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1: TH£ GAM£ 
l"•~ Is .a ga.meoftMim.aginatlon. haJlOW'Iyou tobtcome4characterwho 

fivtS 1tt a.notbrrworld -a world of fantuy•nd ad\'~nt\U'f. Ctme mechanics provide 
a fnmtwod for the world and your action• In 11. so that yourc.h.1iracter tan imrracc 
btl!evably withlllsonvlronm<nt. When pla)'fd llltobc$t Ytg.uth should provide tools 
lorpllywltbout hind<rin~your lmaglnatlvtvblon altho worldand charnctfl'S A rule 
1ysttm s.houJd not be stahcor mtrlctivt, Al'ld Is made 10 adapt kJ your ne-tds. Ysg.arth 
II an lnttgrat<d O)'Sitm which provld .. guldtllnt5 (or •kills. <ombot, magic, 
sod.tlstructuro, <haracter psycnology. bac~ground, rtllglon, moral phlloso· 
ph y, tdueatlon and rconomlc:s. II Is up 10 you to lAke 1 h ls ffa m ework and make 
jt live so thit you can t;lt more tMn a p1~yt.r ur g.tm~mas1rt cre.;u1ng an 
oxptritn« wh<r< )"" .,;u bt Able to btc:omt part or another world. 

AI lim Ysgarth "'-'Y sttm mOrt comple> lhan 50m< ot~or rol<pl&)1ng 
systems you !NIY NV< lritd. Don't bt lntlmld.ttod. Th<Tt'• lots htr<. but 
fVU)1111ng opontes on a f<w bAsic principles ond wo'vt provUod dotoll au 
mou.u to mal:t the game DlOft O..Cible and adlpt.lble to youro.pecific neodi 
os a gom<J:MS~tr orpt.lye< B«aust Y1prlh empiwlz<$ rol....,ylng most of 
lhr """' ot the player will go !noo dn"tiOplng his chlroc1m, boiaust II We< 
....,. w<rl todofute a po:>on who Is n rtal lo the game world .s the pll\<et IS 
In thlo one. Ysprlh's rules are slmpk, ftoxlble and consbt<nL They open up 
poo6lbllltieo you'n probably been looklog let frulii<S&Iy In other rol<pt.ylng 
0)"$ ....... 

1.1: ORGANtzAnON Of TH£ SYSTEM 
AU of tht rule mocha nics .,.. lndudod in this boolc. For pr.octial 

pu.rposes we Nvr done our bt$t to tJivortt purt mtc;:hantcs from I he back· 
ground &tructu"' of the world of YtlgArth ltii<lf, though tht integra ltd n>ture 
oCt~ system mtansthJtexampres frOm Ysganhwlllbt used Corthesodo\1>1nd 
Ntuatk>n~J elements which provide some of tl\t: m05t lmpo!'tant puts of 
c.h1r1cte-r developrnenl. \\'llllco some limited world b.'lckground is also i.n· 
eluded, most of the world background matrriol Is prt&<tnted In the Ysgzrth 
Worldbook 50urabook. 

l.n iddltiOniO thero~rulrsyou wOI find various h~lpfallnlormation 
ln the sidebar smions which accompany lhtt tuJcs, The sldehlrs lndude 
1dv~..nctd rules. novfcr role$. examples. notes on world blc.Jq;.rw.nd and h.l.nts 
lor pllyom and gomomasl-. 

Tht eamples are qui1• dmilod and Include two co01pletr sample 
<N"'d...._ !>las suggtSI!cns on how boot to dew!<>!> 1 CNI'I<I<t In lht ""''""' 
ot tho world and wainlngsof common problems foi pl•y•rundgomemasters. 

TM rules ot Ysg.nll are not lOri on....... liSt or dlsco.nl the altorna" 
ntl<$•1 yourcllscmioo. 1!1 nol<doein'tw<><l< lctyou.trythtodv.on<od nol<. 
If your pUym.,.. bewUdertd. 1<11htm uS<! tht -;c. nol.._ II none of thtst 
wOrk fOr you modify tht rui .. IO suit your nttds. Thty're your rules. Pt.ye<s 
loboWd ~that the pm...,..ttrd.,trmlntl whOtAipectsof tht rultsto 
ust. Gamomastoos should romtmbtr tNt tht prtft..,..,.. ol lhtir pl.>~ 
should form th< basi> olthtlr decisions on bow to ust tht rut ... 

l.l: noNCS 'I'OU NEED I< NUD TO KNOW 
The main thing you need to play Y•&uth ts a htalthy tm.agiMIJon. 

Paperond pencils will li<hf.ln m:ording thlnJI.'. Die< ore also f.-rly important. 
10 lldod dice.,. essenlia , and oth•r vorittres might aliO bt h•lpful in some 
c.ues. AU of tht math. involved in creating " characttr Is very ba.sit, but a 
c.tlculatorcould •p.-ed things up• bit If you're not mat~ematlcoll~ !nell nod. For 
those w.ho prefer to avoid math completely, charts or tables art" ptovlded as An 
alle:matlvr In t\-'trycase wh~rta oalcul•don might be ntce-J&ary. Keep in mind 
that almost all the math you need to do til~ place when 1 charactcriscrtated, 
l..nd Alter thAt point things become much easiet. 

The:rr &re several constant pn(tlca wh.kh shO\IId br pointtd out 
bdon: you swt. On aU <NIU, tobl .. 1nd formula<, If you have • fraction or are 
bttwten two numtr'lalstepo )'011 should alwoys round up. If • formula giv .. 
1 numbtr•nd • chauderistk (loreximpl• 20ill~ tNt m<an~the clw><tor· 
lolk should bt maltipllod by that numbtl: 'D' Is IISod AI a sundlrd abbm'i.l· 
lloa for'die'. Soi!youS« the tmn IOIOit mr•N ll<ll·oldoddle. 



II: Clt£A TING TH£ CHARACTER 
Th< chara<terls the heart of roleplaying. Hels 1 p<t$011 who <Xist.s In 

thepmrw01'1d, as .. alther< as you ,,.. In lhls world. for play to be fulfilling. 
• tharacttrihould hAve depth of mind and emorian, with a 511"01\g, distinctive 
person.~~lltr. A good player tan become his ch.uactet stflnga.nd fee"ling what 
ihe dw1c erfef5 and ffflsotnd guiding 1htch~ractt:l''' 1ctlonus ll he we~ an 
actuAIIIvingperwn. How youcreateyourc:har.atterand how you develop hJm 

In play can dttrrmine whether or not you entoy playing Y•s.arth· 

2.1: THE CHARACTER CONCEPT 
Numt:ricaiJttribul~ are used to represe:nt the concrtie abihtltsth.at I('(X)m· 

piny the pertonallty whkh theplaye:rcreatts for 1 chlratte~ ThetrcharacttrlstJcs are 
mue numbtrs 10 represtnt lht: image of tM characttr the pllytr creates ln hi$ mJnd. 
They lhould no« dldot< the character's pmo .. llty or be all.,.•ed to lfitdct tm.gjno­
tlon. They are lnt<nded .u pra«iul d:atJ I1Sod to det<rmln• the mullS of charocter 
Kllonr.. 'l1lt pl.! yer 's conc<ptjon of the character r.hoald olw aySCIOtnt Rrst. '10 thiS end, 
YtprtllliMt·up to .allow you toJh the numb<rstoth<chal'Kier whldl you hav•olr<Ody 
cruttd In your mind. 

Whm_yovsu,rt out to create ach.uJ.dao 1hr: first Sltp 11 to p11 fCJ""f'''ful ima.p 
of who hr IL Thlnlcofhim ou r<al porsonbelotunytlting loMt on pap« ThlnkoOOO.t 
bldq;roun<l. pmoa.tllly, wher<h<comesflom. what be h.udoftt, what hrh.u$Uffered 
and .. joyed. Cltolog hls likes. dlslil<es,. qllit\:$. obsesslonr.. t .. rs 1nd bellds. 'lbu 
should 'IJilnk about his childhood, hiS relationship>, n!llgion and b.s plo« in the world 
ond sodtly. Yo,..hould olso think of what he loob lib:, how ht wafki, tJJb ond acts. 
f'Vf'n howOthtrs rtatt to him. If anyofthls isdffti.c:uh,•slc yourpmf'l'rWtt:r for1dvlce* 
bickb'TOund, klt~.s orcximple$. Try to m.alce your chanct~r 1 unJqu~ lndlv.du.aJ wh.o 
con be 1 worldng pari of the world he inhabits. If nec .... ry, you should wril• oil of IItts 
out foryourO\t.'n relt'renc;r, with a historyordescriptlon.but lt is mosllm~rtant loget 
a mrnt~l image to gu1de you through thr m«h1nlcso( ctulr.Jdercrtarlon. This system 
rsdnlgnKI to let you ~ate the chamcter)'OU want, so you will beo1blt to fit ttu~ hard 
numbers 10 the lmagt! which you cnvisit'ln. 

l.l: PRIMARY CHARACTERISTICS 
Twtlve dw'Acterlstia de5nr lht basic n11ural Clp.lblllllfll <huacrrr if bom 

wtth. For normal choarattm they ue on a. sale from 1 to l4 points. Normal human 
chol'Ktors wlll 0\-mtg< around 12 ar 13. Charaderlslla lower !han 5.,.. consider<d ••I> nor,. I, Char~<t<rlsti<s OV<t 20 ar<ronsider<d supernormal. Th<y ,,.. divided In to 
tlu-.• grooplnll' of lour choract.rlsti<'s each. These •~ I he Socii~ Mtnlal•nd Physlal 
SJ:OUp5, It i5 not necessary for 1 chara<1erl0ha,-. hlghS<Oiftln allar<u ud 1 vori<tY 
of values kl<p$1 <haroct<r•n~ing and wdl-oounded. AI descnbed below, some 
chari<I<IUtk$•~ porti<ul;orlyo<dulfor«Nin h"'ctlons. butlheY •II ha•• v.W. and 
none sloould be diKQWII<d. 

8cfot< Uilgnlng VlliU<$ to these cll.>rocterlsti<s pl.lym will want to d<t• nnin< 
thrlr choke of r""'- M"uy non-hllt!Un ra«< of Yspnh hoYO tpedol UmJiotions 0< 
gmt<r potrntl.tlln cm..ln &r<IS and that r.hoald bt tak<n Into <Onsidoratlon when 
doterminlng basi«h•n>Ctrrlstlcs. W• will rrier to hu1111ns os ohr st~nd:atd here. bul if 
you art lntotmttd in other ract"S !Itt i«tion 2.2S for lnformaHon on sl..lrtlng out non~ 
huma.n char4<'ters. The' gamemiUter maywlsh.ln limit MW pl•ym 10 human characttrS 
until I hey have Jamt' opr:rience-\\;th tht: $)'Stem. 

l .llt Sodal Ch•r•cl!riJtics 
Tl\is luloosely formed group, repmenling how tho chAr&CI<r Is pon:olved by 

1nd ln ttracts with hl5 society. Some: of the characleristiC'S ut subftct to cht~.nge and 
.adjustment wllh lime and chancter actions. 

Apocmnq: (APP): How tho characlerloob. Including both physlca.l olin<· 
rlvcnt56Aftd 5uch t lt-mtnlS as dress and grooming, 
~ (CHA): Th< fom of • chua<ter's pon;onallty and ability to lnfluon« 

otMn.,lnduding charm.. personal mil.gn.ttism a.nd pOtf'ntlal Ill le.\du 
l:ultZ£A~ Th< Intensity of • char.>ctu's btlldo, hiS dtvotlon to his god or 

moral prtnclpl.._ 
WI!! Sl!tgs (SOC): The standing of 1 chol'KI<r in hi' scdoty, nalion ond 

cultural tpOVp. Including .upects of education>! opportunity ond other •clv • n tag<s of 
broedlns-



:1.12: Mento! Clwactuisti<S 
Th ... sllow men.alabUiry a.rtd lnrtllocrual powet lndud!ngfadliry for 

magic and skills. 
lntel!lf.o" (INT): Basi< Intellect, natural mental aptitude and facility 

of reaalon to tualions and the unl'l<peded. 
=nt (JUD): Ration&! and decision mal:ingabiUty. Including t~ 

ld ... of · pniCI«nce and pe.«ptlon. 
WJI!pgwcr (WIL): Obslinacy, ilmlgth of will. reslsunce &Del resolute­

ness. os w.llas restsrancr to dwtge and 61abiUty of ch.\ractu. 
IaknL(TAL): 1'5y\:hic ond maglcol ability and stmtgtil. including luck ond 

potential tonunlpulale tlit:envlronment with t~ po\"erofthe mind. !tis nor unu• u•l 
for normal people to have relatively low amounts of TAL 

:l.ll: Physical Cb.uocltrlltlcs 
n-showwhat the body can do and endure. They are important fur combat 

IJld smvivllund..-physical dlll't$$. They show the limits, cfurabllity. speed and J'O"'<r 
of the body. 

Constitu~ (CON): Health 1nd endurance. a key factor in determining rt:SJs. 
Lmce to damage, atiKue and disease. 

~(STR): Physical strength, ability to llfl, corry, bend, push and ""•" 
manul forct!, TM amount a character can lift without stmln Is STR squam:l poundi. 
~ (DE)(~ Manual manipulative ability, covtring all areas of fine hand 

D\O'Vmlent 
A8illllt (ACI): Speed and groos body movement in running. leaping and 

dodging. 

:I.U: l'l:llnt Allocadon 
The pla)'ftdetetmines th~ num~rlca1 value of these characteristics by •llocatlng 

points. Each player gets a fund of these points to spend as he chooses within <ertain 
limitations. It lutandnd practice to also allow at leastsomt of these points to be Sp<nl 
on other aspects of the characttt portlcularty on Experience Skill l'l:lints. 

Th• numbu of sllrting points which the gamemaster will wish to give each 
player at the beg!Ming of a c.unpolgn or w~n a new charKttr Is creat<d may .ary 
~<pending on dw powert.vdol thecampolgnorthetyptof campoign vou pl•n ton10. 
C.norallynofew..-than 150pointsand nomcmthan t80polntullotildbegi,..,nout for 
st•rting charadtrL 'lbu may wish 10 play with characters who have more points, but 
II is generally not a good Idea f()r inl'l<per!tnctd pia yen;, 

The recommtnded set·up parllmeters for first cher~crtrs (or inex~rien«d 
players in astartlngcampoign Is 160 points of whkhat lo•st S ond no mort' thon IS may 
be spent for !xperltnce Skill ~in!$. II you w•nt to start play ••• slightly mort advanced 
ltvd 175 points with 11 lu511 Sand up to 30 used as !xpertence SIWI Points works >try 
well (this is the itt· up used in the eamples~ 

When players are ossigrung poonts they shotlld be allowed to spend somt of 
them on !xpenen« SIWII'I>in!S. uch mrtup polo! spent on Experience Skill Points 
Instead ofcllaracttrisUcsshould yield 10 ExperitnceSklll l'l:llnts. W~n lllegamrmast<r 
allow• this he should sot limits on how manl points can bo spent for charactrristlc.s or 
lor Experience Skill ~!nls. For exomple, l you started play•rs with 160 points you 
ml11ht say that no more than 15 could bo spent to buy poiniJ: of Experien« Skill ~lnts, 
or if you st•ned thtm with 180 points you ntight say that no more than 160 could bo 
spent on baslc characltristics. Players may 1150 wish to resel\•t some points to spend 
to ~or decrease thdr charactn's Sl.tt. 

In addition there are distribution limitations. Charactenstlcsarebeol«n down 
Into three groups (Soclll, Mental and Physico I) Each character must h;w~ a minimum 
ol36points In ~ach group and may hav~ no mot<! th.tn n points In .. chgroup. ll<oyond 
that there iff no rurricbons on the distrJbutjon or pojnts. 

3.15: Non· Human Chuaders 
Thegamnnastermaywlsh to allow players tocreoted\aracterslrom 

one of the sentient non· human raa.s of Ysgorth. Bad:gnound Information on 
these caces can bo found In Appendix A. The gamemaster has 1~ option ol 
~·iring players to poy some of their starting points to pu"'hast a race, since 
some oft~ non·human races havt dtar physical or m<nlal advantages. 

With non·humon characten; the normal 36/ n point dwraderiltlc 



!>Oint distribution limitations are adjusted. lnste•d add up the tihree highest 
Individual c.Mracteristlcmaximums for that race in each of the thr.eegroupsof 
ch4racteristics (u5e24 for those '"hlch don't have special Umits). That value is 
their maxjmu:m dislribution ror that group. To find the mjn.imunt for a group 
add up the three IOWC$1 Individual chAracteristic maximums and divide that 
va1ue by2. for example, a race with maximum STRof36and maximum CON 
of20, but with r>onnaJlimil5 on tnt oth<r physical characteristics would have 
a total maximum of 34 in the physical group and a m.in_imwn of 34\ 

%.3! SECONDARY SOOAL CHARACTERISTICS 
These values are determ1ned from the primary c:haracteristics ~nd to some 

degru throusth p-Jayer assignment. Thev are used In vari.ous spedatize.d situations 
during play. ihty arf" ~pla"lned here with theformuJae or tables which ar:e n.eeded to 
find tnelr value. hmember to round up when figuring things out. 

:1.31: Siu 
This represents tl'le physical size of thecharacft'r: tfuma.n cMrac;rers start at 13 

form en and 12 for women. Size can be raised or lowered by spending starting JX>inls 
at a cost which inc:n:ases: ord~ses with the amount spe:nt. The first pOint added or 
subtracted cosl5 1 starti~g points. the second «1515 2 starting points, tlle t.hlrd costs 3 
starting ~ints~ the fourth costs 4 starting-points and so on. Size an never bt- reduced 
by more than a qum<r (xounded up) or increased by more than a half of the normal 
average, rounding down In both cases. Thus. a standard man c:ould never hllve a Slt:e 
of less than 9or more thai'\! I9,and toral.s.e his$ize~U 1M ~vay to t9would cost21 starting 
points. Non·humtln races and S¢me special human sub--groups start with a dlfferen1 
baseslze.butare under the same Hm11sifthey want to~;h.iu,ge that value. T.hebase Size 
val u.S for oil .human and nan· human raCes con be found ln /lppendix A with tht radol 
descriptions. 

l\ character's heL-ght can be d~lermined from Size .. o\verage hum-a.n males are 
obout6& in. Femolosaverogeabout 6;Jn. Heigh lis in inches. Height is((Siz.e x 3) +SOC 
+CON inches. Weight can also be found lrom Size, Avoroge human malts Mil welgh 
~bout !50 pounds, avefage females will weigh about 138 pounds, Weight is ((Size x 
(St..,ngth + tO) +I· 1020. 

2.32: Agt 
Th~ player should have the option to choose his age1 but there are ,a.dvant.ages 

a.nd disadvantages to any age. GentralJycharacte.rssh-ouJd stan at no younger t.hart lS 
and no older th~n 4S, except in spe. cjAI cases \.\•ith gamemaslerapprOval. Age increases 
some characteristics while decreasing others. All Physical Charactetistlc.< and APP 

de<re;~seby t point per10yearsafageover:W(i.e.at30, 40,50, etc.). SOC, WIL 
and )UDincrease by I pointatthesamerate. When CON declines to half of its 
ortginal le\'el a ch.anctermusl makta CON x- 10~ roU every year-to determine 
his health as a result of old age. If h• (lllls the roll he loses tOHPoff his total, 
based on his CON at the time. When his HP go below o he dies. 

2.4: SECONDARY PHYSICAL CHARAcnRISTICS 
These .tre .also detennjned from primary characteristics, but solely by 

cakulatlon. They comt into play mostly In combat and mov•ment 1ypt 
activity. 

%.41: Damoge Oass (DC) 
A figure used to moditv damage which a character can do with hi~ 

hands.orwilll weapons. 11 is (2~izc + 3STR))/ ; which an also be determined 
from the ta.bl• below. 



Wl\en using a weapon,lhe .,ctuAI Maxtmum Oamngr done fs determined from 
tho combilhltion ofOCand th• wo>pon's MO, with the k>rmula (MD • DC)/ 10, or using 
tho t.able provided below. Level~olany 6klll whl<h tnmases DC with A gl\'en woapon 
or att•ck add directly to DC when figuring dlm1'ge with thAt we.apon. 

Ul: Attlvity l'llln.ts (AP) 
These lnd1c.te tht- number of action' 

whkh • ch.\ractorc:an tili in • round. All 
•C1k>M hne 1 cost in AP. and this cost ls 
subcrac1ed hom tho character's AP tooal 
wMnhearriesoul lhllie110n. APregen· 
<rote fully •t ~ end of cadis!~ seoond 
Contbat Round (CR), but do not carry 
OVt'r from one rou.nd to d.e nect. extept 
undorspcd•l<imlmstoncos. APareoqual 
to (I NT • JUD + WEX + 2AGI· 2512). 

In somedrcumst.a.nces vou may wish 
to dJfforentlato betw""n AP of physical 
and Montal origin. Mental AI' can be 
removed from tfie total if needed and are 
oqu•lto INT + JUD. This may be lmpor· 
101nl In &i1uations wheno. a character is 
lmmobillt<d and .:an only use his mind. 
Mental II P m•y not be used for primarily 
physical actlons. 

In oddillon, oach character may gain 
Skill Activity l'lllnts, based on tho 
skills which the chara<tcr has. 
Eoch level of • Cwrbol R.t:flms 
skill glvos t Skill liP when that 
""'"pon or skiU l.s being used. 
Mogiul C&iling skills add Skill 
AP 11 a varlobf• rate deponding 
on tho skill In question. 

for the 111051 port worry prim.arlly obout tho combined II P IOI&Iand noo 
obout tho suiHotals. 



U3: Fatigue Poinls (FP) 
Theserep~nt the rate-~t which a character tires. A characterex~nds 

FP for actrons and they can be regenerated pa11lally by rest or tully by sleep. 
Rest is time In which a character spends no more than !/lOth of his AP per CR. 
Rest restoresFP ala rate of 1110 of the total FP per ten minutes, up lo • total of 
halfhls fPperday DW<lmum. Sleep regenerates FP ala rattofi / IOof totai .FP 
per half hour up to full fP. When fP run out the character tends to drop from 

exhaustion. Yes, rest does restore FP fas ter t)lan sl .. p, but it has an absolute limit far 
below tho fP capacity of the character. A ch>!01cter's total FP may be Increased by 
learning the E:mfrmwce skill. Starting FP are equal to 3CON + W!L 

~.44: Hit Points (HP) 
These indicate lhr maximum amou.nl of damage which a charA(tercan take. A 

character has a general fund of HP for his body. In addition, th~ are broken down by 
percenL\gt in each area for use with sped.fic lcx.attd blows. See-the section o.n rom bat 
for detailS of HP division and da.mage. A character may increase his HP by the use of 
the Durability skill. Base HP..., equal to Size+ CON+ S. 

1.45: ~fOVtllltnl 
The rare al which a ch.atadet moves. Base Movemenl indkiles walkin.-g.speed 

In feet ptrCR, Base Movementis (Size x 2) • AGI. In general, It costs20 AP toachitve 
1 UmesMovement, which is normal walkingspeed. That speed can be increased for20 
AP per 50%. Up ro two 50% increments c.an be :.dded 10 movement.. which would be 
full running mov~ment at double th~ base movement rate. A character may in'"ase 
his Movement with lhe skill Ruuuin;g. 

2.5: SECONDARY MINTAL CHARACTERISTICS 
These special determi ned srats aro mostly useful In skJII development and tht 

use of magic. 

2.51: Sklll PoiniJ (Sociill SP/Mentill SP/Physicol Sl'l 
Sldll Points represent the Jeamingcapacityo(a character. They"~ used ro buy 

levels of. skills which represent abll!ty with those skills, They are broken down into 
three types based On how they can be applied. These are Social Skill Points. Mental Skill 
Points and Physical Sklll Points. £.t(h typ< can be •pplied to different sets of skllls, 
I hough there is some overlap. 

Startlng SP ,·aluesare based on characteristics. S!artingMental SPare equal to 
a ll four mental characteristics (I NT, )UD, Wll, TA L) added togethet Starting Physical 
SPare equal to all four phy•ical characteristics(CON, STR. DEX, AGI) added togethet 
Starting Social SJ> are equal io all four social characteristics (APJl CHA, ZEA, SOC) 
added togethet 

Jn (!ddition 10 these startmg polniS whJCI\ a c-haracler gets just for ex:iShog he 
~ISO gains SPin each group as he gafns experience. Experience Sklll 'Points are di\'fded 
between the types ofSP when they are received and function just like additional skill 
points. 

The one resrrkHon em allocating Expcri~nce SP is 1ha1 I hey must be spen1 in 
relath"~eJy even proportfon$. A player mtty not t;pend m:Cirt Exptrien« SPon 
any one type th.tn I:Jouble the number spent on the type-on which yo\J h.we 
spent the least Expe~nce SP. ""cept In I he case of a starting character with 
fewer than 3 total &perfence-SP. Spending when Experience SkiU Points are 
gained need not be balanced, but 1he end mult of total Expenenc• SP spent 
must remain lnb3Jance. 

For an example of ho\"' this wor~ a character might have starting 
valu~ of 40 in Social SP, 44 in M•nLll SP and SZ in Physical SP. If he had 60 
Experience SP he might spend lt 27 on Physical SP.l4 on Social SP and 19 on 
Mental SP. This would provide totals of 107 Physic•! SP. 63 Mental SP, and 

54 Social SP. Be forewarned that gamemasters may choose to pre-assign some SP to 
speciflcsklllsor SPgroups when they give 1hem out based on the actions of the character 
durlng play. 

When SPare spent, !here are restrictions on which skllls each typeofpolnts may 
be spent on. Basl<ally these follow logical lines, with Physical SP restricted to combat 
and movement sldlls, Mental SP limited to intellectual skills and spells and Social SP 
primarily for craf! and b•ckground skllls. There is some overlapandcertainskillanoas 



wher< moretlan one type of point maybe spent. When this is dane, some effort 
should be made to keep track of where the points that were spent tame from. 
E.lchgroupolskiUshaslisted in j)Ortnth<Sisnext to i.tsheadingthetypes ofSP 
which may b< spent on skills in that group. 

:1.52: ~· P<ints {MP) 
Th..., represent the magical potenUltl of the charactet They are used 

as a source of power when casting spells. While Lhelr use will not b«ome 
immediately deaJ; they are extremely Important in working magic, as detailed 
in secHon 9. lilaglc using characters are differentiated ba""d on the sou"• of 
thei-r magic. Traditional mages get their magic from their own :nnate abflity based on 
thelr Talent, while pnests wfio IL"' spells ~ettheir power and !YI? from their god based 
on their Zeal. Although there are many dtfferenttypes of magic within each of the two 
classiflcatlons the two larger groups are Identifiable by which source they use for MP. 
For all functicnal purposes Mona Points function "'<a<tly the s.me way regardless of 
thelr source, though that source may be identifiable by. someQile highly skilled with 
forensic magic. 

Formagesii-!Pareequal to TAL•ID. M.lno Polntsformagesarerrg<:'n<rated 
on a daily~ at a rate of TAL per day. With the skill Mana GllllreriJrg this can be 
lncrea.sed to TAL • SL per day. 

ForpriestsMPcomedlr<ctlyfrom their god and are limited toZEA • 3. MPare 
r<generatedbypriestsat a rateofZEA/3 perhour spent ln pray•~ Thesklll Prayer can 
incr<ase that nte of regeneration to (ZEA + SL)/3. 

1.53: Will Poillll (WP) 
The rclo of WUJ Pain IS Is somewhere belween that of MP.ond HP. M with MP 

there is a baseWP value, almost llko mentol Hit Points. WP are used In will combat 
which is engasod In with summoned spirits and entitles. They "'n be Increased by the 
sldll Will tJilll7•um•"'· which adds directly town. for this purpose, though it does not 
add in to Wll wh~ figuring th~ r<Jttt of rege-nf:T'aUon \.o\tp ~rP Wll 'I( S, or with lNill 
Enlranremerrlthty are (Wll + SL) • 5. WP regenerate at a rate o: Wll. p<rday and this 
rate does not chaogt with additronal SL In will batt!• the maximum damage In WP 
which a persoa can lnflic1 is equal to WJL + SL of Will EJJimlltCm<rrt. 



111: SKILLS & TRAINING 
Slultu"' II\< cor< of Ysguth. Theyrqmo<nt what thrchuoct<r lu>owsand can 

do. Tll<y auow .. <h <hamler tobediff•"'"' by having unique knowi<!dgo tnd abilities. 

3.1: TRE LEARNING PKOCESS 
Each character starts with a sot number of Skill Points (SP) from sov<rai so11n:es. 

Tll<st ott usod Ill buy Skill Levels (SL) with different skllls. Each skill has a 
c:oot. Every tlmt a player spends that c0$1 his character gains onr Skill Ltvtl 
with that •IWL The mort St.$ a character has with a skill tll<belterh Is at using 
II. There is no tq:> llmll to the number olskilllovrls which m•)' bt pun:ha"'d; 
and as tho <huatt<r gains SPIn the courso of til<! game h• m•y adj more Sls. 
Skills. ;.,·•Ls an4 amounts spent should bt kept lr1ck of. No morothan tho 
chJ111C1e:r's totaJ SP from aH so\H'Cefi at a glvftl Ume m.ay bt Sptnt. dJvlded 
among •II of tho skills tho chuact<r has l••ml'd. A$ the gam• goes on a 
<ha rocter wlllltll n Experirnc< Skllll'olnts which fu IICtlon rust hi<HIJ rtlng SP 

for odv1ndngsl:ills onillummg new skills. 
Allstortlng SP !Jouldbtspen:l durmgset-up. SOO.I SP. Mmw SP Uld Physic:al 

SP galn<!d liter siiOuJd be 5P""I wh<n thov.,.. •cquirtd. but In gam< terms le.uning 
likftdm<, .-... .. chSP'!'<"I acll.mctniSexp«t<!d to hlv.,sptnt6hoousln lntnlng. 
proetlcund lnsUuction. Sldlls can llsobe forgol!m And reltlr'Md. Eich S? fretd to be 
""PfOI talots 3 • Cost dlys. This tim• covers only the unltimlng of t~•l nuny SP 
inv .. ltd In that skill. U tro..lm!d SPar< tobesptnl, thtlumingtlmt forlht ne~<•sklll 
mU$t bt spont a.s wrll. 

In vner.d. ch.uacter shou)tf h<\v.o (,(')ft'U!t'lnl! to ttach h.lrn a &ldll h~ chooses to 
r .. m . How this Is amagod or paid for is up to tho gamcmastot ApFtrnlittshlp1 
&<hoollng. family troinin_J and othtr methods are l""'ilile, lnvolvlng paymtnt, socl.u 
obligations or othfr amngemenls. A character can al5o teach himself a Sk.IJJ, but thiS 
ls not t-asy. Lt.unlng a ;kiJI without coaching tthould tillkt 4 grc:.attr Jergth of time 
btcliUH tht cMraCU!r luctinga.shfsown teachtrwlth tht llmlto\lfonso( whit he already 
knows as his only rosoun:e, l-earning time should also be adlu&lcd for lhr skill of the 
lcachtr. 11 ba&ic s tructure lor l .. mlng Is glven In tho doscrlptlon of lho Tnultlng sldll. 

SL of • skill •ro used In a num&tr of different ways, In oombinotlon with 
1ppropriate <h.aro1cte:rlstk.s to ta.rry out various actinn.s. In all casts h.i&her .Sls are 
bt-tttr, but with m<~ny skU.s. thue comes a point wht~ further lmpruvemenl makeslJttle 
dilferenct. S SL shows sttious inten:sl in • skill, 10 SL is mpoctabl•, •nd 20 or mo... 
5howS some exPft"li,se. l<ftp in mind tha.t som~ sldlls are hatdtr to leArn 1n.d use tN.n 
othets and 20 Sl of ont So'dll rnA)' not be ne.uty u efftetl•• or lmptt'Silvo u 20 SL of• 
mo... d1 fficull t.kllL 

3.l: SXIlL 8£1>,-utTS 
While tho costloblly &level of a skill II poo.<Jeflntd, that COOl.,.. chango for 

cttt.Jin <hariettrS deponding on sod.lland cultunl onl\ini,backjp'ound. l>terests and 
trllnlns. Tll<st<C61 rtdudionsarecalled Skillllontfits(~8). Thtv•rt•touloltspmnls 
ot dJSCOU.nb wl'dc;.h ltM-.:1 lhc-~of ccJ lain slJUs for every SC. bo~o~sht. 

3.11 R•d•l Sldll BtnofiiJ 
ThtiSSkiU 8<ne31 p<>mtstm.akdowninlothrttgroupo. Tho firsta"' Cullur.ll 
or RAcial Skilllltnet!IS. These mokupSpolntsofbendlt$. b.ut<lon thera«, 
cultu~ lind socety from which the character comes. I( you aRn't u.sing the 
Y$J!Arth world backltround these races should bt dtSigntd by ti'< gamomas­
lt'r when creatllg MS worJd. CuideHnes (or race dtsfgn c.an be found in the 
world dtslgn soon:ebook 1\\>rldCraft. A complttt IIJtlngofcommon Ysgarth 
roces wlthskllll>eneflts and descriptions ls•vallableln Jlppendlx A. In some 
cases (as in the example} tht" ch~racter may hJ~vt a cholc.r of !eVf'raf Skill 
Btntflto or gi'Olps of Skilll!ene51S wilhln S<lllmlts. 

3.:: : hof .. slon•l Skill Benefili 
Til< stemd group of Sloll Btnef!IS ""'tho Profco&lonal SUil Btntfits. 

Thtst S points of Skill BtD<fits&JUSSigntd by tho gametniSttr and the pia )'<I' working 
togtthtr. Thty art •ppli<-i to spteiflcslcills wlu<h reprosont the charocter'6 proftssion. 
What 1hoo< skills ohoilld be can bt d<lmnin<!d by the gamtm~Stu; ntgotl&ttd bttwtm 
gamtJNSitr and I>Y)"'~ or ..ssign<!d based "" ctrtiln Sllndinl rrom..o..s. Set 
Appondlx 8 for •llsting ol Sl.tnd.ud proks&ions •nd suggomd Skll 8cnefl1 dlitribo· 
lions for chlroct.,. following thoso prot.ssioos. 



3.13: OIJ<ftdonll'y Sid II Brn.titf 
Th< fl.nAI 5 polnl$ of Skill Benefits Are free lobe AS.Signod by the pmy<r to any 

sldll> hewishdtosptdalluln. Thrirasslgnmenllscomplrtrly within hiscontrol•nd 
t.btymay btuscd In any combination fromSat · l to lat·l•nd J Al·2 TbeonJv additlon•l 
limit is thAt 110.dnsi.SkJU B<ne61 c.tl\bewonh more !han loll ihoeo&l olashlll. 

124: Ap~l SkJU knefib 
ilmplt rults «>'·er 1M ... of SldU Benriits. Sid II knefits from 

the thrft Stplnl< Sf1S can apply to the 5am• sldlls, but nttd not do so. Sl;;ll 
knefttsora...bintd Skill knriitscannot mlu<e '"""'"' o/a sklll below hAlf 
(roandtd up)thtorl&ln•l Coot or below a C06t of 2. ~nrrally, no single Skill 
Beneflt or comblnorion ol Skill Ben<fiiS should lolil morel han 3. Cllaracters 
should havt a variety of Skill Benefi ts, as well aS<Onctntri11ioM to en«Jun~r 
competency in somt uea. Note that tach skill in combat has three sub·sk.ilfs. 
A Sldll k neflt on a<ombalsklll only applies to one of thC!\e, uu•lly left up to 
l.b<! player's choice. 

3.15: Notive uns••s• Buellt 
Ont sptd.tl rule to note is thAI e1ch cllatic"'r aloo g<b 5 complefel)·lree SL ol 

his .,live "'nsu•go. ond lhtso 5 Sl do rontrlbutt to relato!d langvages. .as a-p"'intd 
below. Hemoyl.,m additional Slat the sundard cosL 

3.3: SKIU. COS'T'Rm1JTION 
$1dlls don't exlSI In lsol.ltlorl. They art JlrOUpod t~tller by SJmil.lrilies and 

shared tllancterlstlcs. and knowledge of ones!OIT may give some ability ",th anothrc 
AU slcills havo bern J!lven • fourdigltldentllylng numbec nus number helpo 

to group thoH sldlls. Th• ITrst digit Indicates the bro., drs! grouping of >ltUls. A I 
frtcficates the grnfrtt l 'kill list, a 2 identifies magical and rtligious sk.iUs, ~ 3 marts 
combat oriented skills and a 4 marks langu•geskllls. The se<on<l number indicates the 
major subdi1l ision5 within thr broad grouping. ThfSis most significant in the gencorAI 
sldll group (1000.1999). The nine subdivision• thtrt ore: Social Skills (1 100· 11!19), 
lnlellect\Ul Skills (1200.12!19), Technical Sldlls (130Q.J3!19), O.<tit SklUs [1401).14!19), 
Manual (IS00.1S49), Movement Skills (1550·1569), Athletic Skills (1571).1599). Croft 
Skills (1600-lm), Rustle Sldlls (1801).1899), M•nn• Sldlls (190<H999). l-\3tllln each ol 
these broid gi<)Upotht third c!Jglt indicates lvrther division lntosp«iftc Skill 
Cnoups. AUU:lllswhlchshArttflt5amefirslthrtfnurnberure ln thesameSkiU 
Gnoap. Far .,..mplt, tht Rttstic Skills are diYldtd Into l®r grou~ Anim.tl 
Tmdong Sldlls (1St 1·1112~ AgnC'Illtural SktUs (1 121·1822), WiiJerness SkiDs 
(1831·1837) aJWI Hunling SkiDs (ISIH&Il). The last number identifies the 
specific sldll wtthln the ~kill Croup. 

