = = = = = = s 2 W. - B WY
R Ao o omomow o ow o omow om o ow s os MWW WR
1: Garbied . fi d
2 Cpposite reault or answer fom comect
3 Emor in tme, amount. duration or content
4. Emor in distance, direction or targeting
Em spell make taret/destenation
d anto castar, or castar fts
r:mmmv%nmmm Il itaalf
gmmmm:wug# mudc.ré oL
! bersark .Waduwmm of
acting spell hu.':'luhm' ﬁmwmmd per CL in physical
damage, or levels of sorts of where Bopropnste.
e spell , unjess targetiad for the product or locis of the
o Subsctmnd m‘:&:, - with combined ith both
: SAME angd with
&m"'m el power

16:Effecta el spall transfered ento castar of acting spall, upto GL of acting spall
o Casinr of 82ting p0l joct o sutiect el o dprrcprie,. ©

1?:C-bldhﬁtpdhnmﬁdheﬂmnfm]ndmll.
1B: CL of subject spell increased by CL of acting spell, with that speff negated.

WHEN SPELLS ARE FUMBLED

A spai is fumbied when the characier fofs than his Sicl Rating on 10100 W his
SR is higher than 100 then he s8I fumbles f he rofs 56 or mare o 10100 a fumbie is
folied consuit the fumble table 1o find out the Bt resut. The should use
discraton in izing resutts. The Fumdis Tabie detarminas & result by comparison of &
10100 rof and tha EHect (midchs letter] of the speil classfication,
FUMBLE TABLE
D100 SPELL EFFECT
PIL A B COEFGHI J KL MNOPOR
W0 1 2 12822322 148 558822
31% 1 2 2 48 WE S5 8 2 FE 1W0e8 6831
5% 5 3577068 8 7 N0 78881
7800 14 14 4 140 19137310 16 14 12 16 10 13 10 10 14
g0 18 15 5 15202077 W7 BB ITHBEWDN

1: Garbled communications. instructions. command

2: Opposfie resutiaffect or answer from comect.

3: Error in tme. amount. duration or content

;:&wnmmﬁm

: Fandom targetisubyect effecind or

g: . in wnd o '“hh; cost untl he make &

5 repeats again QAN mana mage can
memr: He may roll ance ng.

B: Spail goss berserk with of increesad result lsading fo defomity and

ot of spell explodes doing Mana Point Costed as max overall demage of
-upmp‘iage b:a:irmdphﬂwum&-mhurighgiwlw.
10

4 celayed for 10100% of i paginel durstion.
11: More powerful being of same typs summened
12: Summoner goes to summones rather than the expecied way. 4
e 13: All periacies and proiactions in afea afe dapeiied w0l 3 imés the Mana Pont Cost

4: Caster loges Mana Point Costed AP and is stunned.
15: Caster oses Mana Point CoatxS WP and insens and decrianted
16; Animation or creation has free will (1 , Of roli again) .
17: Animation or creation has fres will and s hostie [ possibie. or roll again)
18: Control of soeli given 1o neawst inimical character or foa
18: Caster of =pall inchuded in fts affects
20: GM discration. Do your worst,
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Ysgarth

Character Sheet Mark 40

Player:

Character:

Social Characteristics
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[ APP: CHA: ZEA: SOC:

Physical Characteristics

APT CST SL CP CL FAC SR
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[ CON: STR: DEX: AGI:

Mental Characteristics

| INT: JUD: WIL: TAL:

Secondary Characteristics

Size: Age:

Activity Points: Fatigue Points:
Hit Points: Damage Class:
Mana Points: Will Points:

Skill Points

| Social: Physical: Mental:

Experience Points
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| Social: Physical: Mental:

Character Notes
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Ysgarth

Useful Charts and Tables
Skilf Use Table
Adjusted D100 Result
151+ Critical Success
100-150 Success
51-100 Marginal Success
26-50 Failure
1-25 Critical Failure
1-5 Always Critical Failure on Natural Roll
Craft Skill Table
Adjusted D100 Result
196-224 QaLs
169-195 QL4
144-168 QL3
121-143 QL2
100-120 QL1
81-99 aLo
64-80 aL-1
49-63 aL-2
36-48 QL-3
25-35 QL4
1-25 Critical Failure
1-5 Always Critical Failure on Natural Roll
Attack/Defense Results: Large Body Area Terget
Adjusted D100  Result
121+ Critical Hit in Area of Choice
91-120 Successful Hit in Aimed Area
61-90 Marginal Hit - Wrong Body Area
06-60 Miss
96-100 Aiways Marginal Hit on Natural Roll
15 Always Critical Miss on Natural Roll
Attack/Defense Results: Small Area Ta
Adjusted D100 Result -y i
126+ Critical Hit in Area of Choice
101-125 Successful Hit in Aimed Area
76-100 Marginal Hit - Wrong Body Area
06-75 Miss
96-100 Always Marginal Hit on Natural Roll
1-8 Always Critical Miss on Natural Roll
Attack/Defense Resulis: Special Atiacks
Adjusted D100 Result
121+ 1 x Aptitude Resistence Roll
106-120 2 x Aptitude Resistence Roll
91-105 3 x Aptitude Resistence Roll
76-90 4 x Aptitude Resistence Roll
61-75 5 x Aptitude Resistence Roll
06-60 Miss
86-100 Ahways 5 x Aptitude Resistence on Natural Roll
1-5 Always Critical Miss on Natural Roll