Skill rontributlon represeniS the relationship belwffll similar sldlls. 
AU s!OIIs in thos•m• S!;;ll Croup (same fir<tlhrte numben;) contribut•t<>each 
other. In. addition, chert Is Cross-Contribution wllh c:~t rt11ln skills which also 
contribute to specific Olhfr skills far outside their group,~ nd Sub·Contribulion 
for Combat Sub-Skllls. Th60rontrlbutions•ru hown on thtll51 by the number 
of tht skill conlributtd to In patt'ntllesis at th• end of t.h• skill des<rlptlon. 
Contnbutlon works by pi'O\'Iding free SP called Contributive Poil115 (CP) 
which maybe•pml onspodAcskills. Contribullw R>ln15 wurko:xaedy likeS!! 
How<Vel; Uls gtn<r•Uy not nee~ to k«p track nf all Contributive il:>ints 
AS it would mvolvu lot ol ~p'"g. It "usually beslto <!leek on CP only 
when It btcuna n«ess;ary to use a Skill with whK:h you: may holn them. 
Contributivf: Poinl$1rY gtnrnrul a.l• .-trot 00* for-e~ch Sl of ~ COPtrihuting 
sldl1 whlchlsbouiJ>t with real SP. EachSL ola sldll prtWid<Sone Contnbutive 
Rlinls 10 SP<nd on toch skill 10 which it contnbul<s. for .,..mple, ZO SL of 
Hunting (l~t) would pnwldt 20Ccmtributive R>ints for both TT<Kkmg (1&12/ 
Cost S)•nd Troppl11g (1843/CC!\14~ Thiswould ronvmlnto 4 Conmbutl\•t t.evels(CL) 
oflht linland 5 Cl ollht srcond, buying them At the costs llsttd. Thus, lots olskill, in 
on• area may yield • little a bUlly in • nother. This lull contrlbullon only appltes Wllh 
skills whi'h the chuactrr h.a$ spent rtal SP o.n. "rbu get full contribution to pur<.h.ase a 
number of SL of uklllup lo the numberoiSL purcfi.astd wllh real SP. II you hAve no 
SL of a skilL but have Contributive Fointstoapply to it they may b< applied at hall v•lue. 
II you have some SL. but enough Contribulive Folnts to purcha .. more CL thAn the 
e<jUivolent ol lhoH SL. any Cl over the equlv•lent number c>f Sl Art effectively AI 
dOable cast. 
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Contribution becomes .a bl.t more complex with weapon skUls because 
or rhe Sub-Skills w hich exist within.eathskiU. In such cases contnbutlon iS at 
double value within the sub-skills of a weapon~ and at normaJ value- between 
ldenticaJ sub-skills with-related wea-pons. For example, with the Broadsword 
skill, 10 levels of Broads"'Ord Attack would give 20 Contrlbullve J'oinls to 
Dt'lense and Dlsarm, and 10 Conlributive POints to Attack with all other 
swords. As with normal contribution the mat.chlng level restriction applies 
here, bul in keeping with the doubling or value with sub-skills, ills po6Sfble to 

buy up to twi~ as many CL of a sub..s.kiU as you h41ve aduaJ SL 

3.5: U$U<C SKILLS 
Eaeh voluntary "'lion Is actOmplished by the appUcallon of appropriate 

cMracterlstlcs t'lnd skills, HQ\\• e..tsily the aim is achieved depends on the-level of skill 
which the char4<1<r has, how good the appropriate characteristic Is, how easy the skiU 
Is to use, and any oppo;lng or Inhibiting factorS. 

3.51: Skill R.allng (SR) 
Suece.ssisdtte:rmSned based on Skill Ralingwh.ich r~pr~$entsoveralleffective. 

ness with a sltill. Each sldJJ has a Facility (FAC) and an appropriate Aptitude (APT) 
indicated in its description. Thesear< ""'d to detormlne Skil!Rating, FIIC indicates the 
relative ~alit of performing a given skill. APT is a characteristic or combination of 
characteristics which r<presents the character's innate ability with that skill If APT js 
determined from more than one characteristic and th.ey are averaged, alwaysround up. 
In some cases theN may be a short Speda!l:ed formula listed. 

Skill Rating with any skills Is equal to APT+ (Sl x FA C). In this formula SL 
included Cantrlbutfve Levels. lt'isstronglyrecommended th:tt experienced playel'$ use 
the Advanced Rules on SIWI Ratings and Adfusted F4Cilily. 

3.52: Succ.,.. with Sk!U& 
When using • skilt you roll tDIOO and add your SR to that roll If it Is a 

competitive or comparative skill you subtract th.t SR of your opponent from that roll. 
1f there are othrr factors working as;ainsl you, such as diffitult tonditJon,s, the game­
m.aster assigns 11 difficulty v111ue to be subtratted from ' he total. 

This adjusted value is compared on a S~jiJ Use T.'ble. There are ~•,.I 
variations of th.is baste table one for s~neral skflls, one for craft skill$. ont fOI' combat, 
on,e- for reststa,c~ rolls and one fat magical sk.i.lls, Thty all follow the same basic 
structure. The table for general skills is provided below: 

11 Critirnl Failure (or'fumble') lndlc•tes that 
, the skill not only did not work. bulthat the 

,,. S)<IJI Use ltl!l• :•· results were worse than failure, such as de· 
,. ~ot•d 0100· -~ stroyed material, a great deal of noise made, 
1~1-+ CrlteatS~ . lnjurv to t.hecharacttror wh.lteveris appro~ 

'.JIX)i1SO ~cc~ '' priate for a disastrous outcome with that 
; Sl·IOO ;:1/.a\lli!'.BI ~ skill . 
. 25-SQ .f~ll(e .••·• Failure Indicates tha:t the skill Just 
l -25 'iCf.4tii fallur.~ .. ,)l k doesn'twork, v-tit.hnosp«iaUy horrible side 
HL. ~lV8\'S ~ f;tilllfe · effects. 

':' 1 • 1 on N..,. ROil .,., ' M-iiotlnal success indicates that the 
' ' sk.ill succeeCs, but the resuJts art not up to 

standards as appropriate for the lype of 
skill. It may me,;m a deformed or n1arred but functional P.roduct- or an achitv~ment 
which isadtquate, bu1 not.l'"rfect. perh•ps•ven dlsappolntlngorannoying. Generally 
apply logiC'al minor negative sidc-effec.ts which \VOt.dd make sense for clumsy use of 
th.>t skill, for example being caught \vlth the gqods when thieving. In some cases and 
with some skliJs there maj• not be a difrerence between a marginaJ success and a full 
success. 

Success indicates that the results ar< in the range of what would be consldtred 
truly acceptable fOr that skill. 

Critical Success lnd!cates superlallve results, weU abov• lhe standard for the 
skill. How that is ,.,.lfested or reacted to should vary depending on the >kill In 
question at the choice of Ute gamemaster. Some skills may not be •bit to produce • 
result above a certain level. In such cases Critical Suctess isn't rel~an~ al the 
judgement of the gamema;ste.: 



3.53: Adj ustments for Difficulty 
Not.Usldllsar .. quallydiHlcult. Whtn a character usesa5kill lhegamemaster 

should as.sign a difficulty value as a negative modifier to his SRior that useoftheskn!. 
For m•ny •kills this may be • st•ndaril valut •dJusted for the specific situation. For 
comparatlvt skills II may be the SR of an opponent. 

The standard dlfHculty value for lht most typical application of a skill In a non· 
adv<rst sltuatlon.is 30. This can be adjusted upwards ordownwardsdependlngon the 
dlfflculty of lhtway the skill is being used, the situation in which it is being used and 
othorodvers<orfavorable factors. l"orexamplt, with theskiU Cfiml>iug,dlmblnga hill 
miahl have a difficulty ol20, a rough grade might be a 30, a mountainside mlghtbe 40, 
1 dlfl fact could be 50 to 80 and an overhangml!ihl beovtn higher. lithe ch.\r.actu were 
being a.ttacked by birds while dimbing you mtgllt add anotner 20 to 40 points. 

J.st: ~rttntile SkiD Use 
In SO<M cases a skiD may function u a 411'11gllt percenldge chine.. oi sv«es& 

wtth no dtftlallty or -..a adju><mmL n- ...,.., .....wa be ...tc.u 1,.,.., the 
description of the sl<!ll. With sldlls of this son succes5 an be dotmnined either by 
rolling I DIOO•ndsucceedlng if the roll Is ltssthan or <qual to the >R.orbyrolling 10100 
IJK!aildlng the 1ll!lllodifitd SR and achlevlngsucces51f tht totll is 101 or more 

5.55: CombiAed Sldlls 
When two skills ore used In combination, thdr •ffecfiveness 15 not exactly 

additive. lnst .. d, Ill• lower F/IC Is used, the Aptitudes ore averaged and th• Skiff 
l.evols of the two are lotalled to find t~t Skill R•ung (or the combination. 

5.56: Cntllc Q1Llli!.llive Skills 
In some cases, usuallrwllh craft skills, a chractor may wish to product a resull 

which cA.n be bave its level o quallly measured quanlltotlvely. This IS most common 
when the chanctcr is making something like a ship or a buildlr.g or a ~·ord. In such 
cases a Quality Level value is o.sslgned to the product bosed on a skill roll on a slightly 
modUled verslon of !he standard skill (hart. This speci•lskill rhllrt is found below. 

Forlughtrrollsjust followthesamepallorn. If 
you prt'ftr a formula, the Quolity l.e\-el of a 
manufacturt'd Item Is ec;ualto the Square Root 
ofthudjusted roll mines 9. Roll5on this table 
arudjusted fordl[flcul•yjust like any 
coherskill rolls. Thest.Jndard •dJUSI· 
mtnt is 30. If • cnftsmn works faster 
than normal hasdilfirut to use matt­
mts. or is tn 1d\ erse drt:umStanc:es 
the difficulty •hould be higher. 
Changes In time taken.,.. prob.lbly 
the mCl6t hkely modilybg factor. Dif· 
ficulty shouJd inmase In an inverse 
proportion to any teduchons ln time 
fmmlhtstand.ud limetodoajob. For 
oxamplt, II it lAkes 10 cL1ys to make • 
5word ot • 50, doing II In 5 days would have a 
100 difHculty. 
QL can rtpresent supuior charac.t.erisllcs of 

the item bring created as determinrd by thecr11ftsman. This is most commonly pursued 
wllh wtaponsand armOL Each QL Is worth +I on MD or Armor AV or +5on Attack 
SR orDefe.-SR. Ntgatlve Qls result In <quiVAienl minuS<S. n- improvements art' 
notmagialinnature Theyjustreprt'S<ntsupenorworkm•nshlp. TheMDolaweapon 
or the AV of armor can never be lncrt'lsed by more than half us original value. The 
Att.tck SRorD<Wtst SR bonus on 1 weapon or armor an never be mort' than +2S. If 
the l'f5ult rolled is an und<Sinbl< QL or • CntiCII Falluro the I'Mterials used and trme 
t.ptnt .,.. wasted. 

3.57: Spt<W Fud!OD SJdlls 
Ofcou.rse:,som"t'sldllsdon•t llt under anyut ~~t:na..J rulc::s.. ln !YC.h~ 

the de5crlpllon ol the skill will includ• the special gulddilies for its •pplication. 

Adjul!od Stll ...... 

~F ~fL 
21 21l!6 s 8 a 21 
• 10 2127 
s 12 JO l!6 
• 1) )1 Zll 
1" J2lt 
I IS 33lt 
8 IS 3133 
10 16 l& lO 
II 17 36 lO 
121f 37lt 
13 11 3631 
t• 18 Sf 32 
15 20 40 32 
18 20 ., 3:1 
17 21 42 l3 
18 1!2 <II 3:1 

1822 "'" 2023 4!31 
21 23 " l4 
22 24 l? 3$ 
23 2. " 3$ 
2425 <IQJ$ 
2$25 10311 



3-k COSTS FOR Sl<ll.L USE 
U>ing slcllls has its <OSis, both in tim• and fatisu•· ThO$< coots vary 

fromsk.i11 1oskill and .ue important in Umlllngjust how much 1 character can 
do ond how faol ht can do i t. While 11 may not be practi<al to keep track of all 
coots•t•ll times, it is importa.nttohaveageneral ldta ol thtcosiSol l~uenlly 
undertaktn activities so that If a situation ariSG Whfr< theso llm1ts a re 
IMportant It will be easy to delrrtr~int just whal '' within lh&l character's 

ability. K<tplnga .-.cord of <Very trivial <OS I tsa bore, b ut hav lng thosocostsavailable 
an come In quHe handy!n tht few s.ituations wMrtcxhaus:tlon,spe.td 1nd reacUon ca.n 
mtan llle, dtath or profit. 

3.61: Actlvlty Point CoolS 
Whot ond how mu<h a character an do In • Cl\ Is dq>tndent on his Atti\'ity 

R>lnls. Thn< art • .. t number ol points which may be •r.nt lully ea<h CR. In most 
$it .. donl lh<rt I• llltl• nffd to WOITJ' abovt AP. but n c:ombot or hlsJ!·prossun: 
iltudonl th<y btcom• mor< lmpor1alll 

~h sldU has...,. sort ol Al'Cost. Fo. normal sldllstho<OOt In AP $ va.riablt:, 
ckpetlding on tho compledty ud duruion oftho .. sk. Sonl• skills hovt no fix«! cost 
aft<r whlc11ther are complettd. but art instead ong<Mn.& oCiions wlu<h ,.~;.a Unit: b1t 
o( thochoramr utt<ntlon .. <h round. Combat ondmogJCAI sl:llb £<1'tl'ally have a prt• 
K1 AP Cc»t .... gn<d. 

Tho AP a common sl:llJ will tab up is S"•.,•lly up 10 th• g.tmemaslr~ but 
ong<Mngllkllluhould lakt up bttw .. n Sx (10 · FAC)and lOx (10 · fAC) hPptr round 
thot they art btln!!•ppll<d. It is normally auumod that whon using su<h skills the 
characttrluprnding tho optimum number ol AP on tht skilL M•nually or physically 
orltnt<d skllfs should takr mort 1\1' and intellectual skills • blllos.s. 

Moruprdflc AP costs are given In sections cov<rlng comb•tand oth<r actions 
which netd dose attention to timt and durAiion. ComOOt and maa_ical skills are 
~;:cnerJIIy charged AP at a mlnlmum leveJ rathl:r than an optimum level llke common 
skill" Note th• t• .. , hP Cos! m ay not be approprl>te for all &k!lls. Some actions just 
ta.kr • certain, n:lcnd~ pe:riod of time and tMt cfl.n't be Adjusted or changed muc-h. 

And yes, talkingdoeo ... up AP during• nound. AI" cost for conv...satlon is 
based on I heY AC of the language a t a rate gf (IS • FA C) x $Ill' io ~IT)' on a nOI'IJIAJ 
tonvrrs;atton pe.r round that the con versa lion continues. 

3.62: V..Ublo Sklll t:•• 
Anoth<r asptct ol APand skills ts thattho<hanceof SU«<SS with a skill can be 

inauwd by oppl)'lng more than th< J<qU~rtd limo/ AP and incrt~S~ng concentntion. 
~ lnettmont en rr tbt fksl tim• til« AP Coot b sprntlncr<~sa dfO<U•uess by 50'.\. 
If tho requlrtd A P aro spent the characrer may use his lull SL. If 3tlmes tho reqllln'd AP 
11'05prnt homaydoublr his SL. IfS limes the requtrtd AP ltUpent ho may lnpk his 
SL. E.tch addltiG111121imestheb.tse 1\1' Cosrspent intrtasosdfKilve Sl by an amount 
equal to the a<tual SL. Tltlslsa tornpo.-.ryrllect which applld only 10 tltot 51:illll tltot 
rimr •nd ts ntg.tt<d if the appliati011 cit Ill« AP is interrvptod. This prlndplo abo 
appl!OS IOI<tlons whJ<hdo not ""jUin:Sldll, mcr<aslng offectlven&ln on appropriate 
way in tho .. me proportions men honed. Forexamplt, walking It bAso Movtment rosiS 
IOAP. If 30A r are spent, Movemfntisdoublod. Spendlng51imes tho AP Cost would 
lrlplo Movoment. 

3.6!: fa1l3ue Polo\ Co• I 
Actlvlty1s tirlng. Actions cost" varying number of fJ llgu~ R>lnts.. The rate ar 

whlch FP ant sprnt deprndson tho portictn of thecha ra<ter'• AP•pent eoch round. This 
br<ab down fai rly >imply, and can be kept trock of In units ol tO FP. Spending AP at 
a ralt of 10 AJ' prrCR, a character loses I FP per 40 Cit. Spend lng AP ala rate ol 20 AP 
perCR ocharacter loses 1 FP per 20Cl\. At a rateof30 AP perCR 1 FPillostevery 10 
CR. Alltllrof40APusod eachCR 1 FP tslosttvory5CR. Ala nteoi50AJ'usodeach 
Cl\ 1 FP islaot ""'ffl' lCR. At arote of 60 AP usod tach Cl\ I FP Is 1051 per2 CR. All 
rateoi7DAP usoduch Cl\ I FPislost 0\•rtyCR. and thisrotrconllnunforailgrater 
nlrsof AP u.w with ~chmlci<I'Sexceptionalonoulth toha>"' morothon 7DAP. An 
<><crptlon to this is that with sprUcas6ogtfle fP Cost is .i'!ways I ptr 50 AP •pent c.ubng 
15priL Nomattrrwhauctioosacbar.Kttrisdolng.evtryOne loorsFPall nteoiS FP 
per hou~ <V<11 wlule ruting and inadivr, tboosj\ not whll• actually sleq>it~g. 



Advanctd fi)Jh: PtOff&sion Oes!k,n 

3.7: RESISTANCE ROLLS llo deslgnr:" t,;;';~ ~·,:; 
In somesltuotio)1Scharactersfaceadversitywlthouta skiU to deal with .J j;\.Jrt . ayo:tm 01 eheckund bolonc:ts. 

11. or it may M something so basic that no skill applies. In such situations a '~~i Tllott tllo"" be • bJicnco 1>0-
characteristic.Q,l.sed roll is made to ftnd whether thecharactersucceedsor fails. ~·b' · ..... lhB 9"""~1iP .. ol ol<illo 
This sort of roU should b< Adjusted for the sllualion. as the gamemaster sees it. -~.:- ·~"':' ~~11:" .!fo~~ 
Tb< st.mdard roll Is 10100 plus 3 limes the characterisllc, using that .s the · i ~lloil'lolYodNIOL\OtolhtSEb 
oqulvaiont. of a Skill Rating and using the standard Skill Use Table presented i;,!;jj ol>Wnecl. 
tarlier. As with skill$ a ditfk-ulty for the situation can be assigned: In some _.f~.... Ton poinl> rlbint!lts 
slruallonsiiisalso possible to spend moreAl'onacharaderislic roll tolncrea5<' ' ~i• ~,tollo .. sl~~·:kh 
the Characteristic Rating. &! ~·=tr~m ·Bor'sl!lf&: 

With resistance rolls a Marginal success would indicate partial effectiveness of For all proe.Jions tnese ~ inc:kicfe 1 
the etftct boing resisted and a Critical success would mean avoidance of effec15 with a thoi<O cl ,_ S~lls. 2 ehcf<os of So<ial 
bonus, which might me•n gaining special knowledge about the source of the auack or 5101~ ·~ 1 oehoice ot PhY>Ie~ Sl<tn• Pill• 1 
affUctjon or some advanta,ge lobe gained from it. mole c~et tronu set or ~A ualgn•~" 

In standard situarionsa difficulty-vaJueofSOshould becountedagainst the roll, ~~P~~~or up~:'=~~~" wt:f~ 
but this ca.n be adjusted op...,•ards or downwards depending on the situation, \o\1ith the character m•y cihQ0$8 each Sl!l11 sflot.6cl be 
value going upwards foro more dangerous effect oraownwa.rds for a more mild effe<:t. ma~hed IWh '"" ot • l~t !)'J>t, monal ~11h 

3.71: Adjli.Sttd Rtsi&tan.ce IRoi.IJ 
Thorure baslCJIIJy twowaysof using adjusted resistance rolls, one for Passive 

Characteristics and one for Active Characteristics. Thel'a$$1ve Cl»racterislics are TAL, 
ZEA, SOC, CHA, APP and CON. Th•y otart at a 3 times multiplier. but It can M 
increased at a rateof2S AP toraiseitt04 and ?S total AP to raise it to5. llstarts at 3 with 
noco&t. The Active Charact£risllcs are STR, OEX, AGI,INT, WlL and JUD. \'l'lth these, 
tho multiplier is 0 if no AP are spent, but jt increases at a flat rate of I times for each 20 
APspent, up to a maximum ofJOOAP and a 5tlmesrating. In manycas<"SAl'mayneed 
to be borrowed from a coming round when an unexpected roll needs to. be made. In a 
surprlsesilwt.tibn onlv Physi<a·l AP may be u.s<d with saves against physical characttr· 
istics and only Mentai AP may be u5<'d with saves against mental charact<ristics. 

$.12: How 1nd When to Use Resisti.nte Rolls 
Be surt that the right characteristic Is useil for each situation. Logic and the 

descriptions of the Primary Characteristics should help make such choices. in some 
situations tho gamemaster may also want roll for the character so that the playerwlll not 
know he was in danger, thollgh it is usually better to let the player roll. As with skill>, 
a naturalrollofSor lessalwayssucceedsand <'I narura1 roll of 96ormor~ always fails .. 
The most Important thing with situational rolls is toM sure that the character has a fair 
shake, but no unreasonable advantagtS. Luck should not b< lh~ primary fActor In 
deciding situations. Skills and. chamctet lnltlated actlol1S should be used instead of 
..sislance rolls whonov<r possible. 

3.8: S!at.L AOVANCEML'VT 
When a character gains Experience Skllll'olnts he spends them to improve his 

skills and feamnev.• skills, but there.:tre logical Jim Its on how those skills.;a_n be! Je~rn'ed 
or improved 

During theoourse of play the player should mark on his character sheet thoso 
skills which be used in play. ThisQn be:done.sfmplybychi!ddng them so they c;an be 
Identified late~: When the player has gained ESP h• should Only Mable to spend those 
ESP anthe skills he checked. as having been us-ed during that playing session, becaus 
thoso were tho skills which he proctlced. 

Alternatively now skills can le~med if the character can flnd a teacher. The 
Jimltalions on learning from a teacher a.re explained under the skill Teorhing, but if the 
char~cter has teacher who can teach new skills It is possible for him to spend the ESP 
be gained d.urlng a playing $e5$lon on the skills his teacher is training him in as well. 

m"'tal, J>\ywt •11!1 phyoical. etc. n you 
ell.,.. to jl;o ont; one""" _,.to-, 
sud~ as 'J.!ttj 1 Craft Skill' instoad fii the 
normal choice of ~'0 per sa 1hen llall(ldng ts 
not nHded. I you grit a fed'ucllon t/'1011 tfian 
1 (Usual{ no mo1a ltlan2} thtn httds to be 
ptrt ot a pai Ylfl~ tnt obr option is ai&O a 
·2VIilJI. 

Ooee the tkUI$ are ch:lse~ ml up 
11>.0 CST val-and If lh• to,.l loin file Ullgt 
~>at;t.<ton SO Wid 60 lflett 1t'.e1t is no probltm. 
It ttle total i5 ~her ltl&."' 00 r1~ce on.e or 
MOrt of tlltlf!0$1 expensivt &ldlf1 wlh IOII!ol• 
thing cheope:t, If Jlla loW., ltla., 50 replace 
one or mott of tiM chuper slOBs with &Om. 
ttnng tnc:tt txf*!Sive. If one g_entrat o*n k 
oel«tcf klsteacl of a ~ ckfJbftiiJ CST 'o\tlen 
ngurir.g l!leJCt&l. It it alto possiltoi! to\'iolale 
the Ngullr pairs ~stelll and olter moot 
cholets -· lhlsls dono, add hltfoho CST 
v~tue for ed em OP110on~nei1Jdtd. 

t yow ...-isfl :o essig!! a ser.erlltypt or 
s~U. a in M"""""'' S!Ctlfs1.£id Si<ifl•. '"'· vw • s:!andardccsttoc aiiiQitlln !hat group, 
You t~ fird this ~ everaglng tban) all lo· 
gtlhtr. OJ lo ~p lti!t\91 simple ~e J to: all 
MoO/Imtrltvpe ,,!Hs,4 lor lllOSl Cro! •~lis, 4 
f<>r all CombO! o< MO!IICII •kills, S lor """t 
s..t~ w tnloireco.ll ·sl<r.ts, '"'· ~n ., 
do!Jbll.IN th• avera£6. nv. •l"fe'n helps to rtq~~tAI!zowhat, 
In eMI!Ij edl!!'ons, "'"'' ~., cbao:ie collec· 
lion of conctoeu!lly !>91caJ bUI mocbanlcaiiV 
untound sidl bene& ptc~t;es. Tht(e fs 
vitualty l'IO lltniiG howW you u.1 go wlh this 
dtsi;~:t system, and because ofb bulc sim­
pr~elty you e6:l twn g!Yt it tD pllyers tG ~ae il 
oone ol Ute ll:ltatfr exilting packa;es suH 
11\ot notds 



lV: MECHANICS OF COMDA T 
In most ways the combat system mils under the gtncral skill system, but 

because combat is so important to the survival of a character, even if il only occurs 
rarely. some sptdal rul~s and adaptations have been develo~ed lo make combat more 
flexible and lo cove.r a wide variety of spej;iaJized tacricill sJruations. 

4.1: SJ<ILLS lN COMBAT 
A section of specialized combat skills is presented in the general skill lists. 

Combat skllls can be found in the alphanum<ri< groupings P and Q. Th..., skJils are 
grouped by wtapon type or by stylistic relationship. Each of those skJils has several 
doscriptlve choracteristlcsas well as sub-skills wlllch are I!Xp!alned In this section. 

Ul: Weapon Sub-Skllls 
Each weapon skill has lhrwsub-skills, Attack, De.fense (or Parry) and Disarm­

ing. Each of those represenls a differenltacllc or opl!on possible in combat. All three 
use tl>e ~me Aptitude, but a ch.ract<r may have different numbers of SL with each. In 
addition, they contribute at a special rnte because thty are sub-skills of a single major 

sJdU and therefore very closely relat~d. Lich sub-s-ltiUwithin a skill contributes 
to t~ othrr sub?IQIIs nt doubt~ value. Each sub-skill contributes to the 
equh•lllent sub-skill with other major skiJI.s in the same group ar the normal 
contribulion rate. In addition S\10-skllls are exempted to some-degree from the 
normal requirtment thlll ~a1 SL must be bought before Contributive _fuJnts 
m.1ybespe.nt. Sub-skillscontribule a ll starting po(nts perSL toothersub-sk.ills 
even if the character has no actual bought SL of tlle oth<r sub-skilL They 
contribute ai2Startlng point$ per Sl up 10 the number of bought SL of another 
.sub-t'ldll which the ctiarotcter h.as. Thus, the A!fack skJlJ \\•lth Dagger 

contributes to Attack with Short Sword -at the normal rate or to Defense with Dagger at 
doub1t>v-alue1 but ·not to Defense with Short Sword. For mote information on weapons 
see the weapon skill dtSCriplions. 

4i.tl: Activity Point Cost 
Each weapon skill has a~~ Acth·lly l'lllnt cost. Each time !hat w<!3pon Is used 
to at~ck,. def~nd, dl">arm or do any other action thAt AP cost is said. II Is 
possible lO spend more AP to increase the d(ecti'.'tness of ski with the 
weapon. If you double the AP spent you can ine:rea.Y. anyone Skill Rating or 
the Maximum Damage of the weapon by;O\l> oftneoriginal value. If you triple 
!heAP spent yo" can increose al\ySRor the MD by tOO% of its~riglnal vlllue. 
You can spend more AP lo innease muHJple SRsor retake multiple attacks, or 
eyen lo Increase MD and SR. but y(lU can nh'tr fnc:re.ase any one as-pee-l of a 
weapon to more t.han double Its origlnttl value. Note that when the skill Attack 
is paid for in that firs t payment cover.; both Mack SR and base MD, butaAer 
thai first payn1en1 MD and Allac~ SR increaStS are paid for separately. 

4.13: ·weApon D•m•g• 
Eachweaf'l)n a!SC> has a Ma>lmum DamAge (MD), w!ich.lsth< highest amount 

of dom~ge that weapon can normally do. broken down by Club, Edge and l'llint 
classiAcallon. It is modified by the Damage Class of the auacklng character and his 
level'; of the Dtt.Mllgc Strike skill "•hich adds din:c-tly to hi& DC. TJle formul:'t to 
de-lermJne Adju,sted Max·imum Damage from player Dnmagt Class and th.e wea.pon's 
stand.rd Moximum Damage is (MD x DC)/ 10 a table for lhfs C<llculalion can be found 
in Stc;tiOn 2.4 1. 

4.14: ££reeL< of IW>g• 
Each missile weapon is IJs.ted with a valu~ for ~nge (RAN)1 wh.lcb is used to 

calculate the rate al whidt act'\Jracv dtclines with distanre (rom the target with a 
particular missile we•pon. II is modlfled by the DamAge a .... of the chara<t<rlO find 
the actual modlflcation t<> a<curacy with a missile weapon fo.,ange. Adjusted Range 
Is found with the formula (Range x DC)f iO. Ran!!! Indicate$ the number of feet of 
distance over which attack SR decHnesbv 1. 501 wdh an adjusted Rang~ of JOand ·an 
Attack Skill Rating of SO with l.ollgM•' a characli:r w<iuld have an effective AtlackSR of 
30 at200 1«>1. 



4.15: Combat Sldll Radn~ 
Combat Slclll Ratmgs (All ad<. Otknse and Ols.arm) ·~ detCTmined 

juSt tike other sJclll wings -by purd!asing Sldll ~.<\>ell and multiplying by 
Fa<itil}\ They tend to be a b11lowertban otberSRs beaU$< 111• f•dlltyof most 
combat sJdlls is 1. It llstnmgly recommended tl1ot you ... tbt advan«d ntk 
for Adju$ted SkiD Ralin& frOm- 3.S when determining SR lor combat 
sJdl1s. 

U ACTlVITY POINT SPENDING IN COMBAT 
Adivlty A>lniS ar< vtrytmpomntln combat and •llow 6edbility and 

stratogy to ploy a major role In the oukome of any bottle. By spending ,o.p In 
diffemlt w•Y'• virtually Infinite nuJ11]>er of strategiu becomtS pos.sible. 

U l : Sp•ndlns Lim I,. 
A Pan bespentto lncrea~thevalueolonysklll uJed In combat Spending I 

limes r<qulred APcoot yields baSt SL value plus any Aptitude characteristic. Spending 
2 times r<quJred APcostlncr<asestotal rating by SO\\ oltbtoriginil value. Spending 
3times r<qulred AP coot doubles the original SR. No mort than 3 times the base A P cost 
oh weopon maybe spent on • single w .. pon skill In one!O\Ind, •nd no rontbot SR atn 
<V<T be mar< INn doubled by spmding AP. AP may bupent to incr<~sedfodiveSR 
with JI'KIIf'e than Clrl•sutMJdll of .. weapon. such u Atll.d:,. dt'fen.._<t- .. JKJ da.mAg~ With 
each$Ub-s.klll thewm~ mst for ll'lC'l"USe a.ppfies. If 1 ~<tJpon Ol6t 20 APil "-auld COSt 
an additionll 60 AP to lnmas< Attock SR..Odenst SR and M.udmum Oamlgnach by 
mo. 

An addlrionat limit~~tion is nect'56ary to deal whh ttl« ('Ont~t between 1h~ fact 
that defe'Me lli 1n ongolngtc:tlon and attacks ilt"e inddfnt.al action~. Onlyon.e de{ensivf 
adion may be taken wlt~ ••ch part of the body. Each hand with a weapon may parry 
each round and th<l<gs may be uJed to dodge ••ch round. This muns that no more 
than lhtee defrnsiv~ •ction& may be undertaken in fl round. WhUe there is no Umh on 
the number of Individual altacksor allackskllls which may br usod, exrepttl>enumber 
of av~ilablt AP. no more tl\an a loLtl of S Increments of AP may be s-pent between all 
defensive skill! used. ln<r<m<nts are on• times the AP cost of •ny action. regardless of 
the UtOunl of that AP cos.t. For eu.mpfe, 1 chu.1cttr could 1pmd 3 increments to 
111creose!Wrywlthon• bind todoublevalue, oneincr<'m<ntto parry at full v•luewith 
the otbet' !wid and one lncrementto dodge at full value. • ronibinollon which ,...,.,ld 
problbly yi<Jd the hi~tsl poos.ible resu!L The nect best alternotiveil thechaadrrdtd 
nol.hi\~ the Dotlgt skill "'Oil!d beiO parry at double value with on• band and atone • nd 
a llalf valu• with the other- Thls restndion ol AP spending on dem.s< is essenti.ll 
bec.tuso of the la<t that def<nsiv< skills= additl'"'· while allack sJdlls .,.. dtsc~•• 
actions which do not combine Allatk Sldll Roling (,.1th tbt b<eptlon of Comboi Totru=s~ 

t.:U: Flnlble AP u .. 
Certain forms of AP t'XIenslon, reduction and borrowing art pOSSible, These 

may bt useful In sp«i1l sfluatlonsorcomb~t tactics. A charACter may vary t,h-t numbel' 
of APhesptndsona skill. For a skilltoworl< he must spend at least one limes the AP 
cost fur the first lncrtm•nt, but beyond that ht moy spend variable amounts up to 2 
additional times tht AP <QJI, with parallel in=.l5<' In tffectlveness at 1 rate of II' 
Increase of SR for 2l'o ln<r<IR of AP ~~IS notod tArilto 

AP an be borro"'ed !rom couungto~mds or Sl\ ed !rom • pl'<\.fous roond. Up 
10 ball the AP from tbt n<l(t lmmedlate CR con be bonowtd. but In tNt ncct round 
doubl• the number - ·od oro lost >n payment AP saved from tbt previous round 
in a period of concentration any over at ballv•luo. AP from the round before thl.t an 
carry 0\'tr at OM quartn v&luc, ~d AP from 1h.rff rounds ago carry ovtr a11n e-iJ,thth 
of normal vaJut:'. Oldu AP cannot bt ca:rdfd OY«. and AP c1nnot bf earned 0\·rr from 
I'OUllds in which les5 INn hall of the AP ·~being devoted to concentrAtion on futuro 
1.dions or if the con«ntration Is Interrupted. 

4.23: Sequence of Mtlons 
AP and tht soquence of actions Is worth rtmemberlng.. Oi.Efer<nl 

dwacttrs bavedlffer<nt am<>untooi AP.IM ihtyAII &l'fnd their AP In thtume 
•mount of time. mt.tnJng that those wJlh more AP •re • bit faster IC'tJng than 
those with lewtr. The AP a chlrocter enttrs combat with are <quat to hi! total 
APmlnuunycost tordthnsc(OefenseSR)ond •nyencumbnnce (Armor AP 
oost) or other overall "'btrac:tJons. The r<maindfl' art hl$1~ AP to spend on 



&83J'f$&1vuctioos that round. Todetennlne who an slrlko first .. btract the 
kiW<r AP from the hll!her AP. Tho chancm with the hlgh<r APc.anspend half 
the c!ilftr<ntt befoni"Ns!o< moy begin to spend hiS AP 1nd miy spend the 
oth<r half afttrhls foe has run out. For group tambatfust havocharacttrs a flack 
In d<S<tndlng order of number of AP. 

Genrrally, In common combat AP should be kepi frock of fairly 
roughly. wlth the concentration on the numbtorofblows tAch c1Yro1cter has per 
round. rather than on br<aking .. ch nound down AP by AP. which may 

be<Om• somewhat impractical. 

4.Ul F• tlsue Lou tn Comb11 
Combat Is mare intensely tiril>g than othor actlvltlts. During eombat a 

chor11<1trwiU 10M 1 f•dgue Alint for evory .lO APwhlch he spends. Half of this loss is 
long·tmnloos whlch «tn only be regenrrated by mt or sl .. p. Tho other half Is shan· 
tenn 10M whlth can be regen<rat.c! by a ·pause· In combat or period of relativ. 
loacdvlty. Thl5 pousels ddlned .as a round in whlch the charocter •ponds f<wer than 
.lO AP (~·hlch otiU might~ him to ddend himself or ma..,><r). During a pause 
round achaTiC'Ier rt~ner.ttes 1 FP and'-> none, up to the limit of half the toul AP 
loot In that combat tlius fao 

0: MAJ<Ilo:G THE AlTACK 
After •II thls pRpifition.the process of actually rnpglng In a combat Is fairly 

slmplt* Involving only two die i'Olls aAd a covpfe of rdtrtncts. 

C.31 Aim and Location 
1"ht ttMck ronsists of thr c-hAraC'ter choosing~ targrr uea on thor opponent's 

body II whJch to aim and mWngiDHIO To this roll he adds hlstotal Attocl<Sklll R.tting. 
From !hi$ total he subtracts th< total Defense SR of his IAf!ltt Including any and all 
opproprl•t• skills and modifiers. Thelolol is compared on tht Combat t1blt for the 
target i'lrtJ chosen and that determines 1,\ihether he !\it and whftt pan or the body ht hjt, 

Tht"' .,.. basl«tlly two combat tables, one for large body •re•s and one lor 
small body artas. II Js somewhat easier to hJt l arg~t body areas and harder to hit small 
body or<u. S.Vml mults orr p<l$Sible depending on the quality of the modified roi~ 
ranging from a Marginal hll where-the r:.rge1 charliiC'ttr gell 10 t hO<:J&e what ad}aant 
bocfy IJfJ thtlllt•ck wasd~fltcted to up to a Critical h1t where the.anAcktr gdS to choose 
•ny targ<1 on hlsfors body roaardlessol his ortglnalaim. lnthooeca ... whtro the tat:gl!l 
gets to (hoose tht location ofihe blow he recdves~ to somt dtfil"ft that l5 .a contrivance 
to JYold adding anochu nndom fae101; but il a~ pr~ni.l y rtp"'"nts defensive 
tnOI<emmt to block or p.uttaUy deflect a blow to • &ctttr prott'C'Ied body area by 
realigning the body In n:sponse to the attack. 

Whtnot!.ocklnga non· human whomoy N\faddltic)NI hmbo, they should be 
handled by tl>o appropriatrchart based on their siu. II the IILKktr gttS 1 ~rglnal hit 
aplnst 1 ncn·human Of>POli"Ot that non·honun may havt iddlt!on.ll chalca Of are.os 
10 whlch todtfl«t the blow based on areas whiclt "'OUid be •diottnt with his anatomy. 
Foreoo mplt,l Trourd could deflect ~t.uginallrg hlts to his t•O In oddltlon 10 the are.os 
Sl""'- ctvm to the r!gltt are three basic combat tabi<S, OM forattad:s limed at largo 
bodyarus, one fora1tat"baimed at sm.JU body A~.,sand one forsptc:iJI attacks such 
as disarming and unbalancing. 
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4.32: Multi pit Alt.lcl<s and Def..,_ 
Wfiftltnr the chorad<r hos the AP to SfXnd on • blow lht SIJI!e process Is 
repeartd, whlJe ..-.t the same time h.is oppone-nt mAkQ his attadts in tht .same. 
Wly, 

t .33: DefeJUe Skllls 
Defensive skills OfXralesomewhat differ<ntly from olherskills. Self 

ddtn~ combines <l<mtnls of an ongoing action of awar<n<SS of enemy 
au.acb 1nd &pedfic ruction to s~dfie attedcs. 

At the•tartofa CRthe player determines how hrlsgolng to deal with 
1~ auacks ht expects to fare that round. Ea<h combatant announces his 1otal 
Ott .... SR for WI round Gust llkt in the •bov• au), how mooy •ttacksluo 
choo5<s to maJce th1t round and who they •ro dir«ted 01. E:.ch playor then 

drtmnlnesthe number of •ttJcks his characttr will bfdullng with 1nd 1pportions his 
DeftnSivt SR on thai basis. 501' of his Deftnslve SR Is IUIOmollally In dttct agamst 
allatt.leb. The remoinil\gSOI' isdMded beiW<<tulllhutl.t<ks he has tod .. r with. 

reprclles6 of the number of foes anocl<ing him. The """""'t appcx1loned lo 
atllltuck 1> added ro his De~'~ SR agalnstthltsp<dfic artKk. Tlws, if a 
<hlrocter bad • ~ .. SR of 61 and wu fodng 4 llud<s he wou.ld ha.~ a 
bas<DetrnslveSRofl2 pluo32pointstodivldt~'ftnthoot4 .. LICks. Tho 
ddault option would be todlvidelhe poiniSt'<tnly for atO<.II DtftnSiveSR of 
40 again>~ tach of the attacks. The player would hlvt tht option ol dl.;dmg 
lhem In •ny other way lie choot. ~!'haps If he was facing two ott.ackers, one 
who h .. usfX<Itd was striking 3llljllt fMI blowund one who w•sstni:lngont 
gargantuAn blow hemightntal<e hos0d<11$lveSR 6-lagainst thtbigblow and 
only 3Z ~gAlnsl tilt otherS. With thls version thusoisnmtnt orDtlell5ivt SR 

to speciAc blows always rakes place·atthe start of the CR. 

4.34! Miulle Combat 
ln mloslie combat the chance or hitting a t•rg<t Is modi !'ltd for the 

distance from the tai'J;et, as txpl>ined In section t .l5. Accurlcy Is reduced for 
rang< bo~d on the type of weapon used. The only txception to this is tho 
CroSSbow. With this weapon the DC of tho character dOtS not count, ond Rl is 
equ•lto RAN i~S<>U. Thus, If. character had I DC or 10 ond uud. Longbow 
wtth 1 RAN of 10, he would have a Rl of 10, so thatatorongt of 240 Fttt he 
would ha\0 his m.lssile SRreduced bv 24. With 1 C"""bow the samt charactn­
would hi,., • fli t R1 ol5, as .. -oa!d any other crcosbow ~ ond would 1-
.a Attack Skill Rotlngo.'<rthatsamtdistance. N04tthltln m.ss.l<combat only 

thuldll Dolg .. .nd the variouuhiddss.ltills(wluch count 11 hall thrir normal Sl) pl .. 
.tny modlfitr> for ormor and weld •~ coonfed Into del<nst Sit 

t.JJ: Lacky Blows 
Reganllt>S of a ch.lncter'sch<lnce of hilling. If he rolls In the range of 96-100 

without mochfitrr. il i&considemf a 'h1ckyblow',. WMn t char<tde:rgtts aludwblow 
he ~-roHs his attat'k on tbe sam~attackaablt, but th~ dcfendtr's OdtJ\SJ"~ SR doesn't 
count and he has lhe .. me Attack SR he had on his orlg1nol IIIA<k. 

U : DOING DAMAGE 
When A weapon s tril<es a targtl it dots dam•s• to the •~• of the body which 

I .. truck. D~mag• h•• diff•,..nt.tffocts by 1ype or w•apon used and oro• hit. as well as 
power of the blow Involved. In addJIIon, damage breaks down Into physicaland stun· 
type damogc. though ph)\&ical dam•$< is of the greattstluling lmportan<.e. 

In detrrmif!._in_g damage it IS impOrtoilnt ro star1 by knowing th-e tffective 
MaldmumOamagt(MD)potonHaloftheallack. This Is found from the bose MD of tho 
wtapon and the D•m•s• Class (DC) of the charae1or using 11. Toea I Adjust tel MD is (DC 
x M0)/ 10. 

Phyt.lul Damilge isdetmninedby rolling2010. The pl•yertokts!Mlowerof 
the owo numbfro produced (Ocounts as a 10). This Is multiplied by MD and divided 
by 10. In ocher words damage is (MD x Ro/1)110. This an oloo b. det.:rmlned by 
rounding up to the...,..., moiltiple of 10 •nd dropping the Jut dlg1L 



ST£D MAXIMUM DAMAGE .,. 
MD ! . 

• • 1 • • i 10 lt 12. ~~ 
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~ 5 ~ ' a, 1 I' ~ 
'•5 I ~ 6 I 7 1n .s·· s · 
·5 6 7' 8 , 8 ' 9 ' to 
e 1 a 9 · 9 ,10 II 
6 7 8 a 10 11 12 
7 8 9 10 11 13 14 
8 9 10 II 12 ~~ 15 
8 10 11 12 13 15 16 
II 10 12 13 ~~ 16 17 
9 II 12 14 15 17 18 
10 12 13 15 16 18 20 
II 12 14 16 17 19 21 
H 13 15 17 18 20 22 
12 1~ 16 18 19 21 23 
12 ~~ 16 18 20 22 ~ 
13 15 17 19 21 ~ 2li 
14 16 18 20 222527 
14 17 19 21 232628 
15 17 2022 24 27 28 S23436 
15 18 2023 25 28 30 33 3&. :38' 

The sped fie physic.> I effects or this damagt are discussed in a larer .. clion. 
Essentially they ate subtracted from Ms Hit Pl>inlS (HP) in the area struck and nasty 
things happen if too many HP are lost. Stun damage Is based on phy.slcal dJm•g• and 
Is also covered in a later section. 

'-tl: Body DOli!Uge 
Someattadcs. partkularty potsons,spellsand ampacts with the ground 

or large objeds, "ill doOYttall orbodydo!Nge. This dama~ is doM not to any 
partlcularareaofthelxxly, but to lh<character'stotal Hit Pl>int value. All Body 
l:>•mag< Is cumulative, and the damagt dftets Ubi< has a Usling or what 
llappens when vo~ l~tls of body da!Ngt are done. This type of damage 
reprosentsgrossphysaal abiiSt. Somttypesof attacks may "'"'n produce both 
located ond body damagt. 

e.G: Alternative Donugt Rolling 
Certain types of attack roll damage slightly difftrently from normal auacks. 

Sptdfically, highly lec'hnological weapons and most maglc:.1l or energy based Mtacks 
(all attacks not dependent on human physical str<ng!h for damage) roll d.1mage using 
the high die of the two JOsldtd diet lnstt•d of I he lower die. In addition, these anackS 
do not do oitical d•mage so th•t thtlr mAximum efrectls always 100% of their MD 
value. 

U: CR.ITICAL HIIS & MISSES 
Sometimes a per.;<>n maystrikta par11cularly)l00dorbad blow. It whtn rolling 

hlsalt.lckon IDIOO,thecharact•rgetsa natural roll ofsori.,;,;,not counting modifiers, 
it is consldered a fumble, or oilical miss II, when rolling damage with 2010, the two 
numbers rolled match. it is oonsldtrtd a critical hit 

•.st: Crilical Minos 
A fumble is a partkuLtrty badly txtcuttd blow, and when a daanctn fumbltS 

you should consult 1M appropriate fumblttablttO~ what the result is. Using t~ 
tables you rolllDIOO plus the characttr's SR with the wtapon he is using. unmodilted 
for AP,todtterminetheresllltofthe fumble. Thereare .. paratt tables for !land to hand 
and mlsslle weapons.. 



4.5Z: CriU<al Hi!$ 
A criti<al hiJ is somewhat simpler, indi<aHng a sup<>rior, exceptiooally good 

blow. Whtn doublesllff rolled, instead of taking the lower roll to find damage (there 
lsn'tone), you add the two rolls togethtrand use that number asifitwereyourroll. This 
can potentially yield double normal maximum damage. This in<reastd damage also 
counts. In determining stun damage i£ you are usJng it. 

4.6: EFFEGS OF DAMAGE 
Weapons do nasty things to people they hft. This is why thtyexlst. just whot 

a weapon does depends on several factors, including whert it hlts the target, I he forte 
of the blow a.nd the type of weapon. 

4.61: Hit Point Distribution 
Each part of the body has a certain p<>r<entage of the total body HE When a 

chaucterisbtingset·up these percentages can btcakulated, but they need not be untH 
tbe chuadtrisactually hit. T.hercarc J9bisicbody areas, though some of these come 
in palrs. The HP in the area, asdeternlined from a percentage of the-character's total HP 
are very Important in determining the effects of damage. 

On the Damage ~f(ects Chan there are five tolumns marked for 1 through S 
limes damage (lxD ·SxD). TheselndiCllle mulllplesof the hit points for the body artas. 
Effects areUsted ln. rolumns by single Jeuer desJgnatlons. The effects are broken down 
by Club, Edge and Rlin tdamage distinctions, indtca ting thetypeofdamage which dO<!S 
that effectatlh.tl parlicuJar damilge ntulrlple in that area. Thus, there a~"e"three letters 
at each multiple far each area. The order is alwaysC/ E/ P. So, if a character had S HP 
in the Right Upper Arm and took 5 HP damage from a d ub weapon, he would boat J 
limes damage and M''' a I result At 2 times damage It would be a B n!Sul!. lit 4 timts 
damage it would be a S result. 

The. table provided below gives the various body areas for humans, lhelr HP 
dl$tributlon and all t)le various <fleets possible with dlfferenlleuelsof damage. 

4.62: Results of Dillllage 
Thtdlfferontlttterdeslgnations found on thecharlaboveshould be explained 

briefly here. ·:No effect. U: Wound causes unconsciouMes.<, unless character can roll 
within (3CON · HP o.f Damage tn Are-a)% {o remain conscious.. 1: Area lncapacltated, 
roll within (3WIL- H)' of Damage in Area)% to use. 0 : Character d ies, on the 5pot. 5: 
Umb is severed, totally useless, partia lly attached but unretrievable, no special bleed· 
ing result. B: Umb is broken, may not be ur.ed until healed. 1': Character is paralyzed 
in thatarea of the body and all areas below il II : ~vered wrtery, rapid blood loss, loss 



of (I x Aru H'P) per CR from -ran HP. • • 1·!1: 5moiJ5 Internal damage, 
chMoc:tu dies In CON/I minutes If not glvrn 5<Tious immediate medical 
attention. Nole1hit ifd.unige In an are• pnxtt<b put one tlmesdamageortwo 
times damAgt~ the- efrects Ol the lowu dam~g~ muhlplrs 1tiU coun.t. so if a 
porson t.1kes5timesdubd•mag<in tho Chtlt he get& U from lx, P from lxand 
a Ufrom3xdamage. Multiple wounds In a given area.,. additive, even when 
theyareofdiff.,.nt types of damage, In mlxid d•mage thegamemastershould 
deddc whJch type would predominate, or he can mix results. 

Such thlngs IS incapacitation and some Of tht at h., results should be intto<­
preted by the gamnnaster in 1 way 1pproprl1h: to the area in question. with added 
fffKU Ukt hindered mobility or vision 45~~ttms called lot lis a gener31 rule an 
lncapod,.tion re:sultshould double tho Al'ca.t of any use of that part of tho body. If 
thate<trocostlsnotpoid a OEXx 3or ACix3noll 'hould bemadetobe•ble to use the 
Umb 11 al~ even to lt'milln Sl2nding or hold 1n cbj«t. 

US: lbo BuiJDg PJOCOSJ 
Olmage regenerates at a rat« ol 1/10 ol HP (rounded up) restored to a 

cllua<ter's...mll HPperdaJ< If the chirocter hiJIU<n over•U damlge this is •ppli<d 
IOthit directly. lnoddilion, the same amountlsdllllded betwftn woundsonothor are.u 
ol the bodv proportion.lllly to the pernn .. ge ol HP thlt •rea would norm.rlly hi'". 
Thus. ifac!Wocterhod37HPhewould reg<Mrlt<4ptrday, wluch would be4ovenll 
per day, 21n the Ches~ lin the Abdomen, <tc. 

'-'' ARMOR 6: SHIELDS 
ArmOr is in\"lllnable rn <er1Ain .styles of com~~~ as is th~ inrvitablt shield. 

Armor Is used to rover varioiJ5 parts of the body and provides prote<tion against a 
variety of forms of dam•J;•· Shield> p<rform a Slmllor function, but art a bit more 
mobile. Both are somewhilt encumbering. 

l .?I:Armor 
Sevtral types of armor are avollabft, from th• thinneot l•atfter to the sturdiest 

pl.ot•. Most real.tnnorwlll be1 mixtureolthe$dorm~tofitthe (unction desired by th• 
characte< Armor has thrtt chlracteristlcs. These are Denecuon Value (l)V), Absorp­
don V.Jue(AV)andEncumbranc• (A Pecot). OVIsanamount which a p<rSOn "earing 
thit armor odds to his defense SR apln" Club, Edg• •nd Point altad:s. There is a 
sq>onte OV listed for each armor typo for C, E &c P typo weapOns. If a chilracter had a 
cldense SR of 32induding his defensiv< skill• a lid Chllnmall (1)V71816), his ddense 
SR wouldbcoom07/ 38/ 36with the 011. AVIUftlmaunt bywhJcharmor reduces the 
damage ol nouy blow striking the lr<l<lt «>vtrS. The reduehOn is broi:en clown by 
weopon typo. In odditlon to the ap values AV also his on A value indicating the 
otn01111tifabsorbolrom the Shin/ APdamast of oblowstriking theareatt CO\-etS. If 1 
swotd blawstrud:a person -•ring ChllnNll.ltwould hlveltsdamage(after rollinS) 
reducedby5aod its APdam•J!•reducod by 10. The APcost of annorisas given, and 
Is 1 redudionoflheclw.ader s lollol A P roch round thil he is wearing 111M aliMt Tilt 
areas whlch armor oovers -India ted br typo on the Damage Ef~ts Chart. Other 
ch.aratte:ristics an on the Armor Ch.ilrnttrNtlcl chArt. I( a char.tcter has an armor t)'-pe 
and it does not oover a giwnarea, thiltarea will be cavtred by th• nOl<t best type of armor 
In a full sUit of that typo, so a <hilta<ter with Light Plate would havo Sale in the han~ 
and thJghs. Special armor comblna!lon.< con be made, but these are the standard 
designs. Annor may be bought Ia weor undor a ther armor. In such a ease, the AP cost 
Is totalled, theDV Is th>t of theoutersull, •nd the AVIs totalled. However. armor cannot 
be combined ifthototil AV ogalnst Ciubtotals more thinS. lfthlsllmitation isviolated, 
the armor Is too restricting and tile character will have trouble moving. 

ARUORTYP£ DV(CU) ~~EP.Aj » 
IMIIMf WI :~; no • StuCidtd LMthor 7/615 l/4!2112 5 
~!died l..ootMr ll&t W/12 6 =· Mo6 3l~is.~· \0 

11/t:lc9 ~5 l2 
~ .... nn21n ~6 lS 
Uglt1flalo t!¥1!120 &'S/)'20 3l 
lllovyPitlt 12/tt!IZI 7.Ef'/24 ~ 



Not< thll against flam• or similar types of damage armor absorbs 
c!omag< at halt of the ''aloe against dub damag<. rounded down, and of 
courst1 armor l'.as no OV •• •ll l@,linst tnugy or fbme attacks. 

t.n: Ani!Dr CovtJ'I$• 
Ilea use of physical limitatlonsarmor can not be of uniform strtngth 

and thlckneu cr even mattnals """'all f>Or1S of tho bod)< Mast forms of fUll 
body armor.,. actually rombi .. tlons of different types of armor or armor 

whkh is adapted and modlflec! to provide jolnts ond Roxibl• arw: for movtmtnt. 
An tasy way todetermino how htavlly armored allfvtn part of thtbody an 

be is by th• Hit Point pr.centagt in that arta. l!ulully div1de the HP ptrc<:ntagt for 
each area by S ~nd add 1 to determine I he nlaxlmum AV that arta can ha·ve covering it. 
Thus. the Right Ch<'St could have up to 7 AV. while the Face could never have more than 
3 AV. Tht AV valut used is always the middle of the thr<t values (not counting the 
valut for AP absorption) when detonninlng this CO\'tragt. This system works because 
of a n.atur-•1 t;.Ortnpvm.le!l\.'C between 11ttd Tor movement orac.ccssa.nd the .2bJiityof .2n 
area to obsorb damago. 

How thli limitdon fundlons for thtindivlduol char><ttr is up 10 tht playtt 
It can ~t thlnn<r armororsegmtnttd armoc.ora rombin.ltion oltyp<sof arm~ 
SU<h as some plote chatr. 0\'U armor which IIi mostly Ito ibn. In all draunstonctS tho 
AV stats art olways thast of tho armoraJ\'trlng tho ar<J~and iht OV Silt!$ art thast of 
iht armor covtrlng tho Wge;ttotal porctnlltgt ol tht body by HP distn'butlon (if you 
want to bolhorto worry tbouttbis). Tht AP<n6t of tht armor is ilways that of the most 
tncumbering type UStd. 

4.73: Shleldo 
Shltlds provide> defensil•e function similar to •rmor, but also e>1n be tr•ined 

with os a dtfenslve sklll Shields providt additional AV for thOSt areas of the body 
spedflally covered b(t~shleld. Defensive valuelsbased on sklll with the shield. If 
tht shield is In norma position, the AV of tho shield is added lo that of any armor In 
thoartJIS covered. The areu where a shoeld •utomatlully adds to tht AV are india ted 
under th< A ru heading on iht tabk' be!O><•, as Is iht A V valut of the shield. 

Tht trkkythrng;boutshleldsis thatthtyan be 1110\'ed toawerdifftrontareas 
ofihtbody. On tht Ublebelowuchshleld has• perttnUJ;t\'lluelisted forCO\'or. This 
indkates how lorgt an area of the body an be prottcttd with the AV of that shield in 
addition to tho standar<h1125. This pannlltgelndkatts arta in HP porcenlag<. Any 
number of adjA<tnt aro;umay becov<rod aslongasthtir toUI HPpetUJ>Ugt is lts5than 
tht ''•lut lor that shield. For oxamplt, a round shield an rovor anything up to SOlO. 
Since the chest Is 40\1. It could cover the chest In addtlion to the left hand and arm, but 
with only 10\lo leh ovor no other areas "'auld fit under thoshield. Thel..eglon shltld, 
however can cover 150\1. whi<h might Include chest, abdomen, both legs and one foot, 
lor a total of 145 ptrcentage points. 

If a chArltC1tr w•nts h.ls shield to cover mort of tus body than what Is IJsted 
under AN:a, hr must u"hJs sldJJ wllh the shitJd. To a_s~ume a dt~nsive coveragr he 
mustpaythtAPCOitol t'>tshield '"hen • PQOltlon IU!i$umtd or changed, and he must 
makt a suc<eS5ful $Jdll roll with the shield at FAC J. 

The v•lut olo sllield for deftnse is dtptndent on a charaat'l''s skill with tho 
shlricl. whlch•dds todtfmseSRasindkattd in tho combat skill section. Notethot only 
holt of 1 charocter's Slro>ntwhon using .. hleld ogaii\SI missllt woapons. The APcost 
o(shJelds vorlosbased on the partkalarshleld In question and can bo found In tho sldll 
section. Also p<O\ided thtrt ott iht SP «>51 and othtr reltvanl stats of particular 
shields. 

I''' sHIELo'Cti4R.O,cTERisncs 
Sltltld " . . AREA COVER 
kcklw. LH · 20!1 
Aou'lll . ,. LHlA 50!1 
Q,ovron UU. 1~ 
Llptl tit.A I 50!1 



4.8: Sl''ECAL ACDONS A.'-10 COSTS 
Combat is a time for fast thinking and improvisation. Characters may also waJll 

tosetllpaJldmakrspeclaland unusuolactlons. Some ofihese are gone over bert so that 
the gamemaster will have a baslcidea of what to expect and how to deal with it. 

4.81: Common Actions 
lt is important to know how many AP cenaln actions cosL Getting up " 'hen 

prone costs Size lCZ AP. Crawling moves the character at Movement/ 2 for tfie same 10 
AP Cost as walldng movement. Drawing a weapon for the fitS! Umecosls AP Cost/ 2 
AP. Cocking a crossbow costs the full AP cost in addltion to the normal AP cost. For 
other missile weapoi'J$ loading AP c:Qit put o( tht bask <«t. 

4.82: Speci.tl Atl.lck Optians 
There are many more tactics possible in combat than justhitling the opponent. 

These include unbalancing. dlsarmin!l! immobilizing a.nd mltlly other types of attacks. 
Most of these arnesolved using the Special' table on the coribat charl. 

4.8:U: UnbaJ•ndng Atl.l<lcs 
Unba1Jndng attacks are made like normal attacks, using the character's SL of 

the Attackslo11 wllh a weapon and his Attack Skill Ratingag;Jin.st the foe'sdeknse SR. 
The attack is rolled on the Special Atlllckscombat table. If the result on (hat table is a 
rnultipll<1; in the case of a standard weapon unbalancing a !lack, that is the amount by 
which the target's AGI is multiplied to determine the amou:nt which he must roll within 
to avoid being unbalan~d .... character may spend AP at a rate of Size + 5 AP per 
increment to increase that multiplier by a factor of up to 3. Ttl~: WOU result indicates 
a randomly located wound lor hall <Umage instead of a successful unbalance. 

A charge or tackle costs 50 AP lor the attacker. II is rolled as above. but IIIIis 
successful the attacker does his DC • Size in real overall damage and 3 times that in AP. 
divided by the number result on the table. If a WOU result is achle,•ed the overall 
dama~is halved and the AP damage is .negated. The attacker also takes )limes the 
targets Size In AP dama.ge himself. 

A grapple does overall damage of up to the attacker's DC, with 3times that in 
AP. modified by the same factors and rolled on the same tableasnoted above. Breaking 
a grapple costs 30 AP aJ\d allows the breaker to make a comparative roll against his 
opponent, both rolling SIR +!020, with a breakoccuningllthedefender has ihe higher 
total. On~ a grapple has been est,\blished, the attacker t.aJves hls AP cost for 
subsequent continuation of that grappling. 

A throw does overaU MD to the victim of attacker's DC plus 2 times the 
dofender'sSize. AP damage is Slimes this. The Special chart is used with modification 
as noted above. 

If a character falls from a height, ,he takes an overall MD based on height in yards 
and his Size. Overall realdaniagels((Heightx Sl~e)/ 2) · 3. APdamage is tO limes that. 

4.8.22: Dlsarm.lng Attacks 
Dlsarmlngattacksare also possible. A character may roll an attack totr.y to grab 

orlm.moblllzea.nene-mywtthJUshand ora weapon. To do l)Hs he uses thespectal au:ack 
table. If he hits, the muiUplierisused to determine how m.1ny times the target's STR he 
must roU wllhln to retain his weapon. If the weapon is dropped It takes 50 i-3Size AP 
for the target to retrieve it. 

4.82.3: Immobilizing Atttck& 
In an immobilizing attack, one of the normal attack tables Is used and 

the area hit maybe immobilized. Thtde~etowhich it Is immobilized is fo und 
by rolling on the Special attack table, adding 3 times the attacker's STRand 
sublractlng 3 times the-defender's STR. The resulting multiplier lndic•tes the 
amount by which the AP Cost of any actions with that area of the body is 
multiplied. Fore><ample, with a 3 times multiplier a blow with a sword which 
would normally cost 2(1 AP would cost 60. After the initial immobiliza·tion, in 
each subsequent round a roll Is made to continue the effect on the Spedal 
column of the combat table. If the result is a miss the hold Is bnken and if the 
attacker wan IS to reestablish it he will have to roll another fresh attack. 



~.nc: DI.Jtrocllllg Atlad<$ 
A cllstra.cting a tuck Is design«! to nrga~ the defensive ability of an 

opponent by using a distracting weapon or other attack toforu him to tie up 
• de~nslve wtapon or dlven part of his d<lending ability from dullng wllh 
tht pnrruuy ottack. In making a distracting attack Ole attacker sptnd$ tht AP 
"'"for tiM! w .. pon and hlsSR with Disanningforthatwnpon tS u.Md on the 

Speclllcombot table, modified for rht O.ftnseSR of his target. The mulling multiplier 
Is 1Jjfd to multiply tht a tlilcktr's SL wilh Disarming to determine the numbtr or 1\P 
which thedtftncltr loses b«auseofrhtdistractlng attack. The defendorcan ch~ not 
to lose those AP, buJ Olen thtattacker'scomplete SR with disarming issubtrocred from 
tht defensive SR of the target for that round. 

U::S: Shltld Buhlng 
Also wonh consJdering Is the shl<ld bosh, which is essentially on att1ck with 

• deftnslvetool as ouJti.ned In tht combor skill i<Ctlon. The Shield Bash Is pan of a 
group of altacksdrsigned tomakeoomb.lt mo~ diltlcult loran oppontnt. Thoshield 
ispanlcul&rly wellsulted tothls. Eochshleld hau damage and a cosrlisled forthl5type 
of use. 

U3: Subdulns Attacks 
Two main atlllclr. options aside !rom crlppbng bia---s. are available- for those 

who wish only to subdue an opponent. Thtse ore the Stunning Att.lck and the 
Unconsciousness Att.>clc.. 

4.831: Stunning Att•cks 
A Stunning Atta<=k is just like a normal attac~. but thecharncter dec lam I hat he 

Intends to stun beforehand and whtn ht hits he does half normal damage and! wh~n A P 
damage is calculatrd t)le- Stun Damagt Modifier Is doub.lrd, while AP damage is still 
b.lsed on whatth• real <Umage would ha\'e b«n If the blow had not b«n pullrd. 

U31: UnconJ<!o .. nes Attacl<s 
An VnconsclousnessAttackrequoma hit to an •~• w~a U result Is po6&1bl• 

with tht type of wupon used. hlllln, the ~•I damage is halved, but fordetermlnong 
result> tiM! damage is treated os doubl•. up to the point w~ it achievrs a U mult. 
Thus. a character might do 16 points of damage, which would count u8~al damage, 
but u 32 fordettrminlng whether he knocked outtht target. If the att.lck hits an area 
wherr tht U rtsull is not possible with I he typt or weapon used then the rtal damag~ 
Is still halv•d. Multiple blows of this sort •~ never cumulative. A character must~ 
knocked out with a single blow. 

4.84: Handed nus ancl Multlple W.•pon Uso 
Most characters wUJ use a weal"'n tn their favored h.lnd. 85lt of tht timet his 

will betheril!llt hand. U a weapon Is in th•unlavoredlleft hand, DC Is reduced by2S!O 
and AptltuO. for skills does not count when thAI wupon is used. 

A characler might wish to ust two "'tapc:ms at the same limt. The SAme 
modJfications apply to the second w .. pon In such a case. In both CASeS hP cost sta)'S 
1\0t'll\lll for tht second weapon. 

Another option Is tooseaont'-handrd weapon In 1\1.-ohands. Baslc A Pcostcon 
be p;old once with each hand and it coon is as II it were paid three lim<S with one h.lnd, 
so that DC, Alla<kSklll RatlngordelenseSRareinmased tOOl'. Anylnc~asesbeyond 
that mttSt be paid for at tlle normal rate. This Is be-cause tach hand gets one r~eltvel 
o( each effect at b.l5e cost, and tho.;e first payments an be combined II both lhanclsare 

combined. Using a Broadsword in t h•nd would cost 72 AP lor double 
d.1mage, but with two hands double damage would cost only 48 AP. Remem• 
ber that extra levels of skill an compenso te for reductions suffeo•ed with the 
second hand. A popular tactic Is 10 learn one weapon for defense an.d another 
lor anack. 

The !lip side of this is to u~ • two hand«! weapon wltll one 
hand. When used in the right hand It is t~atrd as the left hand. Whtn used 
In 1M ldt hand, Ole DC penalty is doubled. 



4.85: Default Comb•t St.. hiS 
For gener•l referen~. characters who do not spend AP for att.ck have no 

AHackSJdl!Ratlng. Characie111whod.onotspend APforsome Iormor delense have no 
defense SR, exceptarmor DV. Defense SR may ~><!increased for terrain and cover by 1he 
gamem.aster. lfyou wish toececutean immobile person4 you can save- up AP and devote 
tllem aU to damage and aiming and assure sufficient location and destruction. Remem· 
ber t:hat AP can 1M! borrowed on limited terms from previous and up<t>ming rounds in 
as Is detailed in the AP section. On the whole, the gamemaster should use the ba.sic 
systems outlined here to adjust and deal with whatever situations arise. II the basic 
ideas are preserved, any situation should ~manageable. 

4.9: Mus Combat&: Maneuvering 
It may often happen that a character gets Involved In a ftghtwhere he 

is surrounded. outnumbered or out manl!uvered. This may mean that 
opponents an a Hack him from the side or lhe rear, or can attack him with • 
general advant.oge. The basic rule in these situations is that generally no more 
tllan four people can get into a position to attack a single opponent slmulta· 
neously, tliough this number may be higher with particularly large characters. 

A c.haracter'sDefensive SR against ont> opponent also counts against 
othn51 but the more there are the thinner It is once spread around. HiS total 
De{etnSe SR isequallo tho slarllng Delrnst SR times the n\ul\ber of oppon~Ms 
minus 25% for two opponeniS, ·SOli> for three oppon<niS and ·100% for four 
opponents. The adjusted total can 1M! divided ~><!tween the opponents any way 
the defending character likes, so long as no single foe fa~ mort than his starting 
Defense SR orless than 0. Forexampfe, facing 4 foes he would be working with 300% 
ofhisDelenseSR. He could choosoto have 10011> against 3of them and no OefenseSR 
against I, or 100% against 2 and 50% agafnst 2, or any variational distribution he 
cflooses. 

In addition attacks taken against opponents under such circumstanc~s are 
reduced. The total Attack SR of an attack against one opponent in a group Is reduced 
by th" S'ame amount that the character's Defense SR is reduced ajlainst that opponent. 

To a large e>rtent this system represents fadng and posl~onlng. The larger I he 
percent•j;• reduction the less well a character can see or reach that particular opponent. 
A reduct1on of Defenso SR by SO% or more probably means the opponent in question 
Is behind tbe characttr. far example. 

• 
PayK Note: 
Comtm StrJteg!ta 

WheOVCCIQO I""' com· 
brat. bep -. mirid N! thett are 
many !hill!' yeo w do bttfd •• 
-c~awayatltlttotwlth asw'ord. 

Tottari'Alltl. thtrt art 
a wl6e vllitty of Mapon skills 
available. Some o1 th~t WNI>­
(IhS havt d.islinctaltifllt.a\1i$ •iid 
cllsadvt~tt~ Of et lea~ very 

dlfftrtru dlafiC1t~ frocnl be $landaird 
popular WNpol\$. How they're dfisgntd In 
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'i'l"ta_pon it ~oih9 to be I'I'IICh bttttf ov-.aJI 
than eny ottief, btl! s«ne rM'f bt perticu!arly 
IWII suilo~ to • Sj>ecltlc styfo of combo!. 

Thert l1t a.tsc: many 4?P1IOM ~or 
411...._ Ooll1 forgot Iilii In lid~onlo the 
obviou& wttpoa ~arry skills lh:t1t are shitfods 
~1\ich "'"be 'V<'Y elfectlvtlor 4tlll\U """ 
tht llodg .. kili•Ncll Is helplulln bo<h miS1ilt 
&nd ~.alld 10 hand o;ol1!baL Ont olltlo mos1 
fikely w11yt to 5\lMvo coml>a! Is to not get ha. 
ThtOrt itld be~r yo~ dt»na!vt skils me 
loss nkttyyouor>IOg!!ChiL Folingtliat,don, 
lorgtl atiout arlr.OI', 

Or.ceyolfre In cambM. th.ln+labout 
all tht lllill9Sl'OU i•• do 10 give yollf'oil en 
advante;t. Teamr:ng up on o~ont.ntl. &1· 
ltmP.illlO dlwmll!fl or unbal~g Wolo, 
stri!Mglo itl.in or blract Allot tt'.ese optfol'lt 
may not occur to yoo nmediatfl,', but they 
Clll glw you !he edge you nltd 10 succN<I 
Wdl\ a subs~ent oooVtnt!Oiill ai!ack. 

And l'imemiw. yoo doni t\l•n 
have touy to kill Mrvtoe 'fOIJ mill up~i.,h, 
• can o!tfn be idvanJaseOtJs 1o merely sllb­
dt» an tnemy. Dead men tell no lalts, and in 
matly sllultions havinc alive el'ltm~· pliso11er 
isablg,._ ~ 

lls1n.oo thai you~ilir>quefllly fall 
bic:k' on ~enaln &1andard C<IQ'lbat ~e:MiqlieS, 
but \\ten. yolfrt thinking out your gentJII 
sttateg!es rot diftttiN posstole com~slhr-4· 
tion•. keep llle ""'""•' and u .. ~.o <>p­
tlons In lfltnd. 



V: SPELLCRAfT 
This S«Hon examines and provides mf'C'Mnlcs for magic aftd p.1ranormaJ 

powm In fAnMsy world5Jikt Ysgartlt Thrsysrrm Is V<rY dti411Cd wl•h • nwmt><r of 
slgnlfk~~~nt tub-syJttms, bul tht basJt 'ontepts art simple 11nd foJ low Sogtc~ l ptlerns 
found In lh• fanl•sy and ltg•nd. 

(n Ytg.trth mag;c 1\as t.he! po-ttnflat 10 be quilt powerful, dtptmdinH on the 
shu1tlon, the 5ldll a/ thtasterand IM Umitatioi'\S whh:h the gAmtmllittrchooses to .set 
in his campolgn. Th• basi< •ystem medlanics. if all1>wtd 10 run free, pul Only limited 
chocks on m~gi<OI pow•e Rather ohan Imposing arl>ltmy rules to solve l~e prublems 
endemic tn • rn•giul wodd, many of the restrlC1ions In t'hls S)'Sitm hav~ b«n placed 
in the sodal COOit?d of magic. The Si'memutershould bt 1\t.'lrt thai the d.rtumstances 
In wi\Jch m.agjc ls m.ed ~rt t"Xtmndy imporsani • .-nd thAI tht '>'Sie:m .,...iJ1 n04 funcUon 
ideally withOut tht intended social structure .and hmilitiOI'\f or )'Our 0\'\·n prartial 
ahtrnall\'t. Mortdei>Uion ~I a>pectS<>I magkin I he •p«ii\C worklbodcground 
15 prvvkltd Latu and In 1M third book. 

Tht following SKiiorls &i"• ~ bort medlanl<l foe lllljll<. a«<mponitd by a 
iftogthy opell lise. sp.d.al ...t>sySI<mS •nd the bW<:s ol the liOd<tal bKI<Itrow>d 
fMnliOnfdabo\"«. Note that whm m.ag_e'51ft rt'fmtd tom lhl$5«'1ion tta.l ol iM time 
the .. m• nlleund I'Gtric;oon .. Joo apply to priests. Tht mtthods of castll\& spells art 
pMty mu<h the..,. for" m.oges •nd prit$1$. Only the sourus <>I P""'ff •n da~L 

Tht5y<km Is lnl<n<fed to beve,..ffl .. nd an be odjusotd ln Its 1~1 of power 
and complolty to suit 1M type of campaign you want. 

5.1:THt.SOURCESO£ POWER 
On rhr most basic leve-l mAp; has its sou rtf In Mana. MaM un bt. 

lhougtu of a.s partkld of cne'h"Y which _pcrmeiltc t~ unlvcne in v• l')'lng 
lnttnthlf'S of com-rntra.Hon._ Whilf there is MAna t\'trywhtrt, II has natural 
pnlltrns of no\"' and at1ractiC\n, and under 1 11~ right condltions it G\n be 
m11nlpulaled and employed. Spirits, Including the human spirit, naturally 
t'IC('Umulnte Man.a and persons with the proper sk.lll5 C:An make use of tltat 
M~tnA to circumvent the s.uppu!Oed tules o( nMui'C'. MMo1 p.rov5d~ ~nergy 

wl'llchan bct'lpplltd loAny function if theu$t:rknows rM proJ')C'rmecMnlQ lodo50. 
but wtlilt Jt opetattS under u.s own set of rult:5, th~ phenomtnll11 makei possible often 
tnnsctnd naturr o.r normal hutnan abilil\t. 

Undff .norm.tl circumSt.lncts a Person·s .tv..-armbi CJf and l.nnale ,a.bUity to 
work wilh M•no b b.ased c>n his Talent (TA~~ n.. higher • person's TAL is. th• 1110"' 
he will iiiJlct M•n.o (1'1:!.u lhng lou higher numb<r of M•na ~nosl•nd the more h• w~l 
be able oodo,.·IU. thai Mana (asisSO<n " 'ilhmony of theskllb•ndspclts~ Theavera&e 
pason hau rtlad, .. Jy low TAL ~ps on the l-S rango. M•se mfo drm011d .. lugh 
TAL•nd NSf$.,.. $drd<d and tr.ained w;oh ohls in aund 5<> lhey wtU lend I<> havt' 
unowully ltlg!l TAL TAl. also dl'llnnines ~ pmon's miSUnct to awny forms of 
magi<. so aommoo people an often •t the m<rq> of m•sos beaus. ~dr TAL IS 
untraln«<•nd naru~lly lown £\try~ who h.ls• TA(ofone:or monhas Marw 
andun lhtomkallycast nu.g.c. ~·well al'td how long MCA.nprrforrn depends on 
how mtKh M•na he haoand IMoe"-ilb low TAl de> not m•l<ert•lly l:OOd m•g..,ohough 
I how who art mcdiocte' in TAL can ofte"ndo "''ell with s.kJilful USC' ollow·pow~r mo~gic. 
As m.tg'IC as performed M3na is ex-pended based on i he spell:. \lt •kllls USC'd and 1t returns 
a1 a raft approprlat~ ro the $pell a~ster·s sJdJis and TAL 

Tht~ n.-.rure of .spells 1s to chann.cf the energy of a certain amount o( MaM to 
acl'lltve ~sped fie mult o r e:Hect. How powerful the spell Is deptnds to a large ex1enc 
Ofi 11\e amount of m~n.a whk h it consumes. though very subtlt and U$tful effects cafi 
be •chlevrd at fairly low cost, Spdls work Ilk< a mold, lAking ohe rAW energy of M• na 
and fhlll'lg II Into 1 spedfi' fonn which is memorized by rhe mAge and Unposed on the 
Mana thraugh tht for«<>( his will, This leads to somt risk il olw m•so I• not properly 
tralntd or prtp.lrtd, or It 1w Is just careless. MAM is tnergy, And as such It <•n be 
dangeroUi and the mullS of t'\·~n a moment's a~lessnKI can be de,th. 