Fumble Table

Rol® Hand to Hand Misslle Unarmed

96+ No Effect No Effect No Effect

7885  Trip, lose 5xSize Break Weapon 1/2MD to Limb Used
61-75 Break Weapon Strike Comrade Strike Comrade
4860  Drop Weapon, 90 AP Tﬂp.au&ﬂzai: Tﬂp.loquSiuék

Comrade
0125  Stike Seff, 12 MD er:pwumn

MAXIMUM DAMAGE

Weapon MD
DCSs 8 7 8 9 10 11 12 13 14 15
&£ 3 & 4 &# 8 8 8 BT 7T 8
$ 3 4§ & 66 7T 82 8 53 8
7 4 55 g8 7 ¥ 8 0 010N
¥ % 88 F 88 8 W 12
$ 5 8 7 & 9 8 1NN
105 6 7 8 9 10 11 12 13 14 15
e 78 8 1011214189617
126 8 5 10 11 12 14 15 16 17 18
13 7 8 10 11 12 13 15 16 17 19 20
14 7 § 10 12 13 14 18 17 19 20 21
1 8 9 11 12 14 15 17 18 20 21 23
16 8 10 12 13 15 16 18 20 21 23 24
17 9 11 12 14 16 17 19 21 23 24 26
18 9 11 13 15 17 18 20 22 24 26 27
19 10 12 14 16 18 19 21 23 25 27 29
20 10 12 14 16 18 20 22 24 26 28 30
21 11 13 15 17 19 21 24 26 28 30 32
22 11 14 16 18 20 22 25 27 28 31 33
23 12 14 17 19 21 23 26 28 30 33 35
24 12 15 17 20 22 24 27 29 32 34 36
25 13 15 18 20 23 25 28 30 33 35 38
DAMAGE EFFECTS
Loc SDM %HP 1xD 2xD 3xD 4D 5xD
Head 6-4-2 15% UUU UD3 DDD DDD DDD
Neck 5-3-2 15% UU- P51 DD5 DDD DDD
Hands 3211 10% - BAl ASI 88§ SSS
Arms 321 20% - BAl ASI S8 SSS
Chest 531 40% UU1 P35 3DD 60D DDD
Abdomen 5-4-2 30% U21 P42 5§73 DD8 DDD
Legs 4241 30% - BAl ASl SS§ SSS
Feet 3211 15% - BAl AS| 88§ SSS
Tail 321 20% |- BAl ASI SSS &858
Overal  6-3-2 100% UU1 P35 3DD DDD DDD
Spell Casling Resulis
Adjusied D100 Result
151+ Critical Success
100-150 Success
51-100 Marginal Success
26-50 Failure
1-25 Fumble
1-5 Always Fumble on Natural Roll
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Behold the dream...

Imagine a roleplaying system which brings every aspect of epic fantasy to life.
Imagine a world of the mind which is as real and as powerful as our world of the
flesh.

It's not impossible. It's Ysgarth!

Ysgarth is elegant. The mechanics are consistent, versatile and logical. Afew
basic systems handle every type of interraction. The rules are sophisticated
without being complex.

Ysgarth is flexible. The rules cover every possible aspect of play in as much or
as little detail as youwant. Inaddition tothe standard rules there are alternate rules
for novice and advanced players and special variants so you can customize the
game tfo suit your needs.

Ysgarth is believable. The rules emphasize skills and a wide choice of character
actions. The world background is detailed and comprehensive, strongly linked to
the traditions of myth and legend, yet still new and unusual. Ysgarth brings the
fantasy world and the characters startlingly alive.

Ysgarthisroleplaying. Itleaves control ofhowthe character develops inthe hands
of the player, providing systems which encourage characters with unique person-
alities and real substance. The rules are supportive and never restrictive, a
framework on which the imagination can build greatness.

Ysgarthis progressive. Thisis the sixth edition released in the thirteen years since
Ysgarth was first developed. The rules are constantly being tested and updated
so they define the leading edge of game design, leaving other games to follow or
fall by the wayside.

Ysgarthis fun. Good, believeable roleplaying is about the most fun you can have.
Ysgarth makes fantasy roleplaying what you always hoped it could be.

Dare to live what others only dream!