Whllt thf ma~ uses Mana drawn from an Internal .5QUf'(t', priests use ManA 
whl<h comes rrom an exttmal source. The exact nature ol dtule~ m1y bt optn t.o 
phl'-!'hlc&l debat•,thev fundion as powerlw sources <>I mana which can be acCessed 
th.OVs!> l;ith and ntllll. tMc!ur>dtristi< ru detmn~ olwircaJ»<iiY to hold ma~a 
Ontlw foem of~bn.o Polnts)and their;l;ills •nd sp«!al oervlm perfonned for tlworgod 
dttmnln•lhe raoul whidl they :\."':,:U'Iheir man&. In moot ocllor aspec15 prirslly 
spell COSting IS tilmll.u common <>I m.ogk. thoug)ltht type ol•pells which 



Available to a priest is defined by !he niluR ol his god. II should aiJObe noticed 
tl>lt should • priest WI iniOdisfovonnd .. m the wralholhls deity he can easily 
be stripped of IDOSI. If not al~ of his powu. 

Mona and TAL•Iso have some other spe<:ifi< functlons. TAL dtter· 
mines tosom•d•gree a porson'snoturalabllity to ornse conctntratlonsof M.lna 
and thert '"' a number of spedal skills which can refine this naturol sense, 
i l!owing a porson to control and manipulllt the Row of Man> In very sped•! 
woys. Thesf5ldllsar .. OI spoils, but they can •ugmenla magt'&<•pabiliti<S In 
some Votl}' lmportont w•Y$. lndudillg m•gi<•l prolecllon and detection. 

5.2: MAGICAL " SACIIAL SlaUS 
For boCll mages •nd priests skill$ art of par.unounl lmportln<e m working 

IOig!<. Sklllsdetmnillt how efftttive aspol! lund how much mana .spoil c .. ttr has 
to work wllh.. In fact, spoils are skills thernstlvos. though they are tre•ted rather 
diHerenlly In •later section. 

The sldlls kwnd In theN group on lhtsklll Ust oporale under the same gtntral 
oystem uOIMTskills thoug/llhef may havt vtry speaal•ppllcations. Thty•re used 
toast spoils and to aid the mogr In providing powtrfor his spells. In most cases • magr 
must havtbolha C.Sting(N3) and an Empowmngskill (N4) which work with thtspoll 
he isastlngwhen hec .. ls• spdl .. AU ollh<~Uklllsshouldbe l•orned "<ithMtniAI Skill 
Points. 

Thtrl! are additional skills provided which may also htlp with magic, but Ills 
1M Empowering and CUtin& skills which are ol paramount Importance. 

5oll: SPECAl. TECHNICAL SKil.t.S 
Therearea number of hlghlyspedallud skillsavalloblt to Pri<!stsand Mages. 

Some of them. can be found omong the grnorolskills in the 1000 mnge, buttht most 
useful are In tht2000 rangr, an area re'S<'rved mostly for skills learned only with Mental 
Sklll Points. ln most socletl<s opportunities to !tarn these Vtt'Y unusual skills wUI be 
restrined. Information on the value and fun<tlon or these skills <An be found In their 
descrlpdono. SomeadditlollallnformaUon on the use ol grnenl groups of thtsukills 
is provided hotre 

5.22: SPELL CASTING SJOLt.S 
Tht&e skills, numbered from 2131 ro 2136 are required In orderto casta spoiL 

Any serious speD casting chor~cter should know at least ont of these skills, th<>ugh if a 
character lscutlnga Charm ht need not know •nysuchskilland Is assumed to be using 
Ritwl (2122~ ~skills aR essentially techn•qoes ol formulating and t>presslng 
spdls so that they ..;u ha\ e strv<tur< and p<oduce tbe dt$ired .....Wts. U<h skill an 
only be used WJth t<rialn spoils, depending on the lhRe le~ter clAssification olrhespoU, 
and additional Sl wilh thest skills will a<fd to the character's tffe<tive Act!Ylty Points 
a set number of Spoil AC1ivity Points which function only In sp..ll casting. rssentlally 
sp..eding up h.lscasling of p•rtlculnr spells when using one of the6e skills. Thr benefits 
of Spoil CUIIng Skill$ cannot be combined. Only onemtlhod may he employed AI a 
tiu>e. Howove.; because some skills are restrk1ed ostowhit spells thoty will work with. 
II may be nf'Ct'SSal}' to know •Ad use more than one casting skiU. 

U<h oltheseskills wan Apbtudtlllvrn,based on charanoristicsolthe'Pdi 
ustu The fun<tJonoia C..sting Skill lsto•d'd thor APT valur plu>all Sloftbeskillas 
th<Skfll R1Un;g used whencastlngaspoll with thatskill. This Skill Rating can be further 
modified by ftiltlllng odditlonal lev<ls of a spell, and also for the dil/lculty of •• 
attempted as11ng. 

5.23: EMI'OWEiliNG SJOLLS 
NocbUicttribsoluttly needs tohavtontoftheseskills. but theyun be ''WY 

helpful. Thty.,. numbered from 2141 10 2147 They aC110 modify the Mana 
Point C06t ofspoUs with which thty are used down to no lowtr than mol the 
original cost. With th• <Xact reduction based on the number of :Sl which the 
cnaracter has. U a character know& no Empowering Skills helsassumed robe 
uslnj! Rlsollmlu {2134} with no SL Empowttlng ~kills will only work with 
I>U1Ku!Arspe1S.,dependlngon the t.hRt lttttrduslfication of tht spoiL Unlike 
Sp<U Casdn~ Slcills, the efft<1s of Empowmng Skills can olt<n bot combined, if 
aU thetondili0n$ofthot skills Involved are md •nd the spoil castte has levtls in 
the skills he plans to uso. For onmple, U a magr had hair from a poiSOn and 
mad• an Image of hlm. he could employ both the skills Rtlntit~ (2133) and 
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Sympolhy (ll32) with oombm«l elfKriv<nCSS. thouallsHII Umlltd to a tolAJ 
r<clu<tJon of no more than~ of the Mana l'b1nt """''· 

5.34; ANIMAL AFFINITIES 
T~sldllureof somewhat limited uS<tuln..s, sptdfi<ally designed 

for the8cistmasterorShaman typecharicterwho Is lntlmJttly ln\'Oived with 
animals as pan of h.ls magi~ The affinities operatt In a number of spells to 
lncrtastefrKtiveness.ortoaUow thrm to work at all. In addition.. Sl wHh an 
lffinHy will add to Sl of Rclatire, Coutagio11 or SynrPQtlly, •ssuming tbe 

char~cter hu somr levels of one of tho.se skills and lhe( err bfil'g used on an .affil'lity 
anl,..l. Tht <hanctorcan apply up to 1\is total lov•lso an affinity In tMs way so long 
asth< SLaddod do not exceod his original Slof thoslcill hoiJ applying thtm to. Thus, 
toapplySSLof anlffinityto CattogiJ>t the<h•ract<r must hove 5 SL ofCatl•si!Jitlostarl 
with. 

5.15: AJICAI>'E l.k'ICUAGI SKIUS 
Thtruro a number of spt<W Llngu,ag<S used prlmanly by mag<S and pti<St$. 

Thtst Include se<m LtnguJges d ... -.IOp<d for hidden COII\..,..tlon as ,. .• u as 01\dent 
andardl.tl<languagesand til< W.guagesof <>tra·pl.tnAI bdngslnvol'-.d 111 somo forms 
of magic. TlMsi Wiguages ... leimei:l just lib normal unguages. havt writt<n forms 
whfto< lndl<altd ancf an br found nvmb<red In tM-1000 ratlg. Somureof great •olue 
In muln ldndsof magic. 

$.3: SPELLS lc POWERS 
The primary mothodofo.singMan• iS through thecastlngofsprlls. Spoils are 

es&ontlally fOrmul.le which take the raw Mana •nd apply Its powtr 10 •ptdfic tasks. 
What sprlls can do Is not limited by the l!'Xprcted lawo of nature, but by an rntlrely 
differents)~ttm of m>gical law. 

In Apprndix E you will linda detailed llstlng ofsprlls. Theyaregivrn • Yllrlety 
of •ttributes os well liSa genoral d.Scriptlon. The rest of thlut<tlon of the text will gi-ve 
b.ulc detoll of what some of those attributes moan and In the next srcllon sptdflc 
mochanla will br provided for toe casting of SJ*IIs. 

Rtmtmber that thls Is • romblned list of both m•glcal spoils and prirstly 
po""-ers,so thedi&tlnction oiJuslwhoa.gi\'ensr.UI.savallllble loc1n bt vtry JmpOr14nL 
Thm orettn baolc charocl•ristics of each spel . In the following S«tlon Activity Point 
C06t (AP cost) and Fatlguoii:Jinl Cost (fP Coolt) have be<n com"'blned boca use of thtlr 
d.,.. reJ•donshlp. 

5.31: SPELL COST (CST) 
This Is the MrntaiSJdlll'bint CC!'I of the spoil. This COSI must br paid for .. cb 

Skill ~'d with the sP<II. Cost can br reduad by Skill Bendlts )liSt as with any othtt 
slciiL but it annot br lowuod b<low half tho original ca;L Additjono] Slall L<"·ols with 
the spoil I-his off«th~ Sl:iU Ratingwitho spoil. wilh .. ch SladdlngS to th .. p<U 
castor's grnt'r&l SR with that specific spoil. to """"' doSJft th<so •dditlons are 
rountorocltd when the mag. <a51S a sp<U au high<r level ol powrror Casting Levolto 
mako It mort <ffr<tlvt. 

!.32: MANA POINT COST IMP) 
The Mana fbhU CostofaspeiJ istheamounto!Mana whlch that.spe.llc;onsumrs 

to produc:t 1 dtSired effect. When a char-acter casts a spell ht- subtrictS t~.f Man.a .Point 
Cost from his total Manal'blnts. lihedoos not have enough MP to pay the cost the spoil 
doett not work and iS considered to have been fumbltd. MMA Point Cnst c:an be 
adjustod wllh Empowrrlng Sldlls as mentioned In the previous section. Tho power of 
mOil spells Ctln bf increased by increasing the Ma.ru'l Point Cos,1. When a chAracter 
sprnds the M•no Point Cost of the spell a st<Ond tim• helo consldored to br adding an 
additional Casting Lev•l to thupell. This CLean be rtOt<ted IS An ln<rrasoof any of 
the chsroct•riJtlc:s of the sp<U, specificolly RAN, OUR or DAM. or II <an offect tho 
Roslston<t Roll (RES) of thetarg<tby loworlngll by 5~ prrCL The Clean olsobr used 
10 lncreue the numbrr of targets the spell rlfoc~ with ••<h CL oddlng tOO\t of tho 
origln•l numberofpropledf<ctrd. n.. rate at which thes< chan<trrlstlc:s incnas< is 
not<d lntheappropriii<S«1lon<below. lnausiJIS theCLredu<rstheSR by5 prrCL 
including th<"flrsL 



5.33: ACDVITY k FATIGUE POINT COSTS (AP &! fP) 
Castlr~gspells takes ti:me and is. tiring. so in addition to tle-Mana Paint 

Cost!cl'\aractumusl pay a Fatigvt Point Co5t. Thef'Pcosl lsdettrmJned from 
the time it tiJa!$.tocast t.ht-spdJ as represented l.n the ACUvlly ftll!ncost of that 
speU. The AP(ostindicatt:s how .D'Illtty AP thec.h2tr4cter muslex~nd inot'dtr 
toc:omplete thll spell. He can ~pend tht':rn a:ssJowlyas hew-a.nu, but he mu$1 
e<pond allolti<APrequir<dby thup<ll for It to work. If he brt.tl:s off • spoil 
wftbout rompleting it the $pcU will not work, but-he must still ~Y the Man·a 
J~:>lnt Coot andFP<oot foril Sp<ll Arlivity Foinlt. (Sidll AP) ar .. dded into his 
ba..o;;e APwhendetermining ·how1ong lt takes to cast a spell. So,. if a s~lf had 
an APoostofHOOandadiaracterhaa 100 Al'inclodlngSkill A Pit would take 
hlnnOComb.ltRounds to cast. sin« heo;anspond hiS lVII hPtveryCR. FP rost 
Is based c!lrmlyon AP<csL The FPcost Is equAl to the AP Cost/ 50. Every lim• 
50 AP .,. spont on• FP Is also s~t, ""en If 1M sp<ndlng of those AP is 
stmthed out"'.., an extended prnod. WJ,en thup<lfhas bten completed tnt.. 
should total up to the full FP cost of tho spoil. Some sp<lls can be suspended 
over nlAAt and continued the next day. For this co~ done thto s~ll must have 
o da!.$llkaHonW!thone ol the letters EFGIKNINOPQRS as its micdleletterand 
one of lht lr:tters COE as Its finaJ leUet Such spe-Lls tan be di5CO.ntinut'd and 
then resurn~ later with the AP cost and FP cost bring paid is t:liCpt:ndrd And tht Mana 
1\:lint Cost~paid J1 t~~nd of the casting. Thr tArget of the!-pell must be available 
lor all phases of the <asling. FP cost is not ll&ted In the spell des<ripfions be<aUS< It 
cha-ngtS depending on how a spell is cut and how many AP .D.ff" used in a particu.lar 
casdng. 

5.34: RESJST.~NCJ. l!OUS (R£5) 
Tl\15 imJI"tes a c.h.inctuislic on which the target of the spell gets- to make a 

-~tstance RoiL This l:s a pe~tilt die roll (101 00) ana if gt:neraHv has to be within 
t.Jvt,: rima lh<dwitcterlst.ic for that character to a\·oid 1M dftl'cts of t~e s~H. though 
thlscan bt modfitd by sp<nding AP as noted later. Spells whl<h t•v• MIS hstt<las their 
RESaremi.ssi!espel15wh~a toll to hit using-~ targetangskiU a.nd<lppropdiltedefens.ive 
.5JdJJsof the tirget.serves in plactoofa Saving Throw. Note that addK2 CL with 3SpelJ 
an redu~theResis1MCt Roll by S--per CL "Not a ll spells have 1 Resistance RQfl~ And 
i£ they do not IMn their ef(edS are automatic if the <o.ndillons cl the spell a.n mtl. 

5.35, RA!IICE (RAN) 
The ruge lslh~ distan<e within whkh the spell is e-ffed'vr. Jn most cases this 

Is Jineu distan:e within which the spell wUJ ertect a chosen target. In .some cases it 
indiatesa ra,dbswlthJn wtu<h appropriAtetarge1Scra11 utrst. ts;.re eff~tlve-. forsomr 
spe:llst~Jetttt'R' aitertht> RAN indicates lhatthespell has a radiusdfe<t. As a general 
rul<, it tho last lell<roftho Classlflcallon ol th• spellls 'II' thon tho RAN lsa radlus. All 
RAN values art in metm. exetpt for'S', whkh fndicotteslh-'llht~ll effects only the 
casttr,. ·r whic.i means that the caster must touch hJs target and 'X' which shows thai 
the ra.ngeofthespell is unlimitll!d. lf the Cl of asptU is Increased each Cl..c:a:nlncrease 
tho rangebyontlncremenL The incmnonts Qf range artTf S, 1,5, tO, 50, tOO, 500, tK 
(1000). !:tK, JOK.50K. 1 OOK. X. Thus, a spe:U wlth a RAN uf5 a.t CL 1 c;uuJd_ l;o~ thro w n a t 
CU with • RAN of 500. 

5.36' DUIIATION (DUll) AND Dtt.AY (DEL) 
Duration lnd Delay iJ"e<fblractenstics {ndlcatlng how long theeffectsof a: spl!ll 

Ja~ and how long a dflAy there is before the Spell takes effeu aJtet the casling it 
oompieted. Tbestffgu~an~edinsta.ndard timeunltsofCombat Rounds(CR); 
Minutes(Mi),llouiS (Ho), Days (Da), Weeks (We), Months (Mo)[Not• thot this Is aU 
dav lunar month), Seasons (5•), Yws (Ye), Decades (De) and C<nturies (C•J. In 
,_dditiont. some spells may have du.rations of '1' when they take effrc-t lnstanltmeou~ly 
on compJetion of the !.-pr.ll or 'X' when thEir effects are pt~nent or a change in the 
nature of tho tatge.L DEL works simply. One .. spell t..completed th• OU pen ad musl 
passbclortiJiy<lfectsol tll<spollbtgins. SOmtsp<lls wiiiJiavebo\ha DELand a OUR 
U.ted. All ofthteff«tsola spell will last for th• full OUI\afterwlllch time the spell ""II 
cea5e to exist. When the Clof a spell ls increas~ It can bt used to e:xte:nd I he OUR of 
a spell. When this is done Increase is ln<Nme:ntal as with RAN. The sequence of 
ln<mnmts Is< tiCR, IML IOMJ, tHo, UHo, tO•, tW•, 2\Nt, tl'l.o, tSe, lYf, tOe, tCe. 



X. Thus, if a spell had a OURoflMiatCL.l and were cast at CLSitrould have 
oDURoi !Oa. 

5.~7: DAMAG£ (DAM) 
Many spells do damage of one -sort or anothet. The num'ber glvc.on 

under DAM is tl\e nwdmum dama~of thai spell if il hitu 14rget. D<lmag• is 
broken down insevtTal ways and most damage values will be: followed by two 
leuers. The first ltlter indicates the type .of damage and I he second indi~tes the 
locus of that dama~. Typos of damajl<'"are: Burn (II), Club (C), Edge (E), Point 

(P), Resistance (R) [Hit·l'olnt Uke dama~ whiCh must be overoom• to broalC a barrierL 
Impact (I) [Damage which works primarily 'gainst structures), Defensive (D) (A 
ttdu~onofdama~donc to tb.uubj<!ct of the spell] and HeaJing(H). The second leHer 
will be eithf'l' ~o" for Overall damage or •t: for toea ted damage, ddermJning whe-ther 
the dam.1ge effects the laigetin a sp«ifi< area or ls subtracted from hlsover.111 fund of 
Hit f\ljnls. Whe-n any of tnese ls done to a target a roll is made to set: rhe exa~l amount 
ot damage. Two dictoare rolltd and un.llk'e In normal comba~ with magical damage the 
hlgheroltM two dice is mullipli«i by te-n and used as a ~rcrnt:age o( the maxfmum 
dmAge to d~term.ine che .actual damage-do.ne. There are no criUcal.s with magicaJ 
c:Llm.age. The only e;x,e-pllon to this is Defen$lv~ damag-e. which ts not roUed., but is a 
st:raJghtreduction off of i\lnyda.mage-of the type in qutStiOf\ wh.lch ls.done to th.e target 
of the spell. Note thalln&emecaSts morespedfkspec:ialized~.Y of damage are noted 
under DAM. These are treated ~actly as suggest~ in the s description. If the Cl 
of~ s:pell lsincrtased one .effect ofthi\tcan be to incre-ase tile amage. Oarnage Increases 
Jt a wnstant rate, with ea.ch Ct. worth the orlgjnal basic d1mn_ge for tM spttn. Thus, if 
a spell did 6 damage •t CL I it would do 30 at Cl s, 

5.38: CLASSIDCATION (CLS) 
Each spell has a th.rff Jette-r dasslfic:atlon. This amounts co a very genera.! 

description of the natur< •nd lunctlon of I he spell lfyou know what each oi lhe Iefler< 
means. H isn'l necessary to know the exnct signifi(:an~e of each or fhe letters., but they 
are useful in de1ennini.ng how spells ~laft to ea(h other and spell contribution (similar 
to sJdJJ contribution} wbk h is e:xplained in a later section. The first Jetter of the 
t lassificMion l$ the M«!dlom, Lhe Qt41erfa1s with whj<:h the spell wor-ks. They are Spirit 
(A), Mental (B), flesh (C), Matter (0), Uquid (E), G•s(F), Radiant En•rgy (G) ond Non· 
Radja.nt Energy (H). The sec-ond leuer of the-dassiflcalion is the effect esstnliqlly 
d<finlngwh.,t th< spell does. They •re Communi<ation (II), D<tertlon (B), Analysis(C), 
location (0), Intensification (E), Protection (F), Repulsion (G), AltractiQ11 (H), Subdual 
(1), CommAnd al, Tr•nsport (K), Summon (l), Creation (M}, Binding (N), Assimilation 
(0), Alteration (1'), Healing (Q), Restoration (R)and Oestrvdion (S). The thtid letter of 
the classlflc.ttlon represents the targeting of the spelL lndlcatlng who or what ana is 
tffect<d. Th<>t an: Enti,..; Area (A), Spedflc Target (B), Target In Area (C), Substanc~ 
(0), Self (E), formation (f) and Mlssil< (G~ These single word defin.itions .are not a 
comprehensive exptanaUon of the meanjng of each lett~r bul they Gn serve as a 
g_uideline. For an example of how I his works,. look at a speHiike Ota_th RAy which Is 
clAssified ASC, whkh would beSplrit .. J)estruction·Missil!. In thJs e'X'Amp1e tJ)e connec· 
tion is fairly dear. though in others broader Jnttrprelatlon may nerd to be applfed. 

5.3!1: GROUP (GRP) 
The Grouping of a spell Is to some degree • cbaracteristicddined by the sodety. 

l isted under thls heading are those magic ustng groups or specializations. Tke 
mcanin!IS of thes< groups i5 prelly <lear trom the types of speUs whi<h they lb~ve, l>ut 
the importance of tfiesoe sp«iaUzationsb«omescl~r Jateron in therestrictlon·son spell 
avalJability. EssenliaUy spell asting charactmi arc limited to those sptlls.i\vallable 
from theirteache~ a guild ora temple and these groupings art uS<d to de'tine what they 
would have acc~s to. Some speHs -are available to more than one group and some are 
more restrictive. There a.re- af50 a fair numbtr or spdls which might be available _to 
groups other than those listed. The grouplngsare AEromance~ M.i:hemlst, ASsassin, 
BArd, BEAstmnstet; COnjuror, DArkmage-~ Olvinf", ENchanlet CEomatK'er, HErbalist, 
HYdromancer,_ lJghtmag.e, MY&tlc, NEcromance~ PHysidan, PRiest, PYromanc.er. 
RUniSI, SHaman, SOrcel't'l; WArrlo~ \\~z.atd and STand•td (spells availoble to ev•ry­
one). Othe-r speciaJizations are also possible and It is easy to derive you.r own spell 
~uplngs olong these sarne llnes. 



M: MECHANICS OF MAGIC 
TM actual casting of sptlls dllm$ 11111~ ~rw«n the various maldcal aJid 

J>ri~tly cllsdpUn-s. It Is ~ arou11d the use of Casting AJ~d Empowering 5\:JIIs and 
theabiUtyofthecharacte-rwithsptelftcspellswhJch are teamed pretty much llkesldlls. 
But, as mlght be expteted. these maj!lcalsldlls are handled somewhat differently from 
more mundalle sldlls. as explained tn the following sectloJis. 

Ul: LEARNING Sl'ELLS 
Spells are learned much Ilk• any othu sklll, with time and Mental Skill l'blnts 

spmt to learn them. For Information on so.mt basic restrictions on the availability of 
high· power spells«< the skill MagiCDI Rtstllrch (1311 ). The time to learn a spoil un ~ 
foUnd Ulldtdlte skill Mt:m~>ri:Alillrr (211 f ) whJch5kiU will also speed up spell learning. 

Multiple SkiU Lev~ls ol spells c:an ~ lumed. The effect of multfple Slls that 
they Dt.lb tht cltandtt more ~lve with those spolls which Itt caslS. Each Sladds 
5 totht Skill Ratingoftht dlltracttr with that spoll..ovtra.nd above his Aptitude and 
Illy ~efits for his ltvds of tht spoU casting 5kiU 1te Is using. Remtrnbtt that If a 
dlltracttr has &ft sldll ~efits thty c:an ~applied to spells just as they would~ to any 
othorsk!IL 

S.Q: SPELL CONtRIBtmON 
Spells havecontrlbution lustllkeothtrskllls, but since they are nat grou~ like 

othtrsldlfs it works somewhat dllf~rently. Spells contribute to each othtr If thellrst rwo 
lettm of thtlr thret letter classification match. To be able to use contnbutiv• points to 
1 iptll you musthav•atltast one Sid II Level of thatspell bought with real Menral Skill 
~lnts. Thus, If a character had 5 Sl of EnrtlrqtiJlkt (D)A) he would have 5 contnbu tlv< 
points whlch he could use on Dusl Slorm (OJ A) and any oth<r spells beginning with the 
Jell•<$ D), but Itt would h.av• to buy at lust on• r .. l Sid II Levtl of <a<h spell he wantod 
to apply those poln!S to. 

UJ: l'REPARlNG TO CAST THI SPELL 
When you've learned a spell you can do most of th•tecltnical work of casting 

~spell in advance. Your chance of success with a spell is based on your Skill Rating 
with your astlng sldll your numbtr of Skill Levels of the spoil and the Casting l<Vtl 
-or adjusted pow-a"-of tltespoll Of th<wonly thr Caslin~ l.e\'el v-aries from instan~ 
1o lnstan~ so~ rest an be c:alculoted in advance ond wnttm down as the modifitd 
SkiURatingw1th that spell. This modified SR lsequoltoSR• {SxSI.). If youdotrrmlnt 
tht modified SR for aU your spells In advanc• spell casnng goes very quickly. 

5.«: CASTING THE SPEll 
A spell Is cast wlten all al6ts {Mana fulnts, Fatigue fuints and Activity l'bints) 

have been paid and a successfulrol•ls made on tM Spoil Casting Table using th< SR of 
thecha.racttrwith that spell, modified for any spteial factors, with a roll of tDtOOadded 
to U. The player starts with the modified SR mrntiontd above and when he dttermtnn 
the Casting Level of the spell he lowers his SR by s x Cl. This adjusted SR Is added to 
10100 on the spell casting table. Spteial lnformatlan an variable spell casting can be 
found In stction B.S. 

The Spell Castinglilble Is found ~low. lt Is vory simila.r In function to the 
Combat Table. 

IJiac:aseofCrillcal Success the RAN, DUR orDAMof the spell may~increased 
byupto 1 incmnentat thecltoiceolth~caster. A Success mult means thatth<spell has 
~stated eff«ts. A Marginal Sucass result mrans that RAN, DUR or DAM, rolled •• 
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J.U: COSTS FOR CASTING SPD.l.S 
Whm a•peU li cat It hucertajn costs in time, tx:hlu1Uon And magk:aJ otnt>.rgy. 
Tho lim< 1 spoil Illes is Its .'oaivily ~nl Cost (AP COOl~ A ch.ir~tttr muSI 

opmclthe "'!•lr.d AI' 10= a Sl)dlbef~ it willacnally ubdkd. The,.,... AP he 
opmcls the lowe his cha,c:< ot bllure. II AP ....S •r<lllau5eclbj> 1- the SR is 
I~....S b)>~. juol .. wllltAP alteration fo< other •kills. llln<tU<ed this """"'"' 
IWb (thlft limes b>S<CCOI). SR lldoublecl, el<. E.>ch adcllllonol !Mo.,.. o( 1-ot the 
coot adell ~ o( 11M: odp~al SR. This lollo<o-s 11M: SIJndorchlciU AP CllOI pollml, wllh 
• •pondJnshmllol31imeollle btiic AP"'"'- A opoUcanM<utilowly b)> the uoeolomall 
amounts iii AP in ,.quenc:. Cl\ltt an extended time period. This will only work wilh 
spolis whJ<h Mvt on• of the tellers EFG!KMNOPQRS u the tnlddlt lell<r ol their 
dassirlca!lon and CDE a.sthelaSI I<tttrollheircLusi8c.llon, aS6umlng the largtl of llle 
$ptiJ isAVi11Able throughouttMcastingperlod. The as:tingunbtdOn~ inwgrru ... nts., 
wllh the FP cost paJd ln parts and tht MP cost paid on completion. For tx.ample, the 
cMractt"l' might Sptnd 100 AP one d~ty, 200 the nl!'xl and then 60 tht not to complete 
a 360 AP <061$ptll. 

Tht (061 lor • spoil In Mana Ptlints should bo lis ltd wllh lht spoil. Whtn the 
~II cuUng IJ compltttd tM M.tna Pal.nl Cost I$ subtracted from tht character·s totaJ 
MP. Th< l<luAI Manal'\)lnl Cost nuy be adju51td dtpendlng on lht CMr;!d<r's Sl of 
his empowtringsldll. NCI• that Empowering Skills con havethufltet of lowering lh< 
MP COOl olo •poll for lha• UO« 

Noma~ m.ayiprndmorr thanhalfhls rota) MPorS Umeshil TALonasjngJr 
coOling of a •Ingle spdl. JJ matrices are bdng used, hr may use thai many MP on ony 
olthupoii•Jnvolved,so ~<hllethatlintil may apply toeochofthetlemen"or lht mom><, 
11 does not ntcm~nly opply 10 the rombinatKJn wh<n tabn tog<lht'l: 

Ahllough unda- norm•l dn:um.sl:IJK<es a chlr.~C1tr can hf'\•rr cumulatively 
•pond moro !Mn his lOili MJ: II a charact<T somehow liAs •tiJidve MP he los6 1 
••-of Hltl\>intsond Willl\>ints<a<hdayequal tO lllenuml>trol MP he IIM!ow 
Ountll he rfl:tMroles up X> his full MP. Rates of MPr.grnmolion<an M found 1n the 
section on cliar.>ct<r tttaOOJI. Generally Mana~ ... , .. 111 ratt ol TAL/2 MP por 
day. 1110111!11 <his can M~' ted "1th the skill M•u• C.tllmllf. 

l"fHtccctforal inf.ad ~PI:U:nts:{J:P«llli..)is .. IMthf>rnlaiAP n.ton 
!he spoil dwlded by SO AP Cost/~ Ihe FP <061 givtn =r.'h uch spoil II !or~ b.lsk 
AP ""' I! tnor< AI> In! u!ed in casting lhe spell thtn more FP arup<nl proportionally. 
This is pold .. ,heAP oruxpend~so<llch ltmt SOAP • ., uotd I Fl' istpont. 

J .46: VARIABLE SPELL CASTlNG 
Spoils oil h.lve .,, elrects. but the po"er and lnltnslty of tht tl/tcts can bo 

lncro....S. ThiS IS fairly simple. 1\ny efiect can be lnrrtnStd,lncludlng Rons<O (RAN), 
Ourollon (OUR), Damage(OAM). the R.sist.nct Roll (RES) •nd the number or target.s 
flfected. l~se Increases make the $prll mort expenslvt In ManA ~Inti 01nd more 
difficult 10 COSL 

To lncroasr rfltcu I he ctw.aercast• tht spell at a hightr c .. tlni Ltvtl. This 
hu th• tfftcl of roduclng his <han« of success wllh I he spell and lncroutng the MilN 
Point Ccol. /It ln<~Ustd CL the Mana J'l)lnl Cost of Hpolllstqualta lht original Mana 
Point C011 multiplied by tht Costin& LtveL c .. ttng Ltvcl redu<fS chance of ••= 
wtlha $poll by5p<rClas nOted lnst<tion8.3. Eo.<h addiHon•l C1.allows you IOlnci'Qse 
ont or the <liolro<ittlirico olthe •poll by one Increment or allo\.'S you 10 lowff llle 
R<Sis!Jnct Roil ollllo: llrgtl can bO r.duced b)> 5 (lttsisllncr Rolisar< j;tn<rally rolled 
wiiiWilx the appropnaltcha..mri.<tic~ 

Tho adcltd dlfficllllyot 1u;;J> C.Sting Level speD casting con M neally<ounrer• 



acted by learning additional Sldll Ltvols of th• sptl~ which addS per Sl to the success 
roll. Note that if a character casts • spell wlth which he hu I SL at CL I (no 
modifications) tM modifiers counteract each other ~a.cUy. 

F<>r example, a characler taSting BindeshRrp at CL Z would double the MP Cost 
from~ to tO.•nd would have to subtractS from his SI<JII Rating when casting the spell. 
but he could Increase, thedama!!'whlch Is normally 3to6 instead. If he had onlyl SL 
of BLldeslwp he would have no minus on his SldifRatlng or succe56 rolL 

ll'lettisa Umit to how h.i)th this inqusing-can go, in Addition to the ability of 
theclwac~r topayandhow lowlieiswillingtolet hisSRga. S.pedllcally. no spoil can 
have Range increased more-than the· number of increll)ents whiCh there are below its 
stal\dardvalueinthatarea. Thus,ilaspellhadarangeof3M(greaterihan S/l;and tM) 
it couJd bt it~.O'USed no mo~ tN..n two increments~ to 30M of range. Duration cannot 
be increased more than ! increment above its starting value. If a spell had a duration 
oftaMJ. it could be incroased to a OURoflHo. but nohig)ltt Range of Sand Dutation 
of l / ICR <aJUIOt be incr<ased. 

Eadt Cuting level can Increase one attribute ol a spell by one increment. 
casting Ltv~ls are additive, not multiplicative. This means that to increa;e RAN and 
OUR by 3 each would L\lo! 6 addl~onal ct.. not 9. 

In Sl)mecases it may be desir.able to inat':ase Cl witho-ut actuaiJy altering any 
speU • tmbu·tes. These Cl can be •dded dlrectJy to the potency of the spell and perfonn 
the very lmport4nt function of giving tl'tt' .speU a buffer of extra power and resistaoct' 
against counlerspe.tls and protections wtuch it truty encounter. 

It ls not norm:aJiy possible to ~duc:e the eff«tiveness of a speU intentionallft 
though Jt is possible to design a less powerful ve~on of the spell If the gamemaster 
wishes to otter this rul• il is suggested thatspetl•ffectiveness in aU arras should be 
ruluced Jn a proportion to the reCiirctlol'l of the numberofMana Poinls ~nt with a limJt 
of half the origlnhl Mana Point Cosl Thus.l!halfthe MP were spent, 1111 el(ecll;of a spell 
would be halved, 

~r roference. provided hero are a list of spell statistics and what steps they 
increase by ot how to mOdify lhtm. Note thai on severJ:l of thesest\15 the rate of in~ 
is incremental rather than multiplicative. 

~(RAN): s. T. 1, 5, t0. 50, 100,500. ll<, 5K. !OK, SOK, lOOK, X 
lllwlliwl(OVR):{.ICR, IM15Ml.IOM~ 1Ho.6Ho, 12Ho. I D~, IWe,2We.tMo, 

tSe.,lYe, SYe, lDe, SDe, lCe, X 
~(DAM): DAM x CL 
Rey.i slcnce Roll (RES): Each Ct reduces by 55ti 

100\li. 
Nymtu of Tan=ts: Each CL can intttase abe orlglrutl number of la~t5 by 

5.461: Activity Points In Spell c .. ting 
Adivlty A:rl.tlt spending can also have a very significant effect on spell casting. 

Each spoil hAs a '"'I cost in A~ but Iii« other sldJis. if you o~d more AP you can 
increase your chance of success. AP spending l.n magic works jast as it does in combat. 
Thtl!rSt time you sptnd the APCost it allows you to use your fuJi SR With that spell 
The second time increases SRby SO%, thethir<l timeincrea.es·itl>yanother 50',t and you 
cannots~nd more than 3 times AP on a sr:IJ c:as:Ung. Thus.. a tharaac:rcasdnga speiJ 
with an APcostof40and with a SRof28m1ghtwant rospend 12(1 APtohavean elfecdve! 
SR of·56. The lower yourS kill Ralin~ with • ·spell, either because you'"' not VEry good 
with it or are increasing Ci!Stlng level, the mare necessary it may be to increase the AP 
which you.spend on it. . ... 

When APareused to!Ju:reas• fht SlciilRatingwilhaspeLI, !heAP spent increase 
both basoSR forthocastingskill ANDanydiffere~ce between modifier.; fo(Sidll Level 
of thest>dland casting Level. Thus, iflheslartlng SR was 45and (Sl· Cl) • >was · I o. 
th• SR lor purposes ofinc~ would be 35. 

Ills ool \"';""ible lo spend less than the stated number of AP Cost of a 
spell. Jl is a mmimum amounl which can be adJusted upwards. bul nol 
downwards. 

Remember that·wh<ncv.r APcostlsincroased FP cost crnanges appro­
priately at a rate of 1 FP per 50 APspenl. and whenev.et Clare in creased Mana 
Point C:OEitls Increased proportionally as well 

5.461: EffKts of Ol.ttr.letions and lnturuptionJ 
If a chara.cteristffrctivt.lydistracted white casting a spe:U it may h.tve 

m effect on c:he results of tNt spell casting. Loud noises or visual distractio~ 

li:T"ttr'I.-
J ~n:r·ls.f-
! ......_.__taU."'ii 
t w.~,. : 'W:·--~~"" • 
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m.oydlstri<IISJ"'I<Uin When a •~ordlspl•ysuffldtnl IOdlslrati(JI lht 
.,....m .. r of tht gamemaster) O<curs 1he s~JJ euler may havt 10 roll • 
rulstince roll on WIL to avoid bcinglnt<rrupted. If 1hupell cosoer lsi !lacked 
or taklt ci<lmagr cr has lo movt lo avoid damogt ht mull m•kt a WIL roll lo 
ovoid belngdl51ta:ttd and lh\•oiding that dislroctlon <0515 him A Par he lakt5 
APdamaJ! .. nd those APtot.d up to morr I han 1/ IOof the APcosl oflhesprJJ 
he Is cuhng. I hal spoil is inltrrupled. 
Whtn a spell Is inoerrupled it can be oilhtr aborted or compl<ted. If a spell has 
EFCU<MNOPQRS as lhe middle letler of itsclwlflcolion II can be completed 
on~ lht dlsoracoion Is over with a rrduclion of effocllvt Skill Ra~ng w!lh lht 

s~lladjw;ltd IObetquAIIo((A.PSp<"nl I APCosl)• ToOAI SR~ lflhtCISttrdoesn'l like 
tho possibllitlti undtt lhislormula he may choose to abort lht s~ll befor< rolling lor 
succm. If• spell doesnol ,\a .. oneofthos< lttrmullsmlddltltlltrilluborted. \Vith 
onoborted Sp<"il tho cut~ must make a normal sklll roll u•lng his cosllng skiU wilh tho 
10111 MPC olthe Sp<"IIU a dlfficulry adjustmenL If he moklt I he roll tho spdllsaborted 
ond he lusl poyo tho MPC lot il and nothing happrns. If he f•ll• the roll tho spdl Is 
lllmblod. 

U7: CHARMS AND SPUL BOOKS 
ln m&nycuaspei.lsm.yabobrc:ula:ioCha:nn~ur frO(rl~pctlbool..s.. A Chum 

is u~ll cast wllhout knowledge of uy mogic casting skill, but m<morued 10 •t leasr 
one Sl by the astr< It is tho mtthod used by lots of common ~I• who u5< a spoil 
or rwo In thrtr work or otMr daily acthiries. Casting Charms ls nac.tly the Qmt as 
casting a normallp<"ll, bul lht casrers•ts none ofrh• &ontRts of m•gicol skills and his 
tlfmavo Skill Rating aft•ull modifications lor the Sl h< has of aht Charm ls half whal 
It would normally be. All theolhercosts must be paid al thtnormal ratt. Charms still 
tJCe thtdllftcull social mtri<tlons which llmil th<ir avoiliblllty, so nol Jusr 1nyonecan 
go out ond ltam •nr spdl lhev wan I as a Charm. 

Spells A.re often w.ritti.n down fttr rffOIItctlon by th05r who have ex~ure to 
mon 5pefls. thAn IJiey can memorlz.e. SpeJls can be cast from a Written tfl(t wilh some 
mtnctlons. Spells cast fromsptll books <An be us las Ch•m,. or u normal spells if the 
CA51er haSt he appropriAte s.ki!ls. Howevet regardless olskllls, lf upeU Is cost from a 
book 1h< APcostof th<Sprlllsdoubled. lfit lsca51 from• book au charm, that is with 
nellh•r prior knowltdgtof the skill oro! spell casting. the APcaslls still doubled and 
tbe cast~'• tfft<tlve SR Is Also hAJ,·ed. AO the oih<r costs must be paid In full and FP 
«><I vori .. with AP coot 

s.c.t: RESISTAI'iCE ROLLS 
Therr '"'two buic types of Resistanct Rolls. tho$< lot A<llv• Char•co•nstKs 

•nd thos< for l'uslve Charoctmsllcs. Both lyprS con be lncr<Astd by sptnding AP. but 
ahis works dofftrrntly in both cases. Bolh '"' trt•atd like • >landard $1<!11 roll to avoid 
tbe effects of the spell as~ at him. Mo~ lnfocmoaion on the grnt1AI mtthocl>of roUmg 
rtSist.ance an bt: found in sechon 3.7. 

for P.as.sh·~ ChMact~rbhC:S you get an automatic) x CNrl<1trl$tlc RtSJstance 
roll or no cas I. For lho fi"' 25 AP spent this is lncrrued by one mulliplttr and ea<h 
oddltlonal25 AP would increase the multiplkrby half on in<Tfmtnt,sothal sponding 
75 APwould give a Sx Choracterishc roiL It CAn not be lncrea$<d beyond a multipllu 
ol S. Passive clulrncleri>liG ore TAL. ZEA, SOC, CHA, APP •nd CON. 

For Actlvt Ch~r.1e1eristfcs AP must be sprnl to have a uve and 1.hue is no 
Reslstantt Roll If no AParespenl. Each multiplier !nrthechorocotristicccsts I SAP with 
• maximum limit of aS mu:tlpllt~S<>for7SAPMecould hovta Sx Characttrlslic roll. 
A<livtchsr&cterlslkure sm. DEl(. ACI, INT. WiL and )UO. 

5.49: SPELL INTERACTION 
Whtn spells are cast in the same locus, ;,t lht Nmt t.trg:tt, or on each otht~ Or 

when thtlr padis CJ'O$$ in spt'dfic w3ys. they m.ay inttrACt, c:•laing ~Jhtration to tht 
<fleets of tltlltr or both spdls invoh•ed. 

In such lnltrActlon. tho spdl which is prrsent flrst, orrh• spell with the longer 
duration Is consld<rrd to be tho l'assh·t sp<"!J ond the spell which anivtd 5tCOnd or has 
the >hort<T durillon Is ton!lderrd 10 be the AC1lve spelL USJng the mlddltlottuof th< 
closslflc.ulon oflhe twospdls the Spelllno~<lton Table lsconsuhtd tOd<ttrminewhat 
rrsults when the two spolls com•lnoo <OniA<L 

Whtthtr two spoils actually roaist and are lherelorrcopobl• ollnterra<tlng Is 



det<rmined JMS!Iy by the area ol elf«:t ol the spells, as inditated by th• tlurd 
letter of the cfauiftcatlon. Spells ~.151 on the same spedfl< :ar;l\<t always 
lntt:ra-ct. Areaeffectspe:Us a.st "-i1h i.ntersectingareaslnterad witNn the area 
of intersection. Sptlls cast onspeciAc largets within th~a.rea of·effect ot anare41 
effect s~n ln~Act a~ Aetlve .!>pell• agaiMI lhP areO'I effed spell.a.li thto P.u.s.ivl:': 
interactanl ~n-miSi$lle s~Us cast by two mages directly a t -eich other aJso 
interact. Svelli effectingdi.ft'n-enl targt!S with.iil: an arta do not lnteoact. Th~ 
ph)'$1<al dlodstreatedby spells, if those elkciSare non magi<al (suth as a w•ll of flame) 
do not1nteractwilhspel ts. fn addition to the interaclion.s gtvenoa the table. ift\oJ0$pc'lls 
with exactly tb:samt" tlu-ft Jetter c-Jasslflcation..art cast on the sune target fhey negate 
each other cor.r:pldely. This means that the dfects of prolonged di.U1Ulge-c-ausing spells 
ore not addltl\0, but n~tive. 

When spells whkh interact are of dlfferrnt levelso( pow~r. or different Co1~ting 
~tvels, the total CLolthe weakerspollaro·subtracted from the CLof the stronger spell. 
Thot portion of. both spells interacts, and whatever is left over of the stronger Spell 
carri-es throusU to the targtt as much a.s pOSSible a.nd appropriate. 

Spe:lfinteractfon requlresa certain amount of ~memaster arbitration and some 
use o( judgemmt. but it can have a very intt>Te:Sting efftd lf you play in a magic-rich 
e:nvlronmenL 

5.5: MAGlC IN THE SOCIETY 
Where: magic exists it wiiJ have a profound effect on t.hesodcty around fl. much 

In the way thattedinology tiffcts-modem society. Even if the-effect of magic: iS only A 
n.egadve N.actbn froni super.stitlon it will profoundly altc:-r thL" environment. 

In a magic using society there-will be institutions, traditions and even laws 
whichgovt,n magkand thesecanbconeo(thc. most importAnl lbnitlngand eontroiU.ng 
fa <lotS on the pow<r and srope of magi<. 

5.51: MAGE GlJILDS ANU COLLEGES 
Magtaa.£1 Js e6SenUally an academic- and commercial pursuit4 Mages are 

orgal\lzed Into specializ.ations. 1n the major pc>pulatlon ant!J"S thtSt are focu_<('d 
around professional guflds and colleges. esseptiaUyorg.anlzations to promote p<\rticu­
la r ty~· of magic. to provide a forum for information exdt.ange and to protect the 
practitioners of that particular craft. The function of these suUds and org;~niu"'tlnn.s in 
game te-rms is to p!a~ SOmt' s tructure and prn-ctkal HmHahons on who C'itn ha\'t wh.at 
Sptlls and on the generalavailabllity of magic. The norTMI guild Structurelncludes • 
process of- tra.inln& regulat.io.n and advanvtmenl, from humble apprentice to master 
over 1 numberolyears and oflen at considera&le t'xpense and labol'. In thls system the 
would~bt magtente-rs into service with a master for at least seven years and works for 
hl$tralnlng untU eventuAlly that master<ertifoes him lormemb<rlhlpln the guild. This 
typeolsystem may not be appropriate for all setting>, but a good example isgivn in the 
accompanying notes on the guJidsofthe city of Tolemei.u. 

5.52; SPELL AVAll.ABILITY 
ln. all 0: the variants of the lear.ningsystem outlined abov~ one factor remains 

constant. A trafnJng mage can only Jearn those SJX'IIS whic:h areav-.ilablt to him from 
his Master or IJ>rough • guild system. Even the most accomplished Mast<r wiH keep 
only a Limited numDtrofspe.IJson handflrin hi-s mind and .should the Jrainee war'll l.o 
learn otht<S he will have to Jearn them from a gulld library. l.lnfortunat<Ly, this costs 
money, even for mtmbtn; of -~ guild and cvt.n guUd llbrouies may ..not b1' completr in 
their field . 

Thechanreof a dlaracterlindlng a given spell ln a guild Ubrary I• ba.-.:1 on his 
Slof truogical .., .. r<h and the size ofthearea that guild serves. The formula Is (((Area 
Urban Population/10000) • SL)/(CostofSpell))x IO%, nolledon tDIOO. lfhedoesfind 
It he will have to pay a f<e to the gutld of SCM x Cost x 500 Marks to make. a <opy of it 
and tobt littnStd to use it. There is noeos-1 for learning a-s-pell from your Master: except 
for the original ~paid to entorhis:s<rvice. Naturally, glvlngcoplesof spells or t<a<hing 
them to anyone other lhan your own apprenl.ices is. strictly prohibited Tht chance or 
one's own master having a gi~nspellln his library is based on his RanK, thfSCM and 
the Cost of the spell. The formula to find if a Master ha.> • given spell Is ((Tali! I 
EXperience Slcillll:iints of Master/ 50)/(C...t t SCM)) x 50j0. The typkal Master will 
have a Rani: of between IZ and 18. 

It Is al<o possible to learn spells from other guilds whi<h lowe amiable 
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rtlArionslllp$ with th< guild to whlch you btlong. Such rxch.a~ ..,rvlco;. 
~·• ond II"Dor>lfy only available to M15~r.l. The chan« of finding a 
glv~ 5Pfllli foond thesamtway1 but thf'C061 is equ1110 SCM x Cost x 2000 
~arks. Trad~arra.ngementscan be m.-dr whh Ma51~1'$lnothtrguildsa1 1bou1 
l~ lt16<06t, bvt th.s• r.nu&tbe reQif.~~d with hl~r; s ulld. Th~ MMI common 
method of gettiagsptlis from another guild Is to hiA a joumtym•n from th.tt 
guild 10 work La your $hop port or full time. 

Ch.Jrm& have alttady been mentioned, but lht limit$ on lhe1r avail.ab1llty and 
thocastlnvolvtd shouldbedwned. Charm.ston reallyonlybeacqulredby purch...,. 
tr you art nota member of a guild the cost will I>! coll$lderably hlgh<r than the ccot ts 
fer oequlrinJ; 1 normal spell. In genera~ learning a spell with a low COlli., a Charm is 
not too dlfffculL but as tho Cost rises th< r><penso becomos much more..,. .... In 
oddltlon, Charms can only be acquired on a sort of grey market And they will not be sold 
by guilds. whkhha,•ea firm """'"-rnottoexpondthebodyoi•P"Il•l• lay hands. The 
ch.an« of AndiJ>g a porticullr s~l as a charm is equal to (Urbln A>pulttlon /200)/ 
(Coot1S rolltd on !OHIO. Thus. ~nadtyof IOO.OOOpopulotion upeU with Cost ols 
,...,..ld ha\tt 20S chanceol being•v.UUbl< .sa charm. while uptll with Cost 15 would 
ha\'tonly 1 1S chance ofbelngO\'oilal>i<. TheCilOI of a charm llgenerollyCoSI'x 1000 
Mt~ 

Ntturally. th<rt is•lsoa block...,n:.t in ~pellss!Oitn from magaolall..ms. 
Block marl:.tt spells obouA be •varlabl• priawily only 10 Klll•l•pell as10rs th<ough 
connections and th<y sllould be about half as easy to obttin as regubr •pe!ls 11 two to 
thrff tb:nes the ca&t. at &he gamemas!er's c1Jscft1ion. 

S." SPEOAL ASPECTS Of MAGIC 
The'~ .art' a numtw:r of ma_gJCill ~ltfo whi~o.h nccU 10 be pc over brh:Oy 

.and cl~rlrttd or expanded upoo. ThESe tnvoive -m.agical subsystfm$ wh1dl may have 
importlnt ,..mlflcation• or additional dtralls or aspect$ which 5hould bf t•k•n into 
consideration by the gamem.lSI.et. 

5.61: ENOiANTMINT 
'Ench.:~nters and Soeveral as&ociated mage professlol\iAre lit lr3St tosomt degre.e 

fnvolvtd In lht m~nu(acturtof magical ile-rruoandothershor1·tfrm function~ I ~ochant­
n,tn!S. Most of thtworkof thee.nctianter is done \,rj th tht JpeU CrtJ~~ft Mnlri rand.several 
a..ssodlted spr_lls.. ln creatJng a magic item or a locus of fixtd mttgl<. 

In C'l'tAiinga maQcltem you firstast Crct~J~M11trir. It must beca5t 111 Casting 
Uvtl suffidtnt to c<>ntaVI the Mana fbint cost of •II spells which you "''h to have 
function In lhll m1gic Ite-m plus what~ver resuvoir amount of man.a )QU wish to 
pr<Mdtto power those sptlls.. You th<n soltrt tht spells you ,..ish to have In th• ittm 
and - thtm into the .. ~mx. povrng the full coots for tho <polls u of c:utlng them 
nont~AIIy. lnoddllion yoe olmostOJw•yshavetocast Trlggtrin1 in&Otht INrrix .. well 
so that It Is fjJ\bd to tli< s;>olltobe tri=rod so that tho nrm ~<Ill function. The 0051 of 
Triggm•g obould be pold and the condffioll$on whlcb tht itnn will be trl811red should 
be SOL Wha ttV<r Jp.tcols ldl 0\ er an be filled with Ml' through the spell CJurit Mill rix. 
for cx.tmplt, if you wlsbed to ertal< a RingD( F14m<tolrs. ,..,., might CASt Cttllt< M•trlr 
at Cl 1 to glv. tho> H"tra .1 1(1 MP t"Aptcit)t.. to this you Would aCid 1nnt"'m.r~ which 
,.'Ould 111:< up 9 Ml' and a CL 3 Flsmdi<>H which would .. ~:o up Z4 MP. This ltaves 53 
MP .. • mcrvolr. tnough to fire l Fiameboll$ .. ch with an 18 Mawimum D•mago. 
CJ14rg< M41ril would be s:sed to fil l this rt<trvoi< Such an lt<m would lu i !or • week 
and could be rect\afb'td ~peattdJv within th~t hmt. Thr lniti•l crtation of the Item 
would C<ll;l 12+9+24+21 MP pius [h< 48 MP in the r<Mrvo!r, for a toul o! 114 MP. a 
siteable 1m0un1 (or anr llage. 

The duration o Cnwte ,hllntrix is limited. I land othtr61cldc tpell!t:.n have thl'ir 
durotlon in<rusod with rho spell p,,.,.,.., Mngi<, butt he net m ult fs it Ill limited. The 
only real \o\'~Y t OC'rutf! a pennantnt magic Item is to usr a natura1 matrix, whkh would 
I>! tho soul ofllh•lng being. Thls requirts access to th .. pells Stt•" Spirit and Bind Spiril 
and some way to actuall)' summon the beng whose soul lou art goln,g to use. Using 
these s~Jlsalso rtqulrHl \.vill Battle. Binding 50meone ssoul inlo rtmuJ se.rvitud~ 
is an evil 6C'l. evrn whrn donr to a demon or srirU. and It tin 'l$0 bt ris~. As noted 
unde:rt~U 8iJ~4 S iril the binding ttnds todegenrrate ovtrtlmt andevrntually tht 
bound t ca.n n to reHStr1 control withinthc: magtc ltm. The: ma.t desinblr 
aspect o this met ol <JKhantment is that th< spirit ~g•ntrJI<S IMRA po.ntund has 
a natural rtS<rVOirbasodon Its TAL 



Thuptllsoft!M! true Enchanter •~ muc~broadtttMn Just U..er<atlon 
of mask lt<ms. Artifi<HS- Endlontm whosp«<aU..e cnti,..ly in .-nng 
.,.glcltrm>. In general magically produced lt<ms should sell lor around 300 
MAib per point of Mana used in thtir monufl<turo, so that Ring of Flamebolt 
would cost •bo•t :U,OOO Maries and t4,000 M.,lcs per 46 MP ~harg<!. Far 
comparl!on allsting of magic ilrm> can be lound In thr Yogarth Worldboolc. 

5.62: Al<h<my 
Akhemy functions in 1 mannrr sim1lar to E.nc:hantment, but the powerS 

lnvolvtd '"' plactd inl<> Catolysts, O.VIcts 1nd Unguents and must be lrlgs....ct by 
IPPt:OPrilte w;e of I~ i tems. No triggtrl5 ntedf~fwhh an alchtm.kal c:reation as It 
Is lrlgg....ct when uS«! approprillely (consumtd, sprlnkltd, drun~n. 111bbtd on, 
tumt'!f on, ttc.~ In iddllion, thr types of spells wtuch may be put into Alch.,ical 
autlons .... strictly litr>ittd and .. ch Alch<mkol creation worlcs only once, though 
U....auliooswillsfid: oround foro Rill maoth belor.la&lng pcl'o'tt for...,mpl<, • 
Solvt of Heoling might bo <T<J~kd with the sp<!ls Htal 1\lovnd$ and Crtnlt Ungt<t!rl lor 
otolll M.lrut lllintCoslof21 and thoapoctty tO Mil upto6pointsotdoma;;t'- Alchemy 
Is • Umll<d.lneqltnslve .alternative 10 mJ En<Mnttnm~ 

S~ $1'UUT MAGIC 
Spirit magiclsoneof the most potmtloUy po'o-.rlol typesof m.tg><. Mosupint 

SVJI\InOnftS il.ttda:ssed asNecrom.~nars or~ and thtlr numbers are smill ind 
they'"' f...-..1 by tho i)p\Orant and superstitious. Ntcrom.nws d .. l with the sum· 
monlnl!otthesplril.s oftli.edud and with •II monntrol de>lh•pells. Sor«mssummon 
demaruc type Spirits •nd goln pcnver throullll b.lrgolns m•d• with them, which 
potentiAlly opens up • wid• variety or powm To them. 

The fiurt ofboth types of mAS1C' ls tM Will8attlr, \1\•h.lch can be lniti..tl:ed wilh 
1 numberofsptlls. W'tJJB.auleallowsont to dominAte or at ltast lm·mobiliua powerful 
spirit whJJe bargaining with It or using other specl,tllztd spells to c:oertt inrorn»tlon 
fiom It To make this mort' fta.slble, there Art A numbtrof protective spells Hke A••Jtn(Jc 
of Bl11dlug and Cirr.lt of Prot<<tiou whl<h onhance the oblllty of the cJSter to control 
summoned splrlts. 

Wh.en carrying oat a Will Artack orlnlllllllng a Will Sallie lht' combatants must 
spc:nd lO AP per CR to makt in ~ttack. Only ont anack ca:n be m•de eac.h ~ but 
addilionaJ AP can be spet\1 on chat attack to inc~Ase damage us.lng the standard 
progrossionol30 APmor-e to add 511\\ and asteond .!OAP toadtfanotherSO'.-..<topping 
al t.fiat poln~ a .. e Wdl Dam~ M&ximum is tht Wll ol a oomb.lW>t. Whm rolling 
domage U..lowor d~ is ta~ JUSt h~ In Mnd 10 hand comba~ multipHod by the WIL 
of tht comballllt And dMdtd by tO. 

\\Ill points rq;mtratt ala ratt of Wll p« day. II• cha.r.tctu iSckfuttd 1ft a 
Will battlt.,. hfs WP <OJ'ltinue to rrgm«r.~le 11nd ht can mu..me Will Bittle al ~y titM 
while ht ISUt mentdormagial cont.Kt with tho ptt10ft whod<featod him (forc•mple. 
lfdamln.lttdarsuclt~ Remember tNt btingbtatmtn a \\1U Bittle wW not neussonly 
for<usplrit tostickarwlld longttthan th<duntionoltht spelltMtsummoned him. 
ond mmly dmating tht Wll ola spirit doa not tnslave or bind il There.,.. other 
spells for lh<R JIUl1l06<5. 

Tht- ma1n ad"i.ntages of summoning the ap1rits of the dnd is in obtaining 
lnlorma.tion. \\'hUt- many minor N«romanctrs act u mediums t.o bnng people 
togethtr with deceased relatives, thert Is gr<at P""''•r in finding outthe<ecrets of the 
past from thtdead ond In making thed .. d serve you In bocly and spirit. Spirits can be 
used lnenchantnte~~tln plAce of spells like '""" Motrit and thty can also be employtd 
aaservHors. Of counse, the Ntcmman<tr must ehtlrr have a way to fOrce the spintto 
serv•(and the"' are several spellsJor this purpooe) or ht must be abletooflersomethtn~ 
thuplrlttnlght want. This Is difficult with ll"'dsplrt" who hav<to be summOned fron\ 
some •ppropriate paradise, but lor thr evil and dlsoonttnted spirits who are doomed 
to somethlns less desinbl< tht promise or rf<orportalization. which can be achlevtd 
with the right sp<ll5, Is usually enough to "''Orl< out somr sort of pact. Of COlliS<', 50tn< 
iplrfts~re mcm-po'\'t1erfu.l than others. and there are undtad of great powerwhoan bt 
trt:1led mu.ch like' demons. and an even IV'"' powtrs or puform unique services and 
may NW spedoJ interesls. Including feei!ing on human llesh or souls. In Ysgorth the 
Wraithlords arc the grutrst ol tht undead 5ptnl$ ond tht ~rdalac .,.. probably tht 
mo<t powerfol ol tiM! cmporeil undead. butleroer 'f>lrl15 ~ the Draus- Fylgia and 
Llmloe .aJsoha,-. pcnver to offer 10 the ambitious NecrotNn<U The namesond powers 



of tom< ol the rr.tjor WnhhJords a~ indad~ on the a«om~nytng list of 
dcmonund oplrl$. 

SOrary duls aJJllOS.t exdus:tvely with tM summonln.aclckmont.. The 
gtnml practlttb to tstlb-Ush t1 pentad~, J:QlTimOft 1 drmon Into It, tna~ • deal 
with the dtmon and in return rE"C"eive some ~ice or bt 5t[vm a powrz:. all of 
thiS within the Hnlt6 or the demon's abilitiC'S. Thtre al'llhrfe m.nln ranks of 
dtmonra. These are lmps (summonrd with Lt:Sur :,qmm011111g). C>trnons (&um· 

moned with Ptim1 SunttttOIIiug) and Dr:mon ton::ls (summon('(! with Grt:Utr Summon· 
lng). The Otmon Lords ue lht! ntost powe..rful of these and have tM mOfil to offet 
Cener~~lly Jmpa will hJivt o nly one weak ~\fer and wilt only be able to grant It to 
someone fora period of nQ mort' than a month. but the-y are easy locotur<Jl*'d compel. 
Ormons usuJUyMvea ra~ofrtllted powmand arefn tMset'\ltceofJCmc Otmon 
Lord. Tht powm thty g;ant may bsl for as long ai i year. Demon Lotd.san have • 
wldt YJrfttyol J)O\\'~rtlnd are very slrongin the areas 1h.ey ~ptdallu In, wilh virtually 
no Umh on wN.I lhry an grant or for~· long. Prier l5 «nntMR$Urollc 10 v.due 
re<dwd. Imp~ g<nft'illy ""~""" anoffningof mo .. yoroom• blood or • .,..ll•nlm.al. 
Drtnons ••UA!Iy l$k f<>r !k ..mtk<of ol.ug•ulmil or porhipl mor< d<ponding on 
lhe a.uurt of 1ht rtqUCSL Al the "'ttY lei.SI •l>e:mon Lord' wUI V.'lftll hurtun SKnfice 
And fcw rally 5frlous pOio'l'nS and sm. JCeS thtv wall drmand the aoul oltht c.uttr and 
_.bly tho ""'lo of oth«s. Those to bo ...-..f.r<d .~ • llf!IOIIit<d """of $CtVk<. 
Nothing ll>ould bt Jlvor up dluply. bul thtJo Art IOCII< em- lords who hov• 
an...W olf!n\tlto IO< pori<ulir it oms or d..d!.ond ll>ey lillY hove •p<dal•gondu of 
~ eo~ dts.lr'O)~ tolom'e thdr own plans. No demon 1$10 bt tlkf'n fjhtly. •.nd 
If NM contraUtd th!IY "AtJUid much r.iltbtr ~ •fld control tM Jui\D'Ionn- or 
som.tOnt nt~r t\im 1Nn do Sft'\.ict at 1ny pnce. Remftrlber tNt thty Uf tnckv and 
boo.nd by few ruluand thrirJ.tO;tlls•l~·ays lhed.1m..nation an:d drgr~darlo. of aO lhtv 
can rtJcl\. A llit of Dc:raon Lords is provided for ft!(trtn« wllh dwlr Will FbiniS 
included. 

TMrt 3rw tome o1ddJtlotW t:Flrits who fall em th• pl'npJwryof d~m"'nkinrf y~ 
l.l'f'SIIU quite powttful. ~ mdude the mJjorelemental$1ikt lb.C O.tf\.4 and Dtlnna. 
ThtstSplriiS(An be l.reMed like demons, but their mot1\'.ltlons may~ a bit rro~ hum/\n 
and lhty art 1'101 quilw M~U or destructive as true demon~, though lhC')I4!rtals.o not a5o 
powerful as tht grtnte:st :>t-rnon l ords.. They in: listed with IM othft demon' .and 
spirit .. 

Tht maln 1pt.ll w.td to lnltl~le a wm &ure wlth .. sptrllls Will Binding. 11 
should be noted thil thlssp_<'U doesn.ollorte!hespiril intOllnyservl«. II mcttlyusum 
l~t h will not dtpart unld d..ls..rnlssed by !he s;ummonfr a.nd 11\Jt I( 11 ~'SAn Js "ruck 
it will fuiRIIII• pan of ihoi>Argoin Wh•n powerful splrituroddnt<d In a Will B.attl< 
they do not come fully lndtr the contrOl of the- anxktr. but ~~ mmly subdued 
tempoririJy. N'ott that tN most J'O"'t'rfuJ spirit$ wdl ofttn mAkl dnls if summoned 
without bdng d<lut<d In • WW Botti• il """'sh u><<nth•e "offmd. 

S.U:HEAUNC 
HtJI:tng lnYOI'-f5 • number of spdls and tS for the mc»C" P'n liMy a~ stlf· 

eoplinoto<y. It should bt mod• dar tlw bodily cWtu!;" II dtffnt11hoJd by Ovb, 
tdgo. ftllnr•nd Bum da,..g< and thai tho proper spdl OlliS! bt used 10 l'<al<ach of 
lbeW. Tho~lltyofmagjcalhultngisexJ....,.Iylitnit<d by both rol~•poll 
as~ ... lftd comm•n:l•l Plll'Sid.ms and tills lc«ps IM ceo< Mgh. In adcltUcn lM spoU 
Rm:1Mtiot1 k frowned on by aJ most all religions a.s an unholy MruAI of datJ n y wh1ch 
~ealsW011hy50ull from I heir n!WArd .and the sel'\kC!'of their god 11nd s.va undi':H'rv• 
lng5011ls rrom rMirdueo f"nlshmc:nl nus persp«tin is not"'"~ by •ll rtJgJons, but 
It IS common tAOugl'l tl\.a F.t"surtctlon ISsem. as unclein 1n 1M populAr 1m11panon iTid 
!K)me will con1ider lht murrtekd to be mon:itt'B akin to I he undtAd. 

5.65• ILLUSION 
lllut.lon, 4S practice by ConjurOI"$, is focused on s.tVtr"l &peiiJi. Workln.g In 

combtnallon spells lib' VisuaJand Audit~ry IJiusitm canc~Ate almOSI3ny1htng 1M caster 
can imAgint. ln cambln~don with s.pells like ScJ1wry Lh:k and Sub$ta111JJ1f nTil$ion I he 
IUuilon can b«'omt at mas~ rul. In f.lC11f enchantment tnd Uluslon $prlls an eomblnt'd 
oldllfully 1nd at hlah powor ills possibl<loma!a> an autonom<>U$ illusion ~hlch could 
paM for a ltvlng 1Jilng un.esJ AnAlyzed magically. The po1tntla1 power ol UJu.sto.n ~ 
gr<ollf worketfwllh lnteUig<nUy. 

Jllo.sJon o:"ts tobf bclienbleudgamema$tersMuld bt fully aw•~ thAI therr 
il no JtC$i.itJ.nce Ro11Jp..i'Ls1 .n Wtiion in nonn.al drcuntSI.&nttS. Unh$5 ch.lnC'lPn 



have a conc:me rtaSOn not to believe Ln.somethlng-orcome ln contact with an 
illuston Jn • way wh.lch gives its nahlrt aw~y or the c:reator of the Ulus.ion i:s 
dumsy they should have no reason or c.ha.nre of seeing through th-e Ulusion. 
Now,ih beorappta1$1owalk3ft'etoffthcgroand tl><ymlghtg<la TALx3\Ti. 
·roll tosenstsomtthingsuspfdous, but otherwise let .illusions be what tht)' are 
meant to be. 

5.66: SHAMANISTIC MAGIC 
Shamansaist in a stran;gt ~ruallon. They are som~·he.re between mages and 

prie:sts. Theypra,tice magi(', ge.nerillybasedon TAL. but a.t the sametlme I hey funct ion 
much Uke priestsln theltsoclecties. Shamans can bt o;trtmtJy powtrful btq'luseof this 
m.t:<ed fundion an.d .slnct they are usually part of a tribal or rural scxie.ty they tan 
adtitve an eltvaled status. Many tribes are headed by Shaman priests. Shami".nislic 
lc:nowledge ls ~on from generation togtnaatlon from onc5haman to anoth~r .1:nd 
the s.une body of spe:Us is maintajned ana sometimes expanded on. Some Shamans 
w~ tribes stttl" down may move to utban a~as and set up practic:r as non·guilded 
heolers or dlvin...._ especially w'""" there•roluge popolations.of·settled people of 
tt'iNI batlcground and ilKestry. Alte-rnatively they may bie drawn into the larser, 
eslabUshed priesthood, though tl><y •"'ai"'J}'!i l<tpt • lillie blupart. ShAmJJI< usually 
strve·a groapofdeities ilnd they use both magical and priestlY power to cut theirspelJs, 
tl!ouglt this oft<n divides their leorning ond· power. ' 

It Is pOSSible for • ShAman to cast sfX!b drawing on his god or group of gods 
for Mana Points and using Z.EA ln. .. tead of TAL. This should be specifted i_n ad vane~ and 
only one of the two methods should be used. 

5.67: MAGICAL MANJFESTATIONS 
WNJe most magic js lnvJsibfe to the naked eye, thcort a~ some· $pel1s whk h 

produce visible side-dfe<cs a.nd most spelts product efft.eff. which all! vi~ble to those 
who have Mana Sight or otner slmilarskiU$or spellto. Most of these vi~al manifes-t-a· 
tions are jn the. form of colo~ light and forms. A simple system for det~nnining 
vlsibJUty ls explained he-re and In the accompanying charts-. 

~fore determinJng w.l)at a visual effect looJC$ Jik~ it is n!:cessary to d~tt:rmint 
tM int:eASity oftht effe-tt which dtttormines tht thancc ofsering it. This iS bnsed on t.h~ 
Medium arid Effect lettel'$ of the spell's -classification. Thrse a~ the firsl and $«0nd 
lttteiS. Thest-art.ldentifiedas Visiblt M , Panly VisJble-(P)and Mana Visiblf(M). How 
these inlrnsities rombiM betw~.n lhe two da55ificittions determ1nes the visible lnum­
silyoflhe sp<ll. Mediums AIICH have aM intensity. Mediums DEF havea P Intensity. 
Medium G has a V intensity. Effe<ls ABCDGHI)LO 1\ave M Intensity. HfeCls EKPQ 
hAve P Intensity. Eff«ts FMNRS ''""' V lnlensily. If the combination Is VV the result 
ls visible to the nakeciey .. II ills VP or PV ills faintly visibl<. If il is PP. VM or MV il 
can be .seen wUh MPno Sight at 'FAC Z 1( Jt js MP_otPM jlcAnbeseen with Mana Sight 
11 Difficulty 5. H II Is MM It an be seen with MOira Sigltl al Difficulty 7. 

The specific appearanat of til< spell depends on 111< Medium and Effect 
daS$Ulcatlons a.s well, wilh these determining the colors involved. li the colors a~ 
mixed the manifestation will appear as a swirl or a merger of the colors. Effect A Is gold. 
EffecfB Is sO,,..< ElfectsCand Care red. Efftct D lsgi«n. Eff<d Eisblue. Effect F Is 
white. EffKt B ls black or lnvisibJc. Medium A is si'lver. MecUums 8, C t~nd 0 are 
ytllow. Mediums E. P and Sa"' red. Mediums F, K. Land Mare bl•ck. Mediums G. 
H. land J ore blue. Mediums Nand 0 are gt«n. Medlums Q and R ar< gold. Rtllglon In Y'IJ••• 

How tile Sprllls tar'g!"ttd, with the tJ\ird letter or the dtssifi~;ation determines Fo1 !"!-~ex& ll'ld !Ills~ 1. 

what the visual tffed looks rike. Jl th~ Ta~t is A orE i1 appe31S as a nimbus AI'OUnd ler,qthy lim o1 deities ll'om Ysgarth w bt 
!he c.lilet IIIIIs 8 it appears •• a nimbus jOining the aster and hls target. If I tis C II lcundlnAppondb<Q ThiJ iiCI'llfl>llow!IN 
appears as Unesof for« or a n_lmbuson 1hco t.argc-t at thto: timt of-tasting, but then fadtS.. pat1em s&tb)'thHhurthetotlfllgreatcittol 
lfltf!.DitapparsasanimbusonthecasterduringcaStiflgandthenasanimbus r--::::=~-, :=-~~:g=~c~ 
on th~ target. Jf it is Fit a;ppear.s as a nimbus on the target ln the .shape which a many flih n ..... thd ot:n• 
is being formed, If it isG U appears as a sphereorsma11 R)ow in the bands of 1ra1 t«<''ffltt apd tlfl!llnlstrUMt 
the-caster or on the part of h.is body from which the missile ls being large ted. slruttures. Tol~l!n religion 

Fot an example of how thls works, the spell Clrde of 8Jatfcs (OMF) practices a ~lex.&ys!em of 
would appear ~sa barrlu of green and black.Unes asH was being cast, but it r~nklnct and rlvatJitt ~est<~ 
wau. . Jd only bbe f.tint~ visible. Ul~r! (IIK~would be visible to M.tmo Sittflt at a.rcuftd the position Vrt'licb =-·' of · "'· ttm~• hold Ofl Gods: SttHl. a • Dlu~"'ly 5 tn w041ld look lkt 1 niJn us ol black and gold arouna the long. ""'''i ,..6 in lh• "'O'f 
ca.stn beatloftht~ltf. Thtirq>ol'\ali;ceofa'R!ll¢; 

Thls.system can allow a person with M.a_na Sight in a magk.il duel to have .somt relata d:tktfy t~lls ~net troml:ht ~ o1 
Idea wha• is btfng cas1 on him so lh.al he can make preparations. IN ~aEt 



S.?: HOLY POWIRS 
The sam• b.ulc •ystom •pplies ro pr!eslly spoil asuog which hii already bttn 

oatlin<CI foffland•rd TAL-based mag;c, but thor<! are some•lsniflcontdilf<nmas ond 
varilllonland tome lmpOrta.nt bae:kgi'ound which netd tobcnplalnfd 1.nd illustrated. 

5.71: CASTING P!UIS'I'LY SPELLS 
Th•u.m•tptll& anddtill5are ost'dhyrrl...,f1'1"'"reu~ bymJg:u,thouah th.e 

avalloblllty may v.uy and th<re are som•spollo, tho&e IISI<d In tho group 1'1\, which are 
unique to priestly •poU users. 

PrlaUyspcll.s &recast with M;ana Points, but thette p:>lnts orfgin.ate from a god 
rathtr thin from tht lnnatt pov.•t-r nf th! castet A priest's IC\·tl of god4 5upplled powt:t 
Is based on his Z...l. MP from Zeal function in pretty much the .. mt w1y u all othu 
MP -· onct ~~·~ $~'nl tM muJts are almost indlstingubhablt, tx(tpl to th~ most 
skill<d UStrol M•11• Sight and M~>g~ca!R...,.rclt. Pri<Slly MPdo not regtn<rate on tholr 
own. They aroonly regenerated through the use of thHkill /'rd)l't rath<r than ovtt• 
flat pttlodoltlm<. 

51- prlesfs powu comes from his god. not I•" from hlmselL z .. t is 
essmtillly 1sutij<dl•~ clv.racmlsri< based on tho whim o('ho god._ The J>!>W<1' • god 
gruus can bo ,.~ 1w1y If lh< priest fall$ fn1m gn« wi1h h.S IIOd. lhOOgll ho do<s not 
loR •nyol his skills or knowled'gesho•dd thish.lppen. Prl-clohl•·•-.uddiho,..l 
skill$ to work wnll. such as Proyir ond DnVI< Aid, but whll< •his Nkos thrir ,..,. • bit 
"""" <d IKll tiona II y challonging il alsog;,.-.slh<m somt fk,cd>iluy ROC lhi red by mages. 

WMri • pri6t<a51S I spoil ht US<Sih< s.unt slalls •1 Ng< iJ>d hi6 I INIJtl< 
(ndQ dcttrmintd the same way witbln \\'h.ich he must toll to J:U<cftd. Ht mu;sl tikr 
timund payllltht~pproprlattcosts. When a pnt$tlumbleslsp<ll hel .. ubj«t 1oth< 
s.amt fumblt•nd lnteuction tff«tSasa mage~ (or once thf Mln•Jtavcs him Ui.n effea, 
lis ultimate JOUI'('t tsoUittle rdevanct. You m.1y wish to alttc the problbUJty of priestJy 
fumblt$, since the gods m.Jght not~ so areln5 as 10 alfow ttl«ir Hrvllons such a 
m!it1b, but then tven the gods must bow to random filtt, 

,,?:l: MlERARCI:IY AND TRAINING 
While prlo&ti do not belong toguildsorcolleg<s orS<rvf approntl<tShlps, !heir 

SyStem of fducatlon and advancement can be set in il generally pu.tllcl form, though 
tMre will bt htular and s tructur-aJ va-riatjoll$ from church 10 churth. 

People gt>nerally t'ntu the priesthood '" the same age th.at they would bf­
lpprtntktd u mages and thry usuaJJv havr to J».Y a fH to ~nter the prl~thood. in 
murn forwhkhtht.irnHdsarepf'O\idtdforand theyarf'tducat~ ThtybtaJ.nlt tbr 
rank of Novi« • nd th<n progress through l"'•els ol' inltli tiol\ As an MOl yt< t firy begjn 
to loam the ...,..,. of the llltb And when they achlrvt • high <nough d•lll'f" of 
lalowl<d.s< th<Yartmadelull·ll<dg<d Prles!Sorlnilt.t<S. Abovrthot !~lsonly the 
<titus of Hlgh·Pri<Sl. or on uppor priestly hittarcbf wttlin which .odvln«m<nl Is 
NSfd Oft t<l\ln.--.me.nl .. nd skill Novicft ~ 1~ tquJVal~hl of ApprtntKttt. Acol)1rs 
.,. tho tqulv•ltnt of Joumrymtn ond Pri<st5 .,.. tho tquiVIImt ol Masters foe 
comparison ""h lh< gttilclsySI<m. _The qualifkations to. adv•ndng In thluyst<m lrt 
limn., to'"'* of tho gulldS)'5t<m lhougl> no orljljn.tl magialt.snt<:h Is r<qulred.thlS 
nHd bting l'q)laced by an obligation 10 do admintStrat~w 5CT'·i« or uR over 1n 
outlying parish wh<n one be<om<s a junior PrltSL 

1M Nln distinction b<-tw .. n lhl'prlestlyhl•ran:hf•nd tho guild O)'SI<m,. that 
tho church Is 1 singl< body with ovoryone being 1 part o I! at dltftrent rank> •nd in 
difftrtft t fvnct lonJ. Thttf" are even pritSts who h"a vt no m11 g c.111ki Ill 1 t 1ll but ac Meve: 
the samtSIAtus for thtir admjft.btrative skills.. Thii means ilat tl'lr role of mont'y is dr· 
• mph4ol:t.td In th< ptie5thood bec.luso everyone is workingtog<ther rlthor lhin bolng 
an tndfvtdual oper11tor. 

T~mpl~• do k,.,.r llbr;~~rfer. of !OOpl"lis. but access to the&t Is not restricted bv 
monC)' but by lhe favor of tht! upptr-echelons of the priKlhood and the 1\Hd wl\lch 
supe:riOrlstt for one to h11vr•spell Prit-stsdonot pay fogetfo~lls unltss they grtthtm 
from outolde of th<lr own churth. lnst .. d they have to wheedle th<m out of the 
administration .. 

A.i v.•lt h mages the &ltua tion for rural priests is somt~~o• h11 dJ f! ertn t from t hi I of 
their bu"'•ucrltlutl urban brethml. Training In • sm•ll, loult<mplt I• usually for 
mort Inform•!· Local prieSIS t.>k• a ooupl• of •colyt.s and tr•ln !hom In the baslcs, 
t'Vft\tually sending than an for further training ln 1 rn~jor religious tf'ntrr or if it is,. 
loc.tllt.edcult trlinlngthomiSihelrO'•'tlrq>l•ctmtnts. Thct.•,.,•isotrlv<illngpr!esl$ 
w)W) oprntt fn,. ~Mtln nvnntr:. 



Despite this g<neral system thtrt are wild vat!JIIons &om chun:hto church or 
ornn within a faith. bo<ausc faith blftd$ variance and diversity. The n.1me$Of the ranks 
m1y be hlgltly variable and all soru of llnng• systems may <><1st In local chun:hes or 
small and specialized cults. Thtr .. r.,Jso thot;e "<:ret f•lthS and cults "·hich ha.ve vtry 
str•ng< pro<ticos and belle[$. 

5.73: SPELL AVAILABILITY 
The g<nrral principles of spell availability for priests are outUned in the 

previous section. The spells available in thtllbrory of a gtven chur<h or from a give.n 
mag<.,. limited based on the nat ore andor!entallon of thatlaith. On the accompanying 
Y5~rth god list are Usted abbrevi.ltlono o( mage group!n~ which can provide 1 
gutddlne for the type of spells whlch would be avalloolr for a given fajth. In most c:ases 
rwo Ulls ~ p!OYlded 10 give a more divers< selection. Spell availobilltyis limited by 
exoc1Jy the same formulae as apply to 11\Jg<s In olmilor circumstmoes. Spells an be 
ol>tolned &om Diller churches within the gme p.tlltheon Cor the some price that map 
would poy Cor spdls from onother guild thin their own. 
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VI: TIM£. MOVEMENT ft M£ASVR£M£NT 

areas. 

While these elements are part of the game world, they're .tlso part of the 
mecllanics. And Ysguth ~slightly different measurements than our more 
familJM world does. 

6.1: Units of TIDie 
For game pul"p()Rsseveral standard units of time are employed. These 

include the six-second Combat Round .tnd standard larger divisions of Ten 
Minutes, One Hour, Twelve Hours, One D~y. One Week. etc. These divisions 
are particularly important In spell casting, but aL<o come Into play In other 

6.l: Game Time vs. Real Time 
We recommend that you run }'OUT campaign ,.;th vme time progressing 

somewhat faster than time in the real world. This generally helps j!jve the characters 
time to do something between playingsesslonsand-havea private lift with family and 
a profession. A ratioof3gamedays toeveryreal dayworlcS prettywdL though ifvou 
want to run a campaign where characters grow old and theirchlldren or grandchildren 
eventually get to be played you might want to move your ratio as high as 7 to 1. 

6.3: Unlt.s o( Measurement 
Distances in Ysgarth are generally measured in Spans, Paces and Stades. One 

Stade is equal to 1000 Paces. A Pace Is the norma l stride of' man, or about6 Spans. A 
Span can be considered the equiva lent or 6inc:hes, a Pace equal to a yard or a meter and 
a Stade about the same as a ldlometer. 



Vll: £XP£ni£NC£ AND ADVANCEMENT 
As dan<tm go th:ougllllfe tll<y goln experfen~ This experien~ can be 

1pplied In a number of w•ys which rfftct somt of the k<Ondary <horActeristtco, 
lndudlng <he all importanl Mental, SOd•! and Physical Sldll Poln!S. 

7.1: ADVENTURE AND EXPERIENCE 
Theoretical!( a <horactcr gains experlen<e throughout his life for every"" of 

JUs iklllli and for •I of hili •ctlons. For practkal pul'p<lOCS a choract..- should gain 
Experience Sldll R:ritus for wllat he doesdurtngtht course of activo play. In his world, 
thewracter isalwaysdoingsomethlng worthwhile, but the gamemasteronly glimpses 
that activitywhtn the playerta~ control and lets the character d•monstratf whit he 
has learned. 

A roltpla)'lngcampdgn Is pertofanongolng world. but cons<stsof a series of 
advtnturr ~ cruted by tM gomem•stet SOrt of ~ a story in which the 
ch>tactm pl•y tbe<enlral ro.es. It llifri>m obootrvinj!<horacters In lhesituatio:>S which 
hecrutu O..t the gam-.. should w\gn EJ<pmen« Sldll ~nts(ESP). The points 
ISSigned fiom this evalaadon roprosent llie leamlng pn>cess which the <horlcter has 
pethroughilllh<timebetwmi pll)i ng...slonswhlch lad uptoexpmsion In thlt 
lpecifk oc!Ventort. This pt<SUJ'POS'S thlt • chAracter wUJ be p .. ytd regularly. If • 
character goes for along pmod of time without bttng played at all'htshoidd be g!V<n 
...,. uperic« Sldlll'tilnts to carry him througll. but non·pla)'lng Experience Skill 
~IS should be hilt oc less of playing El<J)Oritn« Sklll ~nts over the same period. 

The rolfafgivingout upcrlenc< Skill Points should be based primarily on the 
level of quality at which the player pl1ys the chAracttr (n question. The gamemasttr 
shollld evaluate many ~peelS of .Play, J"'rficululy character ~evelopment, im•s:in•· 
tton, clarity of personality, ard ont:Jnoht)l Prob.1bly the moot tmpartant tl\ing to look 
for is whether the player keeps a conslstrnt chAracter personality and has the Character 
actin a mannerwliichis alwazs in keeping with tht personality he hasestabU;hed, even 
when It Is not to the character's objective advontage. Oth•r factors to be considered as 
we.ll includt specific actions undertaken betw«n ~dve1'1tures and the length of ,.dual 
play (n that adventure. E.xperien~ Skill 1'\>lnts should be given out >1 o f•irlv slow rot<. 
The average 6ve hour adventure should yield 15 to 30 Experience Skllfl't>ints per 
ch>ractet avenglngobout 20. The moot successfully rrallzed chAra<lfrshould get <ht 
moot Experience Skill Points and the lowtr ESP values should go to those who made 
Uttle mark an the adventure •nd showed lillie effon at rolcplaylng or personality. 

If you need a fotmulatogiv.out bpcrltnce Skill Points. it Is not hard to S<>t one 
•P. Est.llbllsh 1 Rolepl>y!ngliting (RPR) forea<hchAractuonai·IOSGlt. with I the ""'"\-
wocst and 10 the best. You will also need hou11 of ~y (HRS) ond the ESP which the "'"""'~--"""'"""' Slllrillfl:rw,..,.._,a#'...,4Cibtl'lliiiC!I ~ <hlra<m' hasaii'Gdyacqulred. With thlsdlu the uta would be RPRx .. _ ..,.,_,..,.. .. d 
IHRS. WhattlballsdowntoisthltEJ<pmen«SkiiJPointsshouldbe..Sgned r---:::i~-"1 "I<,.,... __ _ 
equitably by the gaumrt.l51er&S he sees appropri.ltt foe the quality of play he ::' ~ .. ~!'~ 
-......... ""'"--....... Zl 

7.l: APPLYING EXPERII.NCE 
Ascharoct<ISg;>in E>pcrltnttSkilll't>lnts theyu.napply them in any 

of scveraJ WiiJS. Onles.s a custom characttrset·up systrm Is used, a ch.a.ncter 
starts out wilhO Experience Skill 1'\>in!S. As he acquires Experience Sldll.l'oints 
In the course ot play he may $peno thtm on :.ott.\1 >kill I'Uints, M•ntal Sltili I'Oims or 
Physlal Skill 1'\>ints. 

When Exptrlenct Skll fblnts art given out at the tnd o( the ad\•tnture, thty 
must be spenL At th.lt time th< player can alstribute them between th-three type of 
SPas he sees fiL The only restrictions ore tllat a playor may not spend more than twa 
limes as m•ny Experience Skill Points In any arra as h• spends In the area wherr h• 
spends the Jeast Expe-rience Skill Points, 11nd thA1 samt rACJo musl always be maintained 
between the total Experience Skill ~niJ applied to tach area •• the game gaos on. In 
dettrmlnlng this, •~•• wheft 0 'Experience Skllll't>lnts Art spent are treated as having 
1 point In them. When de•lingwilh >m~ll•mountsafuperi<nce Skill PointS you rounil 
•P• If a chAracter gained IS uperi<net Skill Polnt5. if he spent 4 on SocW SP he 
could slltftd no more than Sin any oth..- .,... EJ<pcrltnc• Sldlll\>ints functio!lexoctly 
bke odclitlona!Sidll ~tsolt'>e type they are spent on. Alter they are alloaled to Soda! 
SP. Physlal SP one! Mental S1' they art then d.tstribolted toslulls to buy additional Sldll 
Ltvds. 

~-.-.. --"CT.- Sl' .... 
~·~J:I.hilrsU. 
loftl!lltf'1ler.:~ fft MCIO'I& 2 5flf'IC1 
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VIII: GAVGJNG .MORALITY AND STATVS 
hople are supposed to be moral, with principles and certain standards of 

brhavior. Howevet Ysg.utb is a reallstlc game and wr u.ndcl$1and that not all people 
are good. or moral. WhJft' I !\at maybe a regrettable fact, playersiho:uld havetheopuon 
to t?cpe:rience both sides ot the fenc;e ot morality. UrUike some games whx:b ban even 
thlnkingabout an evilcharzu:tet we leave that choice open to th.e pyet but we offer these 
systems as a way qf lnsoring thttt 1~ re"Atards of depra\lity are manifested ln game 
terms. 

As an t~ld to c.ha:acter dt~fopment and roleplaying asimr,te poirt system lets 
the gamtmast.rr ktep track of how each character Is progressing re ative to more or less 
objective moral and philosophical standards. In addition, it is possible to l<eep track of 
the status. in.Aurnre and renown at a_ character in a similar manner. ln .all cases, 
ASSignment of lhest poir1ts is highly subjectivt and ln the hands of the gaf1'tema$ter, A$. 
lon~as the .samestandardsare used for all characterS the ac.tual raltofpointdistnbution 
is far less Important tlan the relative numbers of thr.se points had by dlflerent 
cha.rac:ters. 

8.1: KARMA POINTS (KP) 
The fia;t mora) area to keep track ofis the c-haractet's relationship to objective 

standards ol Good and EviL l<ffp in mind that he is being jud&f<1 by an extern• I. 
objectlvestanda.rd no t ~~~t ofhissodocy, whlcll maybea.swaip<dand twisted as ht is. 
Kuma P'_!ints are given out by the gamemaster to givt the c.hl.racter an idea of where 
he is heading morally. Having a hfgh numbtr of KP jndjc.ates a strong pursuil of the 
Cood. Havingnr~tivt KP (ihegamC!m.Uttrcan gt,ve KP and take them away) ind icates 
an Ac:th•t p.ursuH of£vil. 1d' should 1:'1(0 gfvl!'n out .Ill.\ moderaiP rAte a.pprcpriate to the 
deeds the character <ommJts. An avera~, unexceptional charatter s~u1d hovtr 
around 0. A "int shouldbeover +lOO,a.n mhuman monsterbelo·w ·100. lfa ch>1Tacter 
~through an ~ion ravening and murdering he should probAbly Jose 10·30 KP.but 
ttwould ta&aJackthe Rlppettorack up more than thafinonuess.ion. Th.e_gamemaster 

shOuld r:nakean.#fon to a ..... ard KP f.al.rly.lnde'\•enly, withminimalbias,ba.sed 
.---.,!--...., on the-ac.Uonsaniintentsof lhech;nact~ras h~ sees I hem. A c.haracler's KPwill 

not be known toother c:haritc l~rs Md should not be rtvt-aled, tho1Ah they can 
btstn~ throuijh actions and should be kept In mind by playera.ncl" gamemas-­
kr. You may eve:n want to keep KP sec.n:t from orht r ptayt-rs, but even lfKP 
are rt'vtr~led ro the o thrf players that doesn' t mean their characters .shouJd 
automatically beawareofthem. From a piA y~rperspecUve nt'itherpositlve nor 
negative KP are UJ\de.sirable-~ so tong as th-ev accurately rtpresent the type of 
pt-r50n his character IS intended to be. · 

8.2: DHARMA POINTS (DP) 
These are ~nt.ally similar to KP. but Jnste.ad of measuring a ~btionsh:ip of 

the cho1racter to ,,n objective mora-J standard, they measure his relatioJLShlp to the 
sta.nda.rds of hls soc:lety, partkula rly the li!'gal -and -social norms of that society, 
representing 1he range of attitudes from the-most an3rchic and anti-social to the most 
totalllaritln And rigld.Jyobedlent tothestjlte. Positive OP indicateobtdiencr to law and 
social ord~r. Nl:'gatlvr OP tndlcatt- ~JUon am.f ~ittl rnl!l la!olju,tm~ul, 41r'l lllldr~o.hls-H\: 
illlLlnce with the forces d so<ial <haas. Most pe¢ple tend to hover clC6e to 0, obeying 
enough to get byandch.e.ttingenoughro profit. The.yshouldbtgivenoutbasedon lht? 
actions of the chO'Iracter ilnd lds a ttftu des. like KP they are a privatt a.od important 
gaugtofch~racterdevelopment. Having lar~ numbus or negative DP and havi.ruth 
pubfic knowledge can ca.use problems with organizations seeJdng to punish The 
character for the crimes those nt'gatlvl! OP reprrstnt. Rtmember tftat DP make no 
judgement about the qu!lity.of the character's vaJues or whi<h attitude to sodety Is 
bette& Tht!y merely rtOect h.ts 01ction.s. 

8.3: RE.'IOWN POINTS (RP) 
these run on a )X)Sitlve KaJe. with the normal character starting ou1 at 0 and 

graduaUv ac~uJrlng renc.~vn. Most peopl~ ln the world will not acquire :nore than a 
c:loztn RJS dunng their lifetime. plilye-rch~rader$i may ltnd to become-abil more-famous 
than bac-kground characlers because of their very activ~ lifestyle. RP represent how 
well the cf\aracter is known.. essentiallv how famous ht !s. They say nothilg about his 
personality or wh31 he Is famous to~ ihey just ind!<att ihe likelihood !hall>< will be 
known forwhatever-itis t:"'at.hehasdont. How a person with a lotofRPwiUbe received 



can usuallybtdttmnlned from I<Pand DP.asthey will navorh:slma~consldtrably. 
Ctnerally RP should be quite h.ird 10 get with tach characttr acquiring about I ~t 
advenrun, wlllll or 2 more from limeiO 1imt tor ect'tptlonal deeds ond o<hi"·tmtnl 
of any sort (&S.o<~g asthoy oro-or 1 ... public knowledge~ forpradlal purpo5<S 
RP lridicate lilt ~nt.ge <hanoo of ~common ~rson rocognizing the <haracru; 
Thispe!<'<nt.&USr<duc:<d by I~ P'fmllt tfom lheC<nll'tOfr:h<char.KleT'>activlliQ. 
So~lsuCodchonathatolocalhelowlllbewtll knownm t.ishome town, but nor 
in a big city !o mllrs awoy. Tht goml'tnlster should nore that bockground d!.\r&Citrs 
also hOve RP and pl.lytr <hatlders may recogn!U them by reputation. Some vrry 
famous htroesmoy hlvtasmanyas500RP.butlh•l ls<l<tremely :ort. A charact<rwlrh 
ogood camrtehlnd him should be haJ'Pywlth80orao. which is enough roget peopl< 
tol>uy him fret beers in tho local bar; ) ou may wish toswt charcc1erswllh their SOC/ 
2 ln RP. Note th.tl forevery20RP gained. perctlved SOC lncrease5by 1, though this does 
not change ony other stats, Sldll Points or concrett sociAl position, merely the levrl of 
del'mn<t which the character ean command. So a merchant who started with I~ SOC 
and had worked it up ro 20 might be treated as a &ron or Count in rospect. bur not In 
title. 

U : OOWINa POillt"TS (IP) 
Thtsr arc more practical poinls gi\'tll out by the g;untmastrr for <haroct<r 

~ Thty mdlcatt dour th.lt <harader has with p<opl< or en lilies .. ;th which he 
deals. Each character h.ls • stt number of 11' In a gtnttll fund wldch repres<nts his 
influonce with the public atl•r&<· In addition, he wlllbulld up IP credit with thooe major 
backgn?und <hiKitr h• deals with regularly. Most chara<ttrs start out with no !P 
ox<tpt for a f.., lor thtlr parents and family (maybe 20 IP which can be redeemed In 
favors from hisfamlly), plus• very basic number of genera liP w:th the rublic. ~rhap• 
SOC - 10. Aschat~cttrs do things for background <ll•racters they wit gain innuence 
with those characters and thus TP. They may also gain gentrallP If tfiey develop 4 
"'putatlon for somtthlnil ~:en=lly usefuL !Pnn be oprnt for fav~rsat a rate that seems 
appropriatt to the !;l'mtmasrer. a.nd they con even be bought In the traditional "·ays. 
Cb.trocterscanalso$llp Into negative!P If they draw a bit toomu:h on their supporters 
or if they offend an lrillurnttal background chlrocttr. Negative 11' an lead to nasty 
people belngsentaftcrthechoracttr to reach himaltSSOn. etc. ne gamemastershould 
give out!P after an adventu"' or speciol service 11 • fairly modtrote ond •Pf'!"prilte 
rate. In practlcal ase, IP can be used as a percenllgtchana that the person ""th whom 
~ charactl't hl5 thatltvtl of ln/luena will grant a rcuonoble request or favor. This 
should aU be rrn fairly openly and looso\J'bY thtgamemaster. Cen<Tll IPmaybe less 
effective at a dttance frOm the charactrr s loc•lareA, just Uke RJ: and gaining RP mAy 
produce some gtner&IIP as a side-<!fltct 

An lmportanU~dalized application of I Pis In the area of reOr;fon. A ch.mcter 
wiD have'OellylnRuence Points (DIP)wlth his god • nd chutth. In general chis indicAtes 
his chance ol gm lngald from the church and ptrhAps a little push ln the right direction 
from the god (they <lon' r like tO g<t directly Involved). Some llods and churches are 
easit r toinRutr.ct, even buy off, thanoth<rs,and some arc more IIi<tlv to produceustful 
results for inOuenllal followtrs. DIP increase lEA at • rate of 1 lEA per 20 DIP. This 
increastCO\Intsforprirstly•~Ucastlng. but does not died Sklllll:lintsat aiL Like other 
IP. DIP • .,. usuallyexpencled when fa\'otSartJlllined with them. 1'.1th the -of the skill 
Divine Aid theJ ca.n alsobr converted directly 10 Ptffy Points. so they ore a parttcul.lriy 
practical and Usdul fonn ofiP. 



- Co*logt of~11111 i:liltneies ccin5p w UMd u .... 
- loz Co~.sP.Ioz Bl«aaa10P.2.!oz 
-111, loz t.orolll, tozGold·20M~, ·- ...... -· "' \lalu• 
Na - SMr ... IS 
.... illcll - 51\'lr o~u.,. .... ComCria ~ '"'"" e - '"' "" - ~ '" II' c.- ....... 
a-

T_ ... ..., .., 1011 -.. - .,_, 
"' .... -- - lOr 2M 

thr - - .., .. 
Cli'!a """' - .!cz!IS = - ""' ....... 
~ - "" IIIII - "" "" "' -- ...... "" ... -- ... !or 25 .._ - ...... "" .. ""' - .... ... "' - go'?"'' -.... l6 - "" "" ill< - - s.... "" Ill -- - "" IM 

"""" - -.... II' 

""' N;lodl£• "" 2cl ts 
O>oul AIII'JI C<v,ler 3aZ t5P 
c. ......... ...... 

'" !$ Ptmt Glle .... - """" ~ 
.... _ 

'- ... I.QP 
TOieme!u Ccr<>er "" .. 

~ O.lola;h -~ ~ 

"""" -..... 
s.. $onio Sillf 12<1<1JM 

~ 
Goll:o<h -212 1M - - -rP 
s..,o:.: - tb ,;p -.. - ... ""' - Goi1 ... «*' -- .... 1.3)1: ~~.~ 

"" """"""' Goll 2:2 .,.. - - .... 2:2 1M 
'!loll - - .., 5I' 

IX: ECONOMICS & WEAlTH 
Tills chopt<r conC'<nlnltes on tht tCOnomlc challenges which a choracter faces. 

It looks lithe mo~~~<tsl>e has, what be can ge• with thou mourc<S •nd how lle can 
advlnct his slihiS ond economic pow« 

9.1: STM'OARO COINAGE 
While coinage Is by no means standard In 1he world or Ysgarth; a practiClll 

standard Is nM<s.sa~ tod<Otermine the buying power of • cru.racter and his sl.tndi.ng in 
the economy. for this purpose we will use the coinage issued In the dty of Tolemehs, 
because It Is the only majoud«<mal-based coinage And falrty&lmpieto keep tr~<:kof and 
becAuse the clly I tsttf Is a maior tradln g centet Diffe"'n I n•Hons loa ve cliff em 1 coin.>ge 
systems,lnd U.p In mind that•crual coin Is fairly rore In many ..-us. with <rtdit and 
barter systems btlng more the rule. 

Th""''"' thr<Oma!n coins in TOJomeias, the SilverM~rk(M), the Silver Shilling 
(S) •nd theCbpptor ~y(P). Tlmure JOP!n • 5 •nd lOS In • M. so there ore IOOP!n 
• M- lnAddJIIonthereiu Cold Crown (Qwhichl$"'0rth I OM- W.wUIO\-.dookother 
sp«<atand lrnltviMcoinage_ Most amountS m<lltioned In thlsthlpt<rwtll be in Marl:s. 
f'orrefmnce, t!WM.trk Is l<ttofSilver; the C..O..•n is-SOzofCokf,the ~nny lS-lozof 
Coppor •nd the Shilling is .loz of Silvu Cllppong. forgery and debls!ng ,..., fairly 
common. WeightS are •pproKim.tte. 

9,l: INrTIAL WUu.TH &< STATUS 
A newlycruteddlaractersllould st.Jrtout with 1 Umltedamountof ready ash. 

This •mount should be equal to (2SOC x AGE) - 400M Note thai this can yield a 
neg11lve amount if th~ character tws particuJarly low 1tats. 1( this is the ca.se. 11 means 
that thtch4racter is in bondage, in slavery, orstlfl a dependtnt. TMy wliJ ~maJn in thilt 
status lor I year per 50!11 of debt. Which sort of situAtion they ore In depend; on their 
SOC. A choracterstarting with a SOC of H would be a slavo, ono woth SOC ~8 would 
be In bondas;e, one with SOC 9-IZ would be In some sort oftradeorcral1appren ticeship, 
onowlth SOC 13-IS would be eHhtr in a busin.,;sapp..,nllceshtporstlll a wo.rd of hls 
fAmily. These guidelines should be ad[usted by the g4memuter. 

Asa general guide to family ongin by SOC, 1-l lutave or serf backsround, 4-
7 ls bondman, Churl Or vtlla.in, 8-12 i5 fret farmer. yeomAn Of tr.adesman, 13-16 is 
mercllont or &malllandh<>ldec 17-191$ knlgh~ burgher or tquivaltn~ 2~21ls Alder­
nun, B.! ron. Thone, minor nobility. 22 is major Mayor. Coun~ Marquis, middl~ nobility. 
231s Du~. Earl,lllijor nobility, 2.1 is Prince, King. Cr~nd-Dul<t, part of a sm-emgn 
Nllnghouse. Boyond !hot tbeg>memastershoukflmpn>vlse osseems•pproprialt to 
tbedlaracteccampalg>~ ondsltuatlon- A playerch>racterwill mWJynotbeanaclval 
Nlingnoble. H• 11more li.l:dytobea )'OWlgt<<hlld. a renegad<or • mcmb<rof a wlet 
branCh oi a great no-_ 
'.3! INCOME, JOBS k'fD ST."JUS 

A cllol'lKior's income aittr he Is set-up ,.,;n de~ on who! he can do. for 
cru.racters who an stillln bondage, apprentlcesnipor warcWUp there Is no Income until 
they are fre•. For <llaracters wllo are in the tradt and mer<llant classes (SOC 13-16) 
In rome will depend on skills and SOC. As • gener.\1 guideline, use the form\lla ((SR/ 
FAC)'+SOC + CHA + .~CE)x 3, wllereSR is the Skill Rallngper«ntage lhty have with 
the skill by which they make their living •nd FAC 1$ the FIIC of t~al same skill. Jl 
muiliplt skills ore legllim~toly used in thelivelihood of the character thelrSR/ !F AC may 
be added In to the other SR/ FAC befo"' squanng. This gives yearly income. Where 
more thon OM skill appliescreate a weighted average. Thus, alOyearold professional 
illuminator wltlr a SOC of 15 and 20Sl would eam about 3100M/year. for noble 
char•cteTSArtd thosewHh SOC of t7ormore,inromtwill bean.allowancrof50m~sort. 
based on SOC and tho status of their fllmily. Th• gamemost<rlhould work something 
out, buill should ttnd to come out wit !tin 1 30\\ variAtion or SOC~ :lOOM- Remember 
that onyon• an 11~ game actions to raise their Slot us and lncom<. In generAl the 
gamerrwt<r should be flexiblo in "'Orl;ing out a "'allstlc position f<r< the charactet 

U : UVI};G EXPENSES 
How much it coststosuni'"' is based primanlyon SOC A choract<r will need 

1 set amount pt'r )"eM to Uv~. without et~reruinmC"nt or non·nKasnitS. mt:rdy to CO\W 
food, drink And sheiiOt This should oomo to •bout 1000 • (SOC x 5).\·t ln game 
situations the role of soc on e<penses should also be eonadered, with rugh SOC 



causing merchants to np th<ir prices on th• spur of the momen~ and tllose u5f<l to the 
good life Sffking out tile more fX}"'nslvt forms of •ntertainmeot, eating and lodging, 
within the limits at the character 5 upbringing and personality. 

U: EQt!ll'MENT & COSTS 
Several Usts of commonly purchMed Items can be found in Appendix C. Most 

should bt familia.t and will sell at the cost£ which are listed for th<m, varied at 
gameJNSterdiscretion. Used versions of many Items may be availableatas much as 24 
to 40% off, but may have hidden defects with a likelihood of about double the 
perttntage of the dtscount at which they uo sold. Some bargaining or use of the 
Mtn:hantsldllmay alsobt possible. I nan environment where there is bargaining. make 
the asking price~ higher than the standand price and let the merchant seule for up 
ID ~ less than the standard price. 

9.6: MAGICAL 'EQt!ll'MENT 
Magical equipment may bt ovallablt for purchase in SQmi!campaigns. How the 

prices for such equipment should bt HI Is mll!'itly up to the gamemaste~; but some 
J!Uiddines might bt helpful Such ittmS break down into two classes, 'natural' and 
enchanted' i~ Natural Jtems are thll!'ie which have become magkal through 

association with events or persoiUiges of great powor to the degree that some of that 
power rubbed oft on them, or items which are lfving entities in Ul<ir own right. Such 
Items are rare and of enormous and unpredictable powtr and pricing them is virtually 
lmpo6Sible, unlessyoucanasslgna valutbastdonwhat it wouldtaketoenchanton item 
of similar powers. Enchanted llems are !hose made deliberately bymagic, and areofte.n 
fJr less comprehensiv• or variable In power, limited by the imagmation of the designer. 

For the most pa.rl Jt will be enchanted Jtems which characters will wiSh to 
purchase. ln onder to determine • price for thoso, figure out what kinds of spells and 
what level ofpower in Mana Points it would takt to create the iltm. Once this is done, 
take the total number of MP and multiply It by SOOM to do term be the standand cost ol 
such an Item. The sam• formula should bt used whon a character is lUring a mage to 
casta spell for or on him. thou2h in such cases the number of MPexpended will usually 
bt lowot in general allow • cllscount of up to 40l' for Men:ha<t sklll or other specia l 
bargaining facto:S when determining final sale price. 

9.7: SEU.Jli/G USED 'EQt!ll'MENT 
in some dtcumstancts characttl$ may wish to raise ooney bv selling their 

oqulpment, btihnundaneormagi<al .. In suchcas<s theysh<>uldftrSI be Offered 201' of 
the cost wlrlch !bat item would command new. That can vuy upward for barg;tinlng 
or for Merchant sldll to no more than 4~ of the new cost of the item. 



u-~""":l~~.......... X: ROL£PLAYING TH£ WORLD 
._ bfton ~~ oe ... "Y *• Ptrh.apa dwgrutesl <hallrngc- fottbega.mm"1.11Sitt tsoK'tu.lllyrun~tlng th~ world 
•nchodtt..,._c:mt:Jriescl and ltslnNbitantL Ylhlfe a pfayu may have 1 few dUradrd tO pl..ay and 
C':l: .. :; ::'~~ ,..-,,J...-.., C'Nrtettrb.t, tht ~ttr..ssttr hM tM mudt mort diHtcuh t.uk of m~&kJng 
~M~r~lfiOIIh • ll1t to c•ll'lln• mUJlansolbelnprtalistk~bf:lfrvable,and imbued with ptl10t'li11ty. Naturally 
~«'I ""'~rr.l « ltlr his:lory it Is much h.uder to give ~l$0nallty to manybflngs than ltiJ lOS'~' Jt to only 
ol~!~~:r~_:~::; ~few. Thtw.ayto ~lvt thls prob~m i51osimpllfy your t-a&k.And find some 
Edoflm.nll g) 1hf H~:mt prlndplc,ofcfur..attrrlutlan. .,.,,1\Jch will let you build per•o.,"Utll!'l qukklyto 
.,1-::n~~:h ;:m;::: lhltlhey ott bt!ltveble ""d inteJUtlng. if nl)t fully fltihtd out. Ills po!I.Sibh: 
ttv•.f.I•':J "" \-. lound •n to 8'1\lt a Nckground character a basic personality which m.al.ft him lnttmt· 
..,. 'I" WOrldbook. tn$whhoulg9hglnto gre~t depth. beau.se in most cawsl'uth charac-t~r&only 
v.,.rtb hfort H~~m&l~t< in·tena brieRy wllh pJavll'r tharac1m. 

PnoriOlhf.mtvalctr.twtWMI\uo- Tht way 10 do qu)c:k cN.racterlz.ations is tc find and dutlfy ccrUln basic: •nd 
~7::.:,~ i::::C.bJ;!~v J ~tnl ptTtof\IUiy traJts. This is • technique used by muy ..,.ritcr. and pliywrtghts 
~~:::::::;~:! tofiJJ fn backarovnd cNr•ders. and ist"A:Sytodo. T.lh • took 1hrough lttcrJtureand 
...,.:i!frotNiftOIIIYetOI. bid~ if, ocher 501.1tmi to pkk 0&11 C:h.JnC'ter types. SNkrspu.rt l:s. P'nlcuJir 11\&it~ Of thiS 
,._. o< -'"""""-....,..,.""" te<hnlq... boll!< Ill< P"'''''>r chlra<ter d<mtnts and nclt •hem. ki<groond 
_, -mllw .... - """"' diArKit11an tiltnbc<TUitd by«>mbinino lheso tirm<nlUS I b.t .. for lhecb.tiOClor"s 
~ r. .en 0. ~ .. J..o.:A ·-o __... 
~ahftw.,,,~,~ottll.th.....,. pn"SOU!Jt)l T'htse IJ'Chtt}'JNI tnits •~ SiinDat to the Arrs .and virtues""-~ in the 
&:tiona ftrint IN nm.r .c c.as. iRlddlt aps. Tht sn~s.iM are pride' .. wnth. e-nvy. lust,. gJuttOft)', ava~. and 'loth. 
,..... Thc-Yin-arefdh.llopo.<hlrity. pnod<ntt.juslkt. k>rllllldt,ondtm~ 

n. ,._.., E.och pmoo ilo mbrol ti<R d<m<nts indiff....,l d<g>ffS, ll1ousJI nolo II of lMm will 
H..,.. firM: CINW ~"~~ bt~gnificlndypm«nlllf'\lttypnson. furthrt.oc65inor vlnvch.t.iJnoppo(.ite, or 

~.\:':.~:r~r!t ftfSil.h"~VIIut.lctehasdnptlr(or~wuknessforfonitudt. JUrllmony fOrch.uit_y. 
01 h ~ Eptcb. At~ Y.. AddU.gtnthcOpp()ljtf5o~ddie-wnfl'liOI't'dcptb. foret~mple.•chilr•cttrmiaht f(li6CSi r::v. w;T ==-liN I\IMCOI'ft· f.tJrh..lutti«. and fortlrud~, with a hmittd deere! of prid~, imprudence (rJJKna.), .and 

5H\na r.,.nh 10~ IIIOftOt tct. intttnpcra11ct, plu• a Little v..'r.lth. •nd be a ~ed holy w•rrlor typt. Yov an cw.n 
~~=~ ~'il!;t,.:'aJ~.; A:Siign n.:.mtrial posllivt and ne!Yitivt' vtlla£S for each slnor vlnut lo indicate JX!$Itlve-
ct.dd~ 10 ~, dalm. ThotM" mnp or ncptivc lnltnsity of !bat qu.ality for a ch.uacter:. lf you work with this I )"Sitm )'011 
alltd ti'WMH!Ytt A«ha'~ and c.an can wily and quiCkly :rnte goOd mcd~al chara~o:tm In much the w.mc way as 
:~'6.-t.t.~~.:,.~·Mrltfou" minor SMketiptMf', and wh.H'l good enoud\ for rum should be good "nough for anr.one. 
f!:ri tnt•tton, u NnluraUy you don't wa~l to ralc all o11he values. And tt.houfd l eoo~~ve some nttt.~ tra , and 
;c•e ,.. Th41" &I 1he Slime time you .should ktep a good mix of sin~; and vlr1ut&. They form., good 
•u guldtllnc foryourc-him~ctuit.11ions, and an ~VU'f\'tl'Salflt when yQu leam to work 

with th~m 
Of COUI"4of.. ~e bkkground characttrSJn your worldih()l.lld be mut:h mOrt fully 

developtd. Char,ct-tl"' who pi .ayers dea.l walh on • .regular b~sls ntfd 10 "''''f as much 
dtplh Al .)'OU CJn give thtm. This IS pirtiad.uly lrur o( m'ijor tOnliCll. employ~. 
mpJO)'C1"l. mmbirs oflhdr famUy. bt.tsiness a~t6, al\d the hkt. A gnat dtal of 
hom~ork lntototttng up theit major charACters. though tM tntthod givtn above 
is5tilla :1 piKe to Wit, but modifMdY<'ith ~dt\.·tlopment and mcft~orf\ll and 
... tt.bonlloni 

A..Uy, you llovt ., ... Jyzrlil<ptiSllllllilyofyourwodd .. • whok. A world 
is mor.tNn 1.,.. • ccmbiB.IbOn ol1M m.anydement5 whkh ~"t ha"tdtSC'ribld. ltlws 
• pmonoUiy, clwxlmslks. bcllm. monlity and lht hl:t. whldl >ilould AI-. • 
profoond illflu<ft<o on yourwnpoig11. Tlu• porson.t!Jty 1o fonntd '""" rht axnbintd 
<ff<ct of lht .. rum ollil< bciJip whlch pOpulate tht ""tl<td ond lht pm<IMSI.,. 
p<n<>nol pOinl or vkw. 

A worldconrv<nbo......,Witdond"'pl'!S6td15opllyoic>l<lllll)' l'or ... mp~ 
tiM world ol Yspnh coukl"btdescribtd u 1gre•tbut •natnt king witfl a fatal daStue: 
baroly kcprln chtck. Think &boul such rhinp .. 111< kannl< bal.lnco 0< imb.tlana or 
your worid. Y•gartb. lor CX4111plt. might ht chlracrerlztd •• oomewh>r Llcklng ln 
tiMnnlcordtr. but fairlytMlancftlln kilrmk and moraJ IU'f..S. Such things mttychange 
from rtS'on 10 ~on deptndlng on the loca.l drcumstancu. The pttl10ni1llly ol your 
world jj m~~nHt':ltcd In many wA)5, S\I:Ch as the nattJ~ of govtrnment&. levels of 
xeno~A. crlmlnAI Ic11vlty, warfare. i'lnd 1M like. fl Js also rtfl t<ted In th• general 
attitudes of tht people who ll\'t In it towards thtmseJvts and t<\Ch o thtt 

MOil of all, II Is hTfXJNnt to know your world and the people Jn h. ~u should 
rt<lc:han lntultlvt undtrslAJ'Idlng wltl\ il, $0 thal you will be 1blt tomaktdtdsionsand 
dt$toCTibe things with b&rdJy • mommts thougli.t, because ewn though you h.avc:n'l 
tbough1 aboul thtm be'fJrc. you know how your world is a.nd hoW thOM' .spKtBc 
tltm~ll hlw 10 bt 10 fit. This fttJJng of Identity ar.d onenesa whh lht v.·ortd is whl.l 
_,. ..... good pmtmaSier from • sre•• .... and ii developed lhlOugh tlmt. wori<. 
and rhoughr. 
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XI: TH£ fANTASY ADV£'NTVR£ 
Once you haw a world baclcm:'ound etl~ishtd playm world will wmt to do 

things In It- to ll.av~advt"n:turn. TFifsldll ol dt$1gnl.natnd runnlng '" adv~turefl.u 
ottm bft:n Mgkcttd orcrudJy sUahltd. ud 1h~rt art too few ga.mcm.as.re:rs- who really 
know how to rna.kt tn exc:lti.ng ana imagin .. uiveadvtnturt' JCtnatlo. Too rrutny rely on 
random "dungeons"' , or other Iestiva~ot lllogit and w4nton Vloltnce.ln lhJ$S«tion a~ 
IOMt guJddlusforcttatin,g JogfcalsctMrioS which 00wina R.iiUraJ fashiOn from )lOut 
worlc!badlgmund. 

11.1: THE BIRTII OF AN AOVDITURE 
An adventure aan be spu~ by Any of allrgt numbtrof for«'$. Evrl'l the most 

unUkl:ly drcum5tan~ c:an gener.att exdling action And intriguing challenges to the 
pla)'t'tfo ll"iclilio!lally. 100 m••Y ach·enlom ""'~ been moHYited by gr..d. and 
lUmped in the same old mold$ or searching for loit lrtu\lrtS or ocploiUnga rt>gJOn for 
Ill "-'Uh.b. TMrt art' many o~ ways to ffnd o~dvfnturr In a Untuy world. aM ma.ny 
othtr JnOtiv.til::linS whK:h can d.rlw CharacttrL Vlrtu.ally •ny wtllition which has lhe 
pc*ntial for htkRSt on any of ~-er.d ltvf"ls un bt a ~bl~ .Jdvc~. There a_rr 
f<\'tl'ol lr>dltioNI1yp<Sohdven1vr<. They an be ailed cheQu61, 1hti!Aid.~nd1h< 
Incowi!K These are ''<>'Y looo< <WoillC.Jdono. who<h woge grqdy in sptdJk -lD a quest sitmtion citua<kBktoul wllh • sp«Jikpurpo5it or~ Thf re.a.son 
whytlwyidOQic.anbe-almost.J.l\ything.. ~ybt:hlrtd'totindorcOUrctsomtthlng. 
0< 10 pnl..,....,... during • joutNy. m.y be ..,1 by a holy vision or on 
lns1nlcrioM of 1ht!r dumb. They an own go n ..._.. 10 a rumor tor lnlormuion. 
ll"ftCL outlf.adviJ'l<emenl. The' bisic Jign~ o( this ~of idvtntu.rr •. IY 1 hat it isstarttd 
6y an ouUJdt lmprtus and usually inv~va • )ou.rncy•nd 1 sp«lfic atJtm:tvc. II m.ty 
allobrcomplicattdbydangtrs rtlartd to bringing back wh"t~uisgont £or. pursuing 
IOmtthln& wNch Is stolen, k~pin$ somtth.Lng (mm bting taken, ()r t:nrtrlng a trap or 
pwsulng a (J.l$c or dummy obrtthvt. Thlnk 11bout 1~ origin a( 1ht quest. and "''h"'l 
thoM: s,e-nding the party out want to achieve. PtrMPflhty rvt'n war~t to get the pitrty 
ldJI~d off. Rrmrmbtr that thr~<~rt not always VA$1 overland trl!ks. ihr E>11mt concept 
can bt 41ppli.ed in a city, in Vilrl«< shu .. lions, or t~vrn without .adually SOing much of 
anywhere. 

A Jb.ld ts.s.lmUar Jn concept to lhtquest, bUll he-re net'd bt no sptdflc purpost. 
ThJI Is a .sort of \rt.klng adventure, or 1 .. ·lal\d.grAb". whtre rhr C"har.tcters nftd money 
'"a gtnuAI way, and go ou.t and grt lt (rom someone who is ItS& powerful than 1hey <Ire. 
This ca.n fulJow .any of a nwnber of palttmt. from a i.imple robbtry orbu.rgl.ary within 
1 dty, to an a.~ expedition to sac-k a town or villAge, ptrh.aptt lnvol\ring mr:ranuit=S 
or ~ttl'S In it tor the phmdet. In 10me: CIKS It mJghl e-ven bt 111 ft:ptditi.Gn of 
conqu«~, whm 1hr chota<1ers !ns1ad of plundmng • ros;on. W..l1 Cll'<~ .... nf by 
dbnln.atitlgi..Dd ~gtMtopec:Mtonsol p•trnmtnL Tfwft ue m.~nyv.mai:JOn$ 
of 1hls <011«p1 whi<h.,.. pas51bl<, as the ldu oi$NI<h lnd ""'<aJl apply •• most -Tile Encovn.ta is perhaps IM bn»dHI and ft'IOIItntwmtfns. bu1 feast US4!d. type' 
ol Mlvmlu~ It is thr: advm1un- of t.ht social bAclu:Jound w~ dw.mttrs 8ft 10 
~>~p<ri<nalhruw<lridlndg<t10n-l•l111porfoc1Torn<Wiym•1t<lebi.ra<1mind 
• .., p Laym. lnd porti<lclarly ..,.y to H1 op. Its d111wba<k II 11111 11 in,·olv<s good 
~tma!ttrcontrOI of-{h~t ac:Uon. unagirutlon, •nd tht abtUiy to lmprovi$1:. It wOrks 
by tM ustof situation. ~call)·lh~ g.ltMm.Jitfr Jtt$ up 1 rtsdon ln .as much deta.il.u 
ht a~ wUh aU of the important ;asp«ts.. rspldally 11 lhty nl.ue to lhr type Clf adion 
bt Ms In mlnd. Then he introduces tht ctutracrtrs to lhtb-'ckground, and \>,;-arks them 
Into 1 iltt.lltion. wkre they havt fa tilMTetlrltall thtrttMiva. ;oJv~A f,TOblt~ fulfiU 
an obiJg.tlion,OT ~nmllydo something \\•hJch. wlllltlthtm lnttrac:t w th the are.1 and 
iJtualion whk h 1M gamtmaster has set up. Thls appro.tch works pa.rtlcuJa.cly well in 
cornbin11tton with one orbo.lh of the othfrs. Forn11mple, n pat1y mJgbt setout toesrort 
o.ne of their membtrs to dAim an lnhfrltancr: to rul( cwtr a amaH )':I'Q\'lnce. Arriving 
the~ th.oy find that A dJstant cousin has taken control wlth tht Aid of 1 powerful mage. 
Once they eliminate hlm. hopefully wlth tact and have liken controJ, more Utings<~re 
pouiblt:. PtT.hl.ps the new rulers1re u dc-nt Lytlrworsh.lpers. and startconvrrtlngand 
.wttlng up ttmPfes. H i5 onJy a SJN-11 i-tep for the gA.mttniiS.ttr to gel thml to do 
"""•1hlng foollsh 111:< folt>ld the worship Of • IOCll dwh god, .. Y Ccomuncch. •nd 
belort !My know i11hey ""'~ • r<Hglous opri"ng on 1h<lr hands. Then! are llWlY 
opdoniblco tltisl'tlsiil>leln • well.d<ulkd r<gjon. fOr ewnpi<,<Vtn f•min«m pl.tgues 



can lad toa<fwnttu·ovssolutions. Otiesa.nd otherartaSit'f •lto Y6Y vllblf.~ but tM 
pmc:m.uttr mus.t be teildy to ad•pt his region rohis nHds. work from its Nckgrou.nd, 
and improvi.f.t specific lnddents and developmenrs with complt!e confidence. Once 
you'vt plcktd t~e type of adventure. set t.hegentraJ cucumstanca and n>uAh plot. and 
~Qn work from abf:re toap.1nd a.nd mAkeyouradvet~oture mort complete DetaU 
and pti'IOnlllly m•k< an odven111rtlnterestlng. •nd should olw•)'$ bt i<opl 31 a lllgh 
ltvtf, though not to 1 ridi<ulous and too weighty deg!'fe. 

Thcrt are Olhu adventurt possibiJities whkl\ mlghl work wtll with good. 
f'Xptrltnctd players. 'W>u can work the cha,racterS Into the g:.me world, pul thllm ln 
shuAttons whtA- their 0\\•n lnttml3 will genenuoe adventuN!S., and gtlthtm di~tly 
involved with the m.tjorpoiiUcaJ lU'Idsocial evtntsoft~tlmuln whlchthcy ll\'e. Big 
evcnt5in tht~mt "'oricf sode1y can spin off smallers.iluatlon& which ca.n bt great lui\ 
lor ch.u.c1m to be Involved Ln. 

tU PLANN'EO ANI> INOOEJ'.>lAL ENCot.iNTEl\5 
Some s~cms r«omJMI'ld random ~countttS u tpact fiJJm and thinp for thf 

~l}'t'rtodo. CtnmUylt isbt'tter to(k.rh·t t:noou.ntm fiom undmtandinsand &og»c 
1h.tn from d lc tolls. The mc:oo.ntrr i$ u importuu conupt ht1e. H li 1 buiK C'On«pt Uil 
unu ol ~'\'C'ftiUrt 4csfgn. EK.h na:JU.nler is 1 COO'Ipktt ph.tsc otlnttr.IC'CfOn br.tlll"ftn 
th< choroctns and th< ,...td. wh<r< !hey Wli.1t< •nd compk1< • <QIIIIkt or oth<r 
lnRranloft. l'«,..mpl<.lflh<y.,.tro,'dli•son• road .. d •r. ... CNibyhlpwaym<t~. 
from lh< fir>t ......,g ,.ilh th< lllghw•yo= 10 lh< ccnd..- of th<lr dulings whll 
thtm would bt an cMOUntu Howev~ il iS possible' for f'nCOQntf'I'S 10 be long and 
cxtmdcd Of vny brl<t Th<"'ls no.., JonJ<th. and lh<y oft .. mora< IC>g~the( o,..v., 
btcomc compltieldvtntw'U in theirO\vn rfsd\l foreumpk. tht tUJoth"'lym_tn m.tght 
t.tkt tlwm prisonfr. and thfn llwy would aU Eleseton by wohtS. <milng&n fn<ountrr 
within 1nothct or l.hc highwaymen mfghc give up. Ita'·~. and hit thrm IAtf'r, maiQng 
a discontinuous tncountrr. Thfl't are ~~·omain typd of tftcounttrs. nth or whi<h an 
be dh•ldtd Into two typts, again. Th~ two gTOups art Planned ttnd Incidental 
t=ncounttr.. ftnd tht sutHIIvislt~ns a~ Staric: -and Adlve. 

Pl:annfd tncountm~ thOk whkfLare set up with the region,. and limited co an 
art1. H the ehArjcters entrr rh.u artA they hi\vt a <f'rtain cl\aJ\ct O( meeting tht 
encounter, tither r11ndom, or dependent OJ' their exact actio~ though II may alSo be 
>1! the t.:holee of the g.amt'mt~stet:. \\'ilh.in this i5 the Stal1c/ Active division, B.tbkoilly, 
Static encounters only rc~ct If dlrectlymntactcd, and wUI not pu~ut or aC'I on thtirown 
unless PI'O\'Oktd. Acti\'t encounter'$ will wotk on tht'lr O\o\•n to t:ncounter the 
<hAracten. Md wdl uiuaiJy pursur.tnd act with JnJti;uiv\t . Planned St.ttlc etu:ounttrs 
arc such thll\p u townl, finn·hou,sg. merch.tnts on rhe road, or othtt mco~.~onttrs 
whkhJrtJhY"J)'ltround tobt md wht:n thedrnui"IJLlnM artrighl. P'l•nncd Acdve 
mcountm would be t'f2ion,alizrd predators set-up in AodvAnct. cnmltt of the 
chorKt<tS, or O!'I'Ofolng TO«<$. wiUCh .m ln1.,d.,I .1$ o nujOr Kll•~ piM ol th< 
advtnture. 

lnddmlAlmcou.ntman lhost wl\kh.QOII'lt' m:o pJ.ty untfded ltlhtdlsc.mioR 
olth<somcma<tt• Th<yil>ouldbrpWu>ecJJo•clv•na:, •nd•...,nso.....,..,«Wlll 
lcoq> • 1101 of kl<u for lncidentol <ncounters fe< ... wh<n th<y ,,. otedcd. Thor uo 
the Amt u Pt.tnned tntOUnlft$. but not llD.ked roan o~rea in pa.nkUllr. or .a p.amcul.u 
•dv<nturo, llloup II< mlglll p<lt ouu se< 10 u .. uu ll''.., ad•'fftiVIO. C<nenlly lh<y 
eQll soth.ltthtpJI\m\Utacan throw them iD tokHpthlngsll\ltlyunttdcd In pl•crs 
whm they ~m .appro~Jtt:r. Stalk Incidental mcounttni art ones wh.l<h mm tM 
party. butlta\'t tht tnil:i.ltion of a<tion to Ute- p.tny. ACtlvt" lnddcnttal cncount*rs art 
mort-common. And Mekout 1M party. forexa:mpl-t, l packo(\tt-olvts Ia a~ aeUve 
tncountff. whitt • wandtrlng prl~ is a good sta.Jlc ont. lr often htlp6 to make ltattc 
ones ho1vc the pottntiA.t to be useful to the party, or d;mgti'Quf, U provoktd. 

Flexibility Is the key to gnmtmAStering.. '"d it gamcmaster &houtd bt rtady to 
improvlU And work OJ'\ hi$ ltd. At o.ne time il was at\oughtthal everything hnd to be 
staUc, 5et·up, r.-ndomtr generated, in room'., or ioetmt such, but It 1$ g~nerally 
bttttrtok«pallstlng o passlbleencou.ntersor adventurtsltuatlonr.on nlesothtre wUI 
be • broad Stltctlon avAllnble for use at A moment's.noti«'. Ktepalltht of pa.iibllltle.s 
of a situ1tlon fn mind. and ~mkt use of additional m.ater l.al w'htl\ RCm& to (H ln the 
situation. Play your ntnts and mrovtners off the chata<1ttS, 10 that you c•n kcrp 
<han~ng '"d ad.tpd':tlln a tea.SOnablr fuh.km. U l.ht char.c•m wa.nl to punu.c 
&Oftlft h.l ng w hlch you dn 't original! y plan. ola y •long w hh them • nd be pr<pl red to 
s.pln off Into IOmt cndrt:ly diffe:Nnl courst Ol events. 



Ktrp Jn mind that the world isrtactfng •o the chAI'iltttr& Just as they~ reacting 
to and dallng with tht world, and background cha,ractcrs hnve goals and motivations 
-even fetlinS' -u wtU. Thls me-a.ns that you can work. In much mo~background and 
1ction bas«j on thtc~ractf'r's past dm:ls. You can Nlvt •sptc:ifl.ccruel retribution UJJ 
on a cha:ractr:.; r~thtr tM.n ecpl&lning it off later as tht mult of aomt .tctlon. to jusrify 
some rmclom roll 

An -nturt con h.appm .. ywhete. In popolllr .. ttlnss. lllo! ruiMd cities. 
cavm. axnob ... and tilt Ulo!, or in runt vill.Jg<!o. pusJ.Jnds, dty ~ or 
anywhere. Sy thr same rule. anything an be an inttns.tfftJ t1\COU:fttu. And C'rKOUnltTS 
sl!oWd bo r..yti!IO tilt rtsJon ol tilt idv<nt~~~e .. miKh • f"""l>le, though :101M wUI 
61uywh«e. For o-.smplc:. mounlJID nons belong in the mou.ntaiM, thin es in d~ 
pirates on tilt .... wotvftln thefoml. ll>d soon. J. bltolfo&lc olw•}'S ~tips. and don' t 
forgtt tNt i xood gJD\Cfi\Uier can m.tkfc even the mosr bilslc Ancf $lmple rncou:mer 
interesting. Finllly, retain the balan~ betw"'n physl<•lly·anented and ment.1lly­
orient~ tncounttrl. If charllctfrs do nothing but fight II can bog down qu.ickfy, built 
an be just as duiJ to onlysolvt puu.les and riddles. A balancr apP'roprfate to the mood 
ot the playmand gamtmattltr should be struck. with though I Mid acdon. or best of aU 
Uloughtl<ading up toKnslblc and e!loctivo action. 

11.3: REACTION AND INTEJtACTION 
Rmtnnbcr that by 1 heft awn UJ:hts the bockgrou nd ch.aroctrr.o of your world IT< 

os real and lmporunt • your plloyns chara~ and hn• thenud accardlng to thot 
principle. Uyou w•n• thtm to...,. rultotlltp!.ym theyho•~ ••~>< tmltedlllctod•rr 
C:hancttrs fn~'ft'y rttptcl. \\'c- m:ommmd: USing dtt fuU sundud ru.lu tocrea.tt your 
badg;tluncl chlli<Tm. Thbccmpl<t<ncsssbould apply 10 floo\ 1 I><Y .... pbyed os w.JI 
osi>Ow tlltY ar< created and lwlcll«< m<dwualf,: lladcpuncf cbor.>ders s!PIId 
display sensoll>d lotlk with reasonabl• m«tvation< based on 1horperson.Wty •nd the 
situatiOn. They shoUld no1 attack sokidaiJy £n t'\'ft)' aM. or run In frigha from the 
playt:rchara<ttft. TMy should display tht (ull rangt of hum~n rmotJons, attitudeund 
D\Qtivations. 

Uch pt1'1SOn Mshtsown pe-rson1litv, and ihiJ sh<.1uld dettrmlnrwhat Mdoesand 
how he reat1S to lht 1\tllonl of' pl.i,yer char<lt te:r. May 11 ftw Un1es yourself. and then 
when you pl11y Ai gDmtma&~tr. react as you would if you "'~~" pli~yer.. Too otte:n 
gamemasttrs kt thclr cMra<tm IAk.f ln.slJJts and sligh1s from r l.,yt:r charadm whith 
tbt player c.hiricters woukJ 1\f\16 take. There 1.s a trndcnC')' when running a wholt: 
~'Orld to look on Individual charadm wilfdn U as txptndablc. Thls may be true from 
t.be ga rn:eaw.ttr•s Q\.-ervicw, but each of thosr chuan trS ts 1M whole world 10 .hlmsreli. 
ud d.tlnit•ly nat expendable. 

K<eptlliolflmfnd. ond .... u thepooenliil of your .. 'Orld.•bod:ground dw>c· 
tm.. The grut thing about bdng • gamemast<r is th.Jt }'011 get to play so """Y 
chiataC'ters. lfyou~ttROOdJIII you can triakt'r.KhOM unJq&Wand mt"mOr.abk. Let lhcul 
fight deviously and fiercely when ~td. and bock down when th.atistho best course. 
p<O\ided sucllictions ftt their penon.aUtla By doing tllisJou wlll find th.lt your 
pl•y<rs mjoylntmctlngwlth the worid more, and they will fin play morechallenf!1n~ 
load by ecample. U you roleplay the world well the pl•ye,.. will rol•play their 
charactM wtlL 

11.4: GOALS: TREASUR~ AND POWER 
Many adventurts end In 50me form of rtWard. either male.rtal or spldt'ual. Thh. 

caJl rome in tht mc»t obvious form, rtcMs,.- or in more •ubtlt forms. &uc.h ulnc:rea~ 
sta:tus ln the tya of 1 p, or a1tgtnda:ry repullrion. Difftt'tnl charactem. should ha\""e 

cliff...,t voloeund pmon.llgoal>. and there sllould booppor1uRIII<s In mare thaD one 
uu •vail•bJe on In ach'flllu~~ 

fun~ n~tliwoot too much or too littlrolanythln:g.or conantratr too much 
in OM a.m. 'tbu wtUN .. 't 10\I.W yours:oodjudgctut, but ~lly gh ~aw•y enougtt 
tolo!eptllt ployns .. tisll<d.but natliappy. A h.appy player I$ a ,...leso pbyer; but if 
flo gets only barely enough he will no< go< bore•r •nd wUI <ontin"" 10 .. d: new 
oppottunltlts. Be csPtdo~ITy c.rdul of magical Items. as out1intd In the nnl section. 

F'uully. d<111'1 let thoio charactm wno h.Jv• advanced b«yond others In yaor 
c.tmf":llgJl ruff ovtt thtm and inju~ thtm, and especiAlly don't Itt d~.otracters do 
An}"lltlng to other characters who they have not met In A logtcal gam• contextlf high· 
powC'r charadt~ want to ln1trac:t wlth low-po~:e.r c:Mrllcters, Itt tht:m do .so Indirectly 
orin same limlttd c•paclty as bf:nefa,ton.. s.pOnSOI"$, or lt4dtrs. 



W'rth tho- - ·<rful dw•ct<IS you sllould ronsid<r<IICOOiroging playns to 
rtd,. th<m to your ... •lltr th<v M-~ achtn~ llW'Iq;<ndary OUlDS. 'tbu ., 
pmem.a:srrr m.l)' thtn play thtm as b.dgrou.nd cha.OOm to gftlf'rOII~ ~d\~tura and 
Arttvlties and bf bmdactor5 or vUI.\I.ns l.n the' world. They ha\'e the- adva.ntagt~ of 
<harac-tt rs alrtady fully deveiOPrd by the pl.\)'(r, and d ear and prwsc-nt reput•tlons 
with the othtr pllytn.. Generarly thiS concert works-very well. and Is wekomtd by 
pllym. tllough itcan'treallyb< ollrt<d unti you'v•bc<n plAying lou whii<. 

U you find I......,. of .. ysortli,<tling out of hand,~ 110 0.. ~s.t<t •nd 
Nlo,sof<djWtlll<d in r<dudng i~solong.s you do so laidyand C><plaln why)'OOI.,. 
doing ll..d -it will b<nditlho pl•f<IS in impro.·<d quality ol play. 

11.5: MAGIC ITEMS 
Magic iteml art one of the grc.al ben~flttt and ba.ne5of many lantasy<ampalgns. 

Thoyshouldnotb<gl• .. outtoofrr<ly,blllthenumb<rlst.rJ.,.lmporiiJ>tiOUmittn.n 
Is LtW n.hfl"e'oltht 1ttmr.. ~ ~kS nevwbt so mAnY itcmsolholyor m.tgial ruturc: 
anil.ablt that they could malo. • flght<rtlx eqUil in mai>J<of 1 1\0~ orin boly powors, 
ot a priest. A NgicaJ item is onr which h.\s ~of magic in aCidition to Us norTMI 
ph)'ll«l proprnl~and they can be of v.triouslevclaof powtr •nd hne more thAI\ one 
power. A holy h~m is of tht same nJiture. but derivts fiom A holy tollht r thu mAgtc<tl 
source l.d&tr Vt1'$k>ns of bo1h nuy be bought OT mJ.nuf.lct.urtd, but the senouJ ones 
5houki bt filhfr gr.-nted or fouftd, As • generAl guldrlme such lttms shouJd rtm•ln 
lnt"!"'a.!Jl:~•l•nclconsist<nL AAngl<pro>dpi<shouldguld<th<powmofanit<m. 
A J whkh "" O..une and Itt~ $Vl'lr b:tM trwu is nakulous. On i kswr ki.Jf 
&ue:b tblnKs u IWOrd' w tue:h li r. m 1SSJid art' fill rty siiJ y. You 5hou ld try 10 t"nvisJoq the 
ti&mctoT .. n item ~fonlc:rutingit. J't)wcrs-should bt ret.tted,Jt thebes~ and ctrtuJnly 
ntvtu_l odds. M01it Items of seriouj power &hoold bt unlque, .and lfS;5er itrmsshould 
ha\'fonJyoneor two powm, 1nd be limUed by dl'l1e orcharge5- A>wer1can be derived 
uslly !rom""""""' spoils. 1nd lor mar< d<toll on moldng wch lltms..., the t1tli<r 
R<dooion Enchant<tsand Art11l«rs. In addirion.lherrio• «ltcllonoflypiCI! It<OI$ 
in lh< app<odi«S, 

Hn .. , lly. look in Uttl?lture and myth for cx~;mples. Pmptrtin giym tMA "~ 
i!lmasl alwa)1i logical, and often rl!late 10 the p~ctJca l pl\ysiclll UH of the lttm. for 
hample_, heigi'Htntd sharpnt$5 In .t sword.. or fbmt-dellection In 11 roh.lcold. Us. )'l'ur 
d~ a:n~ thJn.k about "'-'hat iff tel the ittm wUI 1\1\'ton youtampaJg:n. Don't pvt 
0111 lhitt&< whkh w!llld the <h<r•ct•r wade thtollgh .u oppooillon. or ..-!Uth liiv< 
Mgldve powm whKh ,..illNb tum usd<ss, unl& he ~~.as-cn.ncrol<$aplng 
thim. .".ISo,. tf you ,u'f going to 1\.a\t Hems in tM possession o( crtatures or ptl10nS 
bcfono pli~ get hold olttlem, have 1 ho5e ptrsctnl or cna tu-rcs ust 1 hem in !t.df -dekn.se 
10 wh.at~rd~lff tke)•<an. and 111ke lull <JdvanMgtof the powers Itt tMkbt:nefit. Oo 
noc 0\'erlook 1ht use of "'Siti\'c pc.1wers to counttrbahu'IC'l' pos;Uive ones in An ittm 

IU: TIU ROU OF THE GA.\IL\V.STER 
In any oompalgn th< word ('( the gom•miSI<r Is 11.., bot lor the gam<IIIMl<T to 

ha\'c fun tht pl.t)~rl need to~ C'njoying lhnnstiVt$15 wcllsoaboY.: alftM gamtmafo 
ter should gwe Cl'lnsld.eratian to whAt the plaverstonjoy as well u to hls own lnttmb, 
AJkptayer:s for i USSC!Stions. offtr tMm a ,-~rfety ofaptions of setting .tnd power ltvtl 
of pt:l)4 Don'l be • pusbovtt bult.lkc their de.slm lnto ruiOnabiC' cansldttraUon.. 

Remember •hat each pli)Tr .tnd ta<h chlr.ICitr is an il'ldavkfual. Don't for<t' 
"'-'''C't'K'k <hlrKitr 10 cocl011ft ""11h 1M pacJc just to t:l'\lh tldnp c.Wu- EAcour1gt 
divmity and your r<Ward wtll b< bd~r roleplaying !ram )'OOir play•,.. Don' t let the 
pKk mentality so C'Ommon in mlept.t~yfng gamncnisl'IINginilion And originJ.Ihy. A 
cer1111n amount of eonflktbetwl!.-n thtdi .. raC'teti l.s Mlura1 and nttn des.iraft.le so long 
u II doesn't go beyond 1he polnt of reason and so Jo"g as ahe game R'm~lns fun You 
m.ty ha'1e to work • bit harder to manage- things when tht chl:riCttrs .-re at odds, but 
)01.1 can c.apJttUu on tht s1tuatkln to rnawt.t~ 1 morr tntmw .tnd vital Sl)·le of 
i'okpla~ Notl\fng m.a.kts d.tngn-.o immedi.tlt Al wbm 11 comts frcm .t supPosed 
comr:acfr Ud IO!eJ)I•ytng. is oitt'n-bdl when il comes undtr J"''f"UR. 

Abov-e all, roltplayt-ng is mtMt to be fun. fn most C'a.SeS_you·n hav.: tht m011 fun 
•nd achieve the mc:dl memorable pill)_' Whett fOU tn~kt' have well COnCt-lvtd Chat,,t:ICT'$i 
In a l'lllly d<vtlop<d world. Rol<playing ts about m•llon. The piay<rs and the 
g.tmtmlSterv.'Ork. tQgether to create 1 world tnd cvtnts In tMt V.'OI'Id whk.h an be u 
oompl<reand b<lit\•ol>lu• an}'llullg In the 1'<11 "'Oriel. II can b< .la1ous ,......._ butth< 
mull <lin b< cpllfting and <ndl<uly mlmaill•n& 











Non-Human Races 
Thosure the non-IIUmltl r~cas of Ysgarth. Mh0<19h '""'Y of 111em art 

humanoid In appuranco, 01 might be able to poso 101 IIUm&n, thney are all ol 
distinctly dillwoot gt11&tic background 

W!yrtan 
-1 on 1 111g1ta1 Sldl 01 cmt Sldl 
-1cn1-«Cni!SI<il 
-t on 1 ~or lNnned Combe! Sill 
-t on Wldtrnoss Surviv1J or ~ 
-t on 1 Spell. eltht< Hifbalist"' a.istmuW 
Cost4 
Sl2e: 11,AGt. 28, TAL: 28, OEX: 28, CON: t8, 
STA: 18. WIL 20 
AGE:250 
POP. 150,0CI().'los$ <han 1% 
REG. lotorir«. Comlxa, MlrdWX, Seooiloc, 
c..digllr;it:l . .o.m.riot 

Tho Edlyrlon d\011 In ICI!IOfed ccm­
munlti• within IIUman dominat>d lOftr\Oriel as 
lit $0\JII\ as nOithern Evaria and as tar north as 
the nonhom Kalf tarrltofies. They are more or 
less human In appearance. though 01ty tend ID 
be contldOfably ihonel and of ..,., light build. 

Thoy .,. USIIIily- haired ond -· 
and bodl nllitltld ....... - .... hllr long 

"""- Tho--tlongiiOd"""" of tho EcfM\on sia.jl. ur and eye • c;twa(1or-
isdc as It the conli~alion of their porn ~t~d ~~l..L~,u.u....=.J....U 
hair n aamlned c by an txptrt. At a An Eclt,yntJn O""'rommu:l!Pr 
glence !hoy cen be m st>ken lor dlmlnullva 
humans. bulol .. or examination usuall! revaals the <ilflfon01a, Thoy aroono of tho 
raees doooonded !rom the Ooth"" end hl\'8 inheritod their magical powers. 
Ed!yrion t;o 1n tribol groups, -lid n much as posolblt,.., hUmatli!l'. thoogh 
"""dotrado wttllhllnan$lor marutadlndgood!. ~ mt'.olgoods. ~ 
"""do 001-. Edlyrio!lhM • conside!lllfr longiot lillspllj IM!IIlmans. Thw 
rudl llllturicy lllta.i>130ytll1 ond ....... be ....... ol220years at na!uril 
lite. 

Gurllteth 
-1 on t ~-- Sid• or Crah Skill 
-1 on 1 Nali1Jcal or Cnft Sldll 
·1 on 1 Nau1lcll or Blade Combll Skil 
·1 on1 Sptl--O<It;drcmr<er 
-1 on 1 Ml9bl Sl<l 01Urarmed Cor!>bal $ldl 
Costa 
Sia<tt,AGI. 28, TAl:28, DEX:28, CON. 18. 
Wll: 20, JUO: 18 
AGE:200 
POP: 250,000/L.,. then 1% 
REG: Serogond. Ustt>dul. Morianoc, lneagola 

Tho Gut lketh are rectal CCUIIns to 
1lle Edlytlon, &lao descended trom dlalllll 
OuthilnMmSor&.TbeyMon ooesallslltldl 
lndiJIII!*iltlniMitislarld~ol= 
Thoyaro-~moropotfi;olly 
~:ed 11\>n tN Echynon. V«Y walikt an grul 
salfoll and nshonmon. Tholr h.tlr Is llght-brown1 wom at shoulder length In both males ana 
lemaiM,ond fleireye .. rousuaJit brawn. Oth• 

e """""'Y. similar tothastof:he 
Thfot 11M no grBII bill of humans 

"' Old io bmiy liiRifled ond dltonded 

!:S:JtV~=~~ 
clan rn IN courds ol the Alach 01 tong of 
Seregond. They "- abo inhorilld oome of 
the magl~l powers of their Oothl>n ancestors. 
Gurol<elh have a longer llfaapan then humans. 
Thoy reach maturflv at about 25 yon and 11\'8 
ID en l\'lfllgl o1200 yeili ol-oge 







APP£ND1X D: 
PROf£SS10NAL SKJLL D£N£f1TS 

n-skiD beneftls .,. deelgned to glw guidance lor 1hoee characters 
who nlj)eclailizing in celtaln professions or .aM1!is, They can be used to holp 
a1l'ucan clwacter develollment, or IIIW II!Mnllllves can be dewlocled as an 
.n.m.IMI bv players or Gt.ls. ~)IOU with to hMI vwy ftrmlv slnJCtured campaign 
you may wish U. Combine them Willi perarr.l ~requirements to guide hOw 
SP ate spent. These n Clllltlly not Ill ollhl poc$iblt prolessians and lhel8 Is 
llll1ly lritinita room In wllic:ll you c.1 elql8nd 1hli list ..... 
·1 on 1 Altad< Sldl 
·1 on 1 Pany Sldl or Ood!ina 
·1 on 1 AllaCic or IJisamjjg Slcil 
·1 on tixlnnce. DJraiii!Y. Combll fWieces or Dlmlge S1rike 
• t on a Medical, So.rY!vil or Mll1llfy Sdl 

Knlgllt 
·1 on 1 Altad< Sldll 
·1 on Qoclglng or 1 Sllleld SIQR 
·1 on Rklliig, 1..aw or Ludetshlp 
·1 on 1 Allli;k ot Milltatv SkiD 
·1 on Endurance, OurA6ill!y, Combat AttltJCes or Damage Strike 

Slllot 
·1 on 2 Nautical Skills 
·1 on Swlmmlno or WaliJr SiA'vival 
.1 on 1 CambafSklll 
·1 on a Wocxlwlxkllg, l.ea1ller5mithlng, flllllng or Clothwol1<fng Skill 

'tldelman 
-2 on 1 Craft Sldl 
·1 on 2 Craft 5I* Ccmbttaty wltll NxNt 
·1 on 1 Ccrnbal Slcl. IUiness cr Si'l8l Sne 

an 
·1 on Mllhlmalic:s or Calgrlphy 
·1 on Writing or lluslnes$ 
·1 on Wrilin9 or Admiris1rlllion 
·1 on 1 lwlguage or lolalhemadca 
·1 on Resealch or 1 IJMneJ Charm 

Scribe 
·1 on Calllgraol1y 011 Language 
·1 on Olumlnahon or 1 Language 
·1 on Wtl1ing or CaUIQtaphy 
·1 on Wr1tlng or Clttlclsm 
·1 on Writing 01 Business 

Low Mtgt (Physician, Herballst. DiWier, Beaslmaster, ate.) 
·1 on 1 ga1lng Skil 
-ton1~Sklll 
·1 on 2 Soells wltlllii Guld 
·1 on 1 Claft Ski, Buainess or Wrltlr9 

fJimenlll Magi lAir~. Hydtomancaf, f'yrorr1--. ~. IICJ 
·1 on 1 Casting Sldl 
-1on1~Sicil 
·1 on 2 SDills wltlllr\ Guld 
·1 "" 1 lloc:mbl, -.. Srnifl "' ........ Sl<l 

High ,._ ~omancer. SOtcerer, Enchanter, WiZatd, IIC.) 
·1 on 1 Cisting Skll 01 Mana Shield 
·1 on 1 ~ing SkiD or WiU Enhalleemen! 
·1 on 1 ~ w!tllln Gul~ or Lost Saipts 
·1 on 1 SDen wltllln Gulld..,WIU_Enhancemen1or Mana Shield 
·1 on Wrttrng or Maglcel """'"""'h 

Sillman 
·1 on 1 Empowering Skill 
·1 on 1 Medlcel SkiD 
·1 on 1 ~lon SJ<II 
·1 on 1 Shaman ~D or Will Enhancement 
·1 on 1 Shaman Sj>eb or Mana Shield 

llerchlnl 
·2 on Ml!ellant/Bushtss 
·1 on~or 1 CraltSkl 
·1 on Ccnn.ng 01 1 Cra!t Skil 
·1 on 1 w..plln or NaJ1Ital Sial 

Prfn1 
·1 on 1 ~or CastinCI Skll 
·1 on 1 Meifical or Prieauy Skm 
·1 on 1 PrltstiV 01 Perauuion Skll 
·1 each on 2 f'r1ta1 or Appfopriate 1'(po ol Mage Spt!l 



APP£ND1X C: 
£QVWM£NT COSTS 

COST 
10M 
150M 
2M 
25M 
4M 
4M 
2M 
3M 
4M 
3M 
40M 
80M 
2M 
m.4 
50M 
2M 
3M 
5M 
8M 
35M 

COST 
8M 
12M 
10M 
SM 
3M 
15M 
ISOM 
l)M 
350M 
lOOOM 
50M 
10M 

COST 
8M 
3M 
25M 

~ 
2SOM 
2000M 
200M 
liOOM 
2M 
5M 
20M 
!200M 
13lM 
6S 
1SlM 
15M 
8M 
40M 

COST 
1100M 
1!SOOM 
4000M 
SOM 
a:xlM 
400M 
100M 
1!01.1 
lllM 
I 200M 
1500lM 
o400XlM 
IIXXlOOM 
1&m>M 
75000M 
1100XlM 

~~masl)/200~~ 140XIJM 
.......... 2SOOM 
T~ IM 

~STOCK & FAI!ack Slcll AdngM TOOLS 

Horse :mtM 
Wamorse 2000M 

~ ~~ 
CoN 200M 
~ ~M 
Boar 80M 
Goa! 3lM 

~falcon ~ 
!!tlttn9 Dog 100M 
Qc 150M 
!'bJgfl 15M 
!lreail(loa~ 1M 
())(Harness 20M 
Saddle 100M 
Bl1dle l:>M 
Hoe/Rake 8M 

FOOO & LOOGING COST 

~~ l 
rltt~) ~ 
Cheese(11bl as 
Dried Meat(llb) 1M 

LAND&EMPLOYMENT COST 
Household Slave SOOOM 
T~Siave 8·15000M 
F1eii/MM Slave 2000M 

~~ = TOI'mhouse(sl!lall) lnXXlM 
Sututan H0use(large,w!2 aes) 1IXXlOOM 
Small Aural Caslle(w/001 land) XOOOOM 
Acre of Farm Land l:lOOM 
fv;re of Grazing U.nd 2000M 
kreof Urban land 50000+M 

WEAPONS COST 

~ ~ 
Ma-;e 40M 
8alde Mace 10M 
Sial! 2M 
DIIQQer 15M 
[if" 17M 
Short SWoo!/Giadlus 100M 
BloadSW.:Wd/Saexe 250M 
Bastard Sword 400M 
GreatSword 550M 
F8Jchlon 70M 
~~~ 150M 
fJl88 lllM 
Glalve lOOM 

~ ~ 

~ = 
~) 5 
&~~· 13JM 
Double Axe 240M 
Halberd SOM 
Flail 18lM 

V'SGARTH 

=:' .. 
=bow Oltt 
Javelkl 
Tlwowlng Knne 
Pllum 
SIIINiien 

=111/"Q 
Bola 

~~ 
~ 
ARMOR, SHIRDS & HARNESS cu.. 
Buckler 
Slileld~Round) 
Shletd Chtvrol)j 
SNeld eglon) 

==~0114"1119) 
~~bow 
leak Nrrt:A 

=~ =I Scale Mall 
Plaltmali!Ugi!Q 
Plalemal HeaVy) 
&rdilg~ealhel) 
Barding Chain) 
Blrdng lale) 

13JM 
80M 
40M 
l)M 
225M 
5S 
15M 
25M 

~ 
20M 
15M 
10M 
3M 
12M 
3M 
8!SOON 
1:1!XXIM 

COST 
4M 
l:iDM 
SOM 
200M 
90M 
~M 
100M 
1!01.1 
100M 
111lM 
1!01.1 
~M 
53:lM 
100M 
1000M 
1400M 
240M 
1100M 
2!SOOM 



Al'l'£ND1X D: S1<1LL LISTS 
Two loll d-.,. orovi<fecf ho.._ The fi/11 lisling Is ,q,r.ebe!icll will\ filii 

cfoocripllcro, Tho-~ a"""" ll>cl1atlil1ing anangod by cOnlribullw D""P lot tu'f 

- · Soma~nuoodfctllkill-co. n..eindude:C$JCSkil 
ll>lt!ICoat·---Ak~fct-nsicii~). FN:.IFa:il:y), 
GRP{ConilbutionG~o~~P~m ~~).liD (M"""'umDomooeo!­
lllclio_,clownd lpooOI),AP~Ptintc..tof-sicllla),lllldi'W>I{Ronvt 
IOOdlllot lot milol~ lid b). 

ACCOUN11NO 
C$"1;1 FN;: 4 OFP: C8 AP"f. Ml 
Kaejllng _,_...., - · boe. ·.....miy and -'tt.(/>1,113) 

ACClJ'IJNC1I,IR 
C$1;7 FN;:3 GFP:OI AP"f. (CEX+J..O)/.Z 
~ - alld pofn fl<oug/1 fit- of -los otld j)IOS&u,. 10 maril'~ IN 
- "'"""'· -~~~ V<iAd be llloeet oomowt111 untOIIoble and oflmitod scope. 
.ICTING.l'I.A'IJ>Kl 
C$1;7 F!C:4 OFP:E1 AP"f.CHA 
l'brnylrQ I-Ill role G001inci1'9~ for "'"'rmiiV11Cirll or docoplion.(E2,E l),Z) 

M!SCNI 
C$1;5 F!C:20 GAP:S2 AP"f.INT 
1llo--oflhof<l(tlciaaeoond""'l""""'"'-I<MinatiOM,mludingKooldcOI\, 
~llailldAnln\ad\a.. 

AElmiET1CS 
CST:5 FN:.:a GR":Ol AP"f.IM:•TAL)/.Z 
w;,; lhlcll!ltrenco bo\Ween11>e beel.'li!.JI and excep<io<loJ IJ'I!11>e ... - •• 

A.."TRMAN 
C$'r. 7 FAC: 20 GFP: S3 N'T: INT 
Sooken by flf pocples of tie ~ftC!. Mtrvvlan EmPre. now tl'le Ptefet"tl..tt"M of Eti'Ub and 
EYil'lt In h eovthem Sua Empre. Also the l1111p;e ct Sus .tministratlon. 

~EMY 
C$1;7 F!C:2 GAP:Nt APT: (Ml+M),2 
Knoolodgeod -lll'ldlholt~, At>lityiOidrity """""''" otld IO!ioure cut 
t-11>1Ml<t ueacl"om. Aloolo>oWiodge of,.mot>lfao<uroof u,.lul.,.,pooncls lor non­
- po-. Cl!ance of S'-< ohoul:l be ~uSlod b Ol:soUI\!y od .. ....,... or 
di!ICol!y Of fie p-inloolvecf. 

AMBUSH 
CST:S FN:.:Z GFP:Bl APT: (INT.JU0)/2 
~and~"' unpl...., !loiiCeJ our¢6o. 

NiATttloV 
CST: 3 FN:.: 4 GAP: 04 AP"f. AID 
Tha poRI otld 01g1110 cl tho boctf. Wheralllay .,., w!lllldlay do. 

NWI>l. 11'\I.INING 
CS"f.·S FAC; 4 GR": Kl APr. OPIT +CHA)!l 
Trolnlng anlm&!o lor comb«! 0< lXI do lrid<e. lnQjdoo .lllocnry and ltlotod ol<ib. Sl>o<.fd be 
loamed_..llylo!dlflol1nlty)leeoftnlmols,wl'lllovelstrO<n"""l'fP'comrlbullngiDcthn. 

AOliATlC SJIM>IIY.. 
C$"f. 5 FAC: 4 OFP: L4 N'T: {llEXtiNl)r.! 
Sit~; oiiYo on and- tho.....,, firdl"'l eqlloSc ...,res$ of foocl and &Ink. !hough lila 
pcaoioltdorUonofiUI'Iivolwou!ddepotlda-daolon-.. 

MlfiOfff 
CST:7 FN;:3 GFP:Jt N'T: (llEX+J\.!li-2 
t<al<ing Iron and 111&01 onnor fotln•riC>t bu$11:>...,. ~AC oh>utd ba &4111edior111e grede 
Of«>!! or-lllompled. 

merrPOISON 

~.J,;, ~~ ~~ Of~p;if'liiZ ...-c. and ellow time fotmcro 
-~..meot"'CSl lOmooiatilv nelllr~ liP ofpcisondii!IIQe upmh6n1he 
aubjec1J..-II HP. Effoclol..,fo<Sl>SnVn, Ill ollicll fiOi'"dal!ia~ begin&1>m.m ID­
ola rllool onalil' per Srnfn, 

ASSESS Fe<SCN 
CST; 4 FAC: 4 GFP: F'l AP"f. !.JU0.00)/2 
lillfn;ltla....,,.otld"""'of•pe"""-andncwhtl1&ndJinrw;wiDyo....a.mopololin; 
frtmi<4*tdaJ"""""'-
,1,9TFl)()M\1 
CSU FAC;2 GR":C1 AP"f.JUO 
Knoo!adgt offltnusancl ltloir - .(1.3) 

AU9CI.IN 
CST: 6 tAC: 20 GR": S3 N'T; IPIT 
=~=offltdofllnotAuodanEmpinl. -lhl,_ofAAI.,ialtln11>e 

AW.~ 
CST:B FN:-:3 GR":01 AP"f.CHA . 
Glvos~UMrll!'litlctti:Nd a.~fora.lltim. ThiiiM!odi~ tffte11tNltald• ~a number 
cf mel ralllBd apell>and INi I1Vf Slofllll> olollodd clirwdi lXI SLod Con1Ao;Jon, RalalMo 
cr Bympelhy ""'" ..,; spel~ iri-..~Wlg ani""'• t>wl'idt11iio olfinlly eppllei. 

BACXSTI'!IKE 
CST: ~ FIC: 2 GFP: R1 APr. {AGI+JU0}.2 . 
~u~bolllnde.-_ W!ISLallo¥.o,.._.,,l*)dWbe!oro!;••••'DI1-
III*'d "'f· The olfe:W.SLofll-~ _.,. ....,ld be deer-Ill' 1 toraa:hSL of diiaskil 
ar Cb&arYt wt¥ch 1l'!t target has. 

~(I FIC:< Gff': H3 APT: (CEX IN1)!2 
Tumlrcl v.nous grains. in~ b.'Ud. puP&IW!d ~w Gletaly l'.ap!M. 

=RINGFN:.: 2:2 GR": Ol N'f. OEX 
The C!'\'il1!1 od heir 110d otbor ospeeU od pe<>or1tl g.-Jng, 11'41dlng 11>• notmem of 
lUI'!~"' ~·-lil!B} 

BASTA.'{) SWORl 
CSUI7.W Ai':24 00:~1(1'6 FN:i:2 Gll':Pl N'f.!OEX+STR/1 
A compromilt ~· dosigned fDr one-harlded use but ht.tvfer. with-room brtwo handS Oil 
t!>thiWllld tl"'l•gua'll. A!loeailed 111e 'H.,d&lldaHtl!' .-.1. The hlgll..,cltYalo{>!l>e'" 
oJ,;, fc<rn""' !l>o bulort·hlllod ~ O.ymcre Lon;t> Ia -·· 

~ffK~: 21 GRP:\12 N'f.IN7 
Tht llnglil;t ofBa.trAQs. Nsodlffic:ull for R~fttte fwiMI'I'O'IQ'M.IOP humarta aFN:; of 
a 

~~f'j.p, 2:2 Mil: 8/9,0 FAC:2 GAP: P• APT: ~TI'\.ElElQI< 
A IIIOer. sinP:·t:fath!d axe.-o!ttn wilh 1 point or hook btf'tind 1be blade. Used on.:handtd W 
eomftmes ~ har.ded. with 1 »33i'' J!ngib. 

~~:'~: 24 MOl l®P FAC;2 GAP:P1 AP"f.(STR>DEXI/4 
AIIIX!rl large Wf'lioD o41he mace, used in rwo handt. wJth & lha1t Of e)Joll1 36(n, 

~ FAC: 20 GFP: 54 A."l: INT 
Ti'iafillrc!a'-1<1 cant of Kaal ro;iont. 

B~G 
CST: ~ fN;: S GFP: R3 AP"f. ~L 
~lno ''"pew.: of be<Mrll rill• n "'"'''"· When tleJse1< SL Ia eddod !0 -~ SL 
~ 1tom mls.sile «mk Sta And Gtftnsivt SL. I~ lddi!IOI'I. CX:: Is lnetused by a 
potetn!ogo ll>llnd br "''~lite Bo!torl<er's CON .. ,.mend~~""· SL"" !llalidll 
Cl.tYI Wit men.1icned in the ldviN*I ruies on sicilia, Thia same perte~e tS also 11ted aa 
e tamporily amoul\1 of rrcrepe on HP. Bt~ dwac!Sf'S alao l'ltVtr nHd » rnekt rolls 
oQOI..,polne<unocnscJc..sna,., Th&rt ba FACof4 10 lrl;gw li>orege and e FACol2"' ood 
tt. ll' it e not ended In tlmtttle ~ wru bt;in to attacK his ocrniades wttcn he Ntlt out 
of enemies to 1r'.ack. 

BINDWOUNOS 
CS1. 2 FN:.: 2:2 GFP: D4 AP1. (Oi:X•JUO)/.Z 
SIOpjlll\11 li>ollcwofblocdtrO<n a,....,. -~'""""r domageor loose! clrculallcn. 
EaCii SL ..-.., tomporall\' new~lzo• 1 liP of.....,d ..,.,. up 10 hell lite liP In Wo araa 
1NOI.C'Idtd. Blt:tllutfofSI.x'10:nln, a1 wl'ilcb pol:m dl.on1;e b&gi'l5 \> rn.tn to effect at.a rata 
of cnt HP pet ~in, 

~5J.I. AP: 16 MO:Q'&~ FN:-:2 GAP: PI APT: DEX/2 
UW.g11>otse!htodcdlrnago. MDg,.nolarhUf!llllcil"""'""ow.iis~llerleroomo.rumo:. 
ancl rlon-h.,..,.. 

~ FN:.:• GFP:X2 APJ;JUO 
Flncliog 11>o bes1ovallallo campolto or plaoe lXI ,..t 

ElUDESMITH 
CSJ: B FN:.: 3 GR>: J1 AP"f. tDEX+JlJO!R 
CraaOilg hoon Jlld mol weopono of all &11!1a, pai1Jelllally .-rl blodet. 
adi!Jftta tor gradt of ;on or s~ attomptod. 

FAC should be 

BOAOGA.\liNG 
CSN FN:-:4 GR":G3 AP"f.JUO 
Wlnnlog l11lltgy In all <ypoe of board otld 1lble g._ 

~e I'M S AP; 4ll 1.10: 11110 FAC: 2 GFP: 03 APT: !JE1(I2 
V.. or ltlreo Woisl!lO ....-ed by a1opo • ., .. 11> 811:aJ111fa and <hel>lt run""g onimel6. W 
a suocessf!JIIii~Sir..adt ln ~e lo;t an AGI rol mUI1 bt mldt to a'o'Oid being en-.an!llld. lr a 
Nl is madtln tt'le IWTI!t 1 slm!tr td.e must blmlde I:D e'IO!d loss cf tht 1M of that 1imil. 

SOOI<BNDING 
CSU FN:.: 4 GR": 11 AP"f. (CEX+JUOl.2 
A11racMivlind;,g and ~ectin; books otld mllllUsoi!p1a. including lnlll>lng of vellum end 
pa~<~~men!. . 



IOIIIN~E 
CS't 5 FACtS N'T Q1A _ ... _ ... _o!llnllyfor'-._wod __ ....._, ,ooiudi"'l 
pli!. 19. dw. m Tho lmmodln- io ilwtft lids ill10il!lblt ollniNI..,.. SQOEs 
nh:-=oiiNI..,odddilodlylo9L.oiQonlogioo.-or"-..... ..,.,_ 'I'* . -»olicioiNIIIfNroppill. ..,_, 

IIOWl.Nl 
=.~ F.AC!22 OR': Go N'T! (OEX•AGM 
Llwn ond pin~ oi...,.IOII.In.o!Willlllllng I W. IIIIV<'-

80NYB'ffll.ETOHI 
C$U F.AC! 4 GIP.O N'T! ~t.Ull/l 
,.,.,_,., _____ .........__ ... __ _ ....... ~ 
llfWER 
CSU F.AC!4 OFP: R N'T! (OEX•JJ!ly2 
--~-illmooo-...Sforv-- C..W.N...,.,_ .... -.. ,.-.,.,...,_~ 
RWHJ 
C$'t 8 F.AC! 4 OFP: Hl N'T! 1NT 
MOtilno-ofiiOI!olilt qo.ay llld~ -~-onolrr.g.-..ond 
_..,...of_.. .. -C$'t 3 F.AC! 4 OFP: ~ N'T! (..l.II+OiAJil -""""*'"'_"'_"'_ .. _ 
IIAI:I<M.II<m 
C$'t 4 FAC: 4 0FP:J4 N'T! INT :;:o *! ond _ ,.., llridc. Prcclue!ICO of fi!w:l bndc llldtf~Ddtxldc '*l•lrolddltlonol 

IRCW:l6WCA) 
mw AP:22 IOCI!Iot FN:::1 GA":P2 N'T! tceX·Mll' 
Am~priiNiily ___ ....q,t...t~y,_apaonL UMd l lloncled. 
Sil~n lonv· 1JIIillly '*two odgM illd 1 lui gow_ 
II.OQ.ER 
CS'r.SM AP:i/0 107}!.6 F.AC!2 OR': I'I API:(OEX...u:Jll' 
A-WIIY--•'10111»_h..,.otrl""*"'l"""'~-­
~--8111fn. 

~ 
CSU FAC: 4 OFP: ~,:U·AJo.!lOCJ/2 
Dilling d ond ~ 1!1 • or mnlmMspt~m.(B13) 

IUT06fl' 
CS't I FIC:I OFP: Hi' API: G:IEX~I! 
~ ond !ldooi-f--F""' lollle. fP17) 

m~: • OFP: Cl API: DEX 
oril,gan an • woll~&l..., of........-, Cho!IC10J looms 1-S1y1111 
-~ ..... ~,) 
CAUOC 
CSU FAC:ZI OFP:SI N'T! !NT 
5po1ctn lor h ililll61<111 poop1t of ThiMot. Vni"ioal.lm!lll ond Hr· 
CANINEJWPINE 
C$'t5 f.AC!8 GfP:OI N'T!® 
OO.h_M_IEoilyfot-•~w--_,.... Tho 
-l!locsltlllllodlfta_ol __ l!>llll .. 'llhi""SI.ol"'tl<il 
odd~loSI.oiCOologfon.-.. ~-CIIIlnG opelll~­
IDwNcltiNI~--

CN*>A 

~,.J~v~=~~ 
CAR) I'I.A'!N3 
C8't 5 FN::: I OFP: 00 N'T! JJD 
tcnoo.todgo of1ho bllolhllgioofn I Yllirty ol ljl* ol cord lOCI o:llil-, 
CAR:)~ 
m • FN::: • -. 01 N'T! (TAL..JUDVl 
~h*-fno~Qbh-oliaodl.-ond~N1!oollil:!l-­
--... gorw'lionc<911DIIo~~ 
CARTtliJIWIHI' 
CS't I FN::: 4 Cll't': Cl N'T! (OEX•JU0)/2 
~lond .. -.. ..................... (aj 

~ 
CR 5 004 CliP. 0 N'T! DEX 
~-~~ .. --................ ...-. 



cw;r 
CS'f. ~ R\U N':: '¥1 110: Q'Q'& fN:: 2 O"': 02 APT: OEX/2 
/lo. Ho lo!!Nd ,,. poiolaO-. dool.;nld 10 '*""''" N""' 106-_,. 0011 al -~s ::,...~ N'. a loD:Q08 FN::2 Gff':OI APT: DEXI2 
/lo.~~--wltlaU-"'*91otf*_W'4 ___ 
~<&«lin~ 

ce.oa.oov 
CST: B FN:: 2 0"': N1 APT: t.Ul•Ml/2 
-olhtMI"' w ~clder:oonL -~_.,.,......,... 
v;.s.:ry of C::.mcn~ The ci'IAtlce of lvowMg the r.MII ~ 1 ~ 6ttncn or a dltnon wi'lh 
·-~ powtr~lt rclltd In fit nom'lll II'\IMIII', w!lh an ldjlllltl'nlf'lt fot h obtcurlty of 1ht 
d«nonfn "'-· Alto lndU..., Ia~ .,.........., halrai<h4o anCIN a1lrlb"'"' of 
hlYfdlltlldomono. 

ces<RTS~AI. 
CS'f.• fN::2 0"':10 APT: M 
SlrMiil!ll'idWM-ataoa,l~--"""'--""·--"9 
loodw-

~~ a F/IC:2 Gff':O< N'r.OEX 
AIN9-....... ·---··-""-«10d 
DCN3 
CSl!S FJC:• elF": OS N'l: (!leX+.lJCIQ 
Kroo!edgaoft>oloilclllwdllw_...,~_ 

~ 
CS'f.B FN::• O"':AI APT:tJUO•~l.Q 
The 11011 of cltalilg Wilt\ to<togno11 ""lie """"'"""'dl~lolng Y<"f dlacloln lot-. 

~ ~ "-1:6 N':2~ t.ID;l)'I,O FN::2 OFP:02 
loFT: CEl(l2 
Alotga,qacl- dille. ~~naa")'.......,_I•-""Mw""llltadga~canloloc:k 
Ill aOioN!O<II. Olamtlor • 10.2!in. 

C!SOIJISE 
CST:~ F..OC: S elF": £I An ~•OfAj.'2 
~,__...... ..... y<l<llootl);s-~1) 

t\Sll.lH) 
CST:e F/IC:3 elF": to APT: M 
TuminJ!rulctp ooo~""'""'-llq"""''"-""'·-"'• 
IMII.*NIY lc;t.llp!lll'lt 4 • 

Cll'IINEAIO 
CSJ; ~ FN:· 2 0"': M2 Af'i: aEA•C!WR 
Allow1 11\a~' l lnttNtn!IOI\ of lilt deitY in ~~-~t u11. II~~~ N ~C'Ier to 
oonvlll Col Poln110 (Call)' ~~~~""• Po~!o) 10 M,.,ap;,in\0 a\ a rtla of lilo SL al IJ.,. PoiniiO 
gained J* C:OtiVtrtld. 

lliVNG 
CST:l FN::S O"'.IA AF1: CONIAGI c;,;,; .............. ,._ ... _ .... Sklll.~-ol-
~...,....wcomblt. 

CO!lGf 
CSl: <51- II> 2< 10 Ill. FN:: 2 elF": PI APT: 10.2 Tholloh..-.1 ___ ,_ _ _....,.,._,._ 

~of f>a , ,.,.._, 1D ;« O<ot tiN_, rl811t.a:lc.!IWI) 

oontAH 
CST: B FN:: & elF": Ul APT: INT 
Thalq_of..,WnoiWo .... o,.er~""ltnl..,_,.raofYogtm. UNliA 
In tQtN nu of INiil~ lnd In commullic:dtlg. wnt1 rtl""f llellJtt t~~lri'!l from Nte 1t1cltn1 
limao. 

OOJ!Il.Em£ 
CST:e/ll9 N':2< MO:t'1!!,11 FN:<2 OFf':!'< N"f.!Sl'R;OEX)J2 A 
'-'llo,doullobladooaa.,.,ai>N")'- UtadiWOMnclod,,..2in!on;. 

llO\YSHl 
CSl:S FN::2 - ;OS N"f. (TAL..uilll2 
t..ocoi'l-ord--:.t9!*""9>0>1 ............. 10d.,""'"'booal .. ~"'*---·t=a .... Cl'lA-=· FN::4 OFf': CO AF1: (!leX•IN!),2 _ng_ .. __ b\Wodi~- <nogea~--ard 
poamlyWiflcolorordcltco<lilori (CI) 

CRVNil 
CS'f.3 FN::4 OFf':GS An (OEX+AOO~ 
DriviiiQ • tart wagon Ot cameo. fl nOI!TIIl Qocxlilians. If ta1\ll'l u II.Mmecf Sldlllt COYita 
dhN>g-lnComOII ouoci"J- N' CC6l ~ IOcr mo<t. 



loomollo9~ .. -
FALC>illN 
OS~I/7,1 AP:22 MO:CW.t FN::2 GFP:P2 APT:(OEX•Sffil~ 
Tho common an• .,....., • ~~~ od;ocl. - · oll>MIIy cucvod Mting­
u.u•I!IUittfl«W10illoflrvnw,._lmli erllnllcan Dqutii'ry. S1rr.tlwkldel~n»all'lll:hete. 
2&34fn~.w:l!laru~g""", 

FAAMNil 
CST:$ FN;: • Ill¥': K1 APT: 0NT tCEX/2 
Planfngfll!d1lt111QCI!>~C'"91 ol~l-11wough1hag.-;-. 

f~ csu fN;:4 Cllf':J1 .APT:(OEX•JUOI/2 
\\lri:bglmll"" - · ~ ~· -(~ ~""' ~nnluuga 

~ FN::• 01":01 APT:OiA 
m... .. _.,,_..,. ...... ~ .. - Tho-d!a ........ r.. .-,. • ._._...,w...,..,SL~.,...,..rc~"Sl"'~ 
-"'~-~--.g ......... wl>dltil~..,pioi. 
row.~ 
OSU FN;:~ Cllf':S2 11'1: tiT 
S¢oollot"'9am..- lof- ont>o S..bodor 

FIND FISH 
CST:5 FN::4 GFP:l1 APT:.IUO 
~ocllcoiaoi~IIIIINI«Hiooty-b!onln lll<aoetMI, 

FlAJL 
CST:.,IJIOAP:32 MO:I~~ FAC:Z G'P:IP5 APT:(SlR!C€Xll4 
A~~ 'Nith S.5 c.h~l 11 the tnd Tilt cfllll'llart uul y 2'+3611'1 rong •r.d 11\1 sn.r. it lbovt 
1ho..,.l..,¢>, Cllllntw.ll bafppocl l>f~koclmr1alblliL u..drilosl!y!Wol'ondtd. 

FLATTERY 
CST:3 FN;:< GFP:o\2 .APT:(IHT•O.I/2 
~""-l>flellnf11>omw>ot1haywanll0heor. 

~ FN;:I Cllf':C2 APT: U) 

""~ .... -"' ... -···-"~,."""""'-""""""' ~ll'd"'(htlll- - .. -_.,., ___ , ,...,._,.. ... _ 
RlR3S!f 
CST:7 FN::Z GI":CI APT:~•J.Ol'2 n. .... ~_ ... _ p~oooc.,,......,oi ... _'I'Pedd~-
r.,,;."""* ~ « W1. 

Rl.NlRY.Rllt«< 
CSU FN::3 Cllf' J1 APT:illEX·JI.~ 
~·Q """'QI'diP,..•"'I ........... _ .......... ~ ord-
- FAC_ld .. *'•:acHor1ha ..... d..,et-~ 
FAAIIING.9UlONG 
CSH FN;: 4 GFP:II APT:IIlEX•J\.0112 
Con""""'ncfboilcl"!!l!om-«wlfl -tam" 
GAMMAN 
CST:5 FAC: ~ Cllf':S< AP'IliNT 
Tlllef;\Jndt,_,dCI'IIcfK\"'I''IC ... -,_., 

G.lf01TE 
CST:81~- AP;20 MO:ae.~J FAC:2 GIP:P!! A!"'!OEXIZ 
Alina."-odWII.UNdO/_'lii_NI1hanadcollvlctil!omba~odnadtr"clloia 
bllft.Uoodtwol'oal<iod ... ,.:16<42iil ~ 

G.~T"..eANGIFC!Wlf 
est:! FJC-• OA'•IO APT>...l.O 
Fn:in;wlll .. ,.--.-u...-. 
GeSW.SHiP 
CST:! FN::• 01":81 ll'l. f'lfo,A.q/2 
~'-va-GI_..,,_,.,...,_ .... _ 
~ 
CST:! FJC4 01":02 APTUJ 
~- ... llnl-CNrcaai-"'I• P"--"'"""'"io'"""""'l>f , .. ... _ ...... _ ..... ,..-....... ~~ 
()(.OM 
CST:~&'l AP:2! M0:<11~10FN;:2 OII':Pl APT:$'0€Xl'~ 
Ablodtdpola,""" -~•-on•a>cl<nlbtood.alio" CUMdtltdo..Oa 
tingle tckll. So~r•D'~r~ .. 1110 Ne 1 nlct paint or f\11'\ a ~~edt Uiu \IMCI two l'llnclld. 
Lari¢'wiill"''~'' n-1111o 





MRClUE 
CSl!7 F/IC:! ClFf':AI APP.jM•SOCI/2 
~-llf~-·-.,.....,-..... 
RJH5IofniN) 
CSN F/IC:4 Cll'fi:JI APP.~"'-CJ,~ 
IIIIOng-ioo-~bel!erl-tod- FN:-boq.....Oio< 
hpjtalioft«-~ 

.ENttSCH 
CS'r.4 FAC:20 Cll'fi:S4 APP.INT 
C7tllu""*-id Clift of ScMt.n Silo Empn. 

~ 
est! e F/IC: 2 a"': J2 APP. ICEX•IIIT)Q 
::==of~ltld--.fllctudl11!111wlbilylo._valuo 

~ 
est! • f/IC: • -.a APP. ICEX•.IJOIIl 
~"'"'""'"'--'"'"'_...,_,. __ atd -.AJGGI.N) 
est! I F/IC: I QIP. Rl APP. OEX 
t.!Mnoiolllltod-.... llylnpiMoing _,.from bii1CIIolloncl. FN:fo oquoilo 10 
m. 'llo ,..,..,al bolo -plld.ptJs on ~niol 0 lo3 points of FN: lo<unwoitdy 
~ 

JlM'ING 
CS1! 4 FN::4 G"': G4 APP. NJJ 
Clolng lfti1D OINI< lloi!IM <11 dislonoo. Jumpilg d- 1o ((.\GVSIH) x (SUS)) + 3yCL 
.-ping 1\oi;M ~ (~) x(SI/8)) • 1y<fs. AP 0011 Is 1!0 b 1 "'I""'P· 
1<.\S.C 
est! I FAC: 20 QIP. 51 APP. HT 
~llfN-Kool~ofe"""'*oi""""~A:dmedl&,­
~~~n~Joev~:. 

KEIH( 
est! 4 'AC: 20 QIP. S4 APP. M 
lliol\l~-al--&r4*L 
I<E1NOC 
CS'r. 5 FAC: 20 ll"': S1 APT: INT 
Spol<ln l7f h Komloc peoplo ol-...., Morolt ltld ..,., ., ... bordo~ lilt 6101 
Emlft. 

~l!Ztlo\ 
CST: I f/IC: I ~: U1 APT: M 
~~q-,dmlopodllfill-bndt>dl-lltet 

1<0( 
CST:M/7 11':2< ICN fJC:2 GFP:I'I APP. KJI.~ 
n.. ..... _al .. olli:b_in,...cllsriwcn.~lll<lllronlwsee 
- Thtpenyolcl""'llicfct.t..t FN:a;o7no:ci.O_.Ind '*lfN:~qe 
ondp:;nt-

ICMT11Nil 
est!! fN::4 ~: 12 APT: ICEX•M)I2 
~ yomltld lhrledlnlo-ltl~ 1t11 Ull olnoeclilo.lnciUcl;ngcr-g ltldcrewtl 

!<NOT lYING 
CS1! 3 F/IC: 4 GFP. l2 AP'r. ICEX;Iffl)R 

1\'irlo -· oringllltld -lll>dbll.....r.i In- ottl-lnd - · 
IGlll.Am 
CST:! fJC:t QIP.UI APP.M 
R.di!ftlry-ollwOoflonbooed.._lj>Oioonllf ... ~. 

ICI'VENC 
est! 7 FAC: 20 Cll'fi:S1 An. HT 
Sccbn ~~~in lbilnot.Soilllodl. y- Tyol.~ 
IMr:IMII. lnd !Joegyr. 

L.ARAT 
CST:eNT 11':21 MO:NA FN:o2 QIP.I'5 APP. (STR.DEXJ/4 
A <OPt ..... ollp.lcnoaod loop .... Ind. UNd .. "' lollngling -· wltll two hindi. 

LAW~UOICIAI. 
CST: 7 fill: 4 GFP. C2 APP. ~NT +JIJD)/2 
Ktlowlldge of illlaw.llo lflllb1loo ond ~""'bod\..,. h pce.1ion ol-. -ird-



IMt.lil«< 
CS'P.7 fiC:4 OFP:E1 N'T: ClNT.OWQ 
~-,.,-....... -" .. ....,_.__.,irl;uoot 
!O<N1NGSTAA 
CS'r. IW/7 AI': 20 Mil< &® FIC: 2 GR': I'll API: I'S'I!I•OElQ/4 
Similar II) IN W. wlfl • tllgle bill Md cl*n and to'!l.whai amalftr dtmlnSiOM b on• 
,_- Tocollongollt ... ~ • . 

MC&M:ITU 
CS'P. 5 fJC:. GR':J< N'T: !PeX·IHlla 
Tho """"""''"lind"""''""*" of~ frrad "'ploinlilt ill~"' ,.,.~ 
IOJNTIJNEEFtNII csu FIC:C GFP;lCI API: IN1' 

:=.~:==::--ccod.liowlltd~ -­
~VA!. COMBAT 
CSH FIC:2 GFP:LJ N'T: (NTtJUO)Il 
O..ldlo; • ohip or !Ito! of .n.,. ~ •-.......,., wllh ;>l!1icllor""'-.., 
~"""-- Canlo0 __ ..,'11<1ictaod~lorboo!-
~\/1GAilQI 
CS'P. I F.IC: 2 GfP.LJ API: (INT+JUD),2 -!:of_, ... ond ..... ::'fJf";o<flomr'"' .. ~..,.. -~of~ ::::1.:' ~ ~ rtquh" o talhOI t;Q leWI of oldl II'O<MM l1y 1 por15 

lET 
CST.- ,1,1': 10 IMC<- fiC:2 GFP:Pil N'T: COEX..\ON4 
&tnlotiO 1htfitll"'ll:>oi.IM we'Qhlod "'duoodb>On,.. ... or en!oriil• May oloobo ,._ 
10 tf'l~ll at ll'l'lt109f. u,..,.~ UMd one halldtd with AnOtNr weapot~. cramewr it tboll'l -· NETWBA\/Nl 
est• fJC:c GR':l2 N'T: IJ;leX~ 
-...;"'I" irl1o .... of...,_'"""¢> ............. aque......., fn .-. 

NET/TRAP FISHNG 
CSU FJC:4 GFP!LI N'T: W+MJil 
~~-~,. wei:tfltt"'pp.~~of\IIIIQaiiCW'a BottOtlriYirt 
andii-

CIISSM 
CS~3 FAC:2 GFP:FI N'T: 1NT 
Nodd,:M -.a~.""'""'~"'"" mo,.~ -.. SMingdai\Qt11indmiiOIMOI1:>1hom. 
~·--10/oPpotCR. 

OCMEC 
CS'P. 7 FIC: I GFP: 51 N'T: IHT 
"*"' ·-priool'f~ol.,.~vuon< .,dlol.,.,poor>ito. 

CIDAE'I!IUVIAN 
CSU fiC.:.7 GFP:S2 AP'Uil __ .. _......_ oilpr.....stot .,...,.., roligicwl willngaond-

CXD TONGUE 
CST; I F.IC:I GA':Vl AP'T: 111/T 
Aro """"' loo9uogt. auP!)OitCIIy • vadlno 111'9-of lllo "'""""''" "'" of vo;ore.. but ll.to-uani!Mo~&n;uogoal>y_d_ol~olmo<ll-. Somo,..,...,,..., 
ll1Dr.~a."'d tot \1111 1\ f'll~oltt.a;ic- TNrtllaJtglnd that&• ~ 
1:> .. 1:> I ch;al ill Od ioogoe. 

OPeN srwmY 
CST: 3 FK;: 4 GFP: fS N'T: CEX 
()poring ,..,.. and drt- ot -n; 11!1111 Ol>jtels u tlollty .. poulbla 

OAAltfiY 
CSU FIC.:. • GR':El N'T: jNT o(XIj2 ='pul>lcfno"'*''"'""'"""I'Oidll>o_ol..,-and_.,.,_ 
MlMJN(J 
CSU FAC: 4 OFf': F6 N'T: OEX 
~~1M conooa~<v o:utr oljoclo. -."r--.. "*'d lizod., 
-lf31.Gl!} 

mM18T'RY 
CSU FJC: • GFP: 01 API: CTAI.•Ji,cy2 
l'no6etino a po<0n0 Mnllom 1 look II hit polm, .. WI nl /!llyOo I I.,. ..-lighl 
l'n<icllo!\o- bo _., ~., bo"""" WlOd 
p,t,P6WAIQ\'Q 
CS1'5 FJC:• GR':I2 N'T: (Hit~OI4 
Tuml"'...,., Jl'llp into p.,.,, illdudot 0',0 iNJd"'l <i popyr..o 11om rood O'ld 1ht ,.._,.,. 
noimontO'IdprtpOta~oncltllopoper1o-ilks. ~l-"'moldn;offollfabticf, 
wllldl~ ....... ""'""-
P~'N3 



FDMNG 
cs~ 2 FloC: zz GR>: 1.1 m. CEXJS'TR 
Plllilg In COlin ..,;,eo with.,.,""'""" .... --tftlciorq'tl "" '""'""'· 
~NNG 
CS'I! 4 F AC: Zl G."P: 04 m. AGI 
--..;opoo:!ord ............ 'flip ......... lj>lldloiN.!L illoolfi'IICit 1P 
c:cc• ~tar ... f\Mtl9. 

SA!lO.!RY 
CST: 4 FAC:4 GFF!II m.lPEX•IN'I)R 
lllml~ "'""'"" udll!es .,; .,., 1'<>110 Ul!l'pl~o 

SAfSAN 
CS1!5 FN;:» GI'F'$2 moNT 
1'1<1-~ol.,.~douoi .. -C.oioil(!or'*'I .. -Md 



AII'\NIIn Empho). 

W.lCN!lNG 
CSN Fit;: • OA>:t2 N'r: ~+AG)a -.;.a IIIIi-.; fio-.a~"'.""'"', .... 
Soii.T PoiCK'NG.OJFINC 
CSU FAC: 22 <lA': K1 N'T'. ltfl' 
CUing ollilaandtocf-aocl--tcr~"' aoht1hoy woll>l ,....,, ... 
~-(00) 

SN'I'M 
CS'1!! FAC: 'D GIP. Sll Jn M =::...-.. .,_-~"' v.;.m. ...... tong- of old- 1ft -C$115 FAC: 5 GFP:01 N'T'. ~ 
_.,._111_~., .. --"-~~ The --lallol.lillina_oi __ 191111....;N!qSLof..0tllil 
llllf diracfyto SL ol~fcn.-«~ -.CII"'G opok ~ 
-IOwhiciiiNoiiii~II'PIIao. 

8::MTAR 
CS'UIM N': II' Ill: 11'1Dol F~2 GFP: P2 AP'T: IPEX•~ 
A~II!9Mdllad-w!tl•--tiodo.""'*'aomeclaaolowo...­--:fwp01no. Qoaafrdldlafw __ ,._ Eloo1iat1b....:~i'9« 
*"'11-. Mor«t~t~t~""'-'~~""'~ ~·~>~QNy...-,~~om-. 
8ClJI.PTNl 
CSU FAC:' llFP: C& N'T'. l!lfX•INl)/2 
~-ln--01\ mhi.o.ID!riHwldlrQ,..._ (C37) 
SEN'Oi~ en• FAC: • GFP' Fl N'T'. IPEX"'"JQ 
Fftfncltllinga-.,. """'"'*~ '" . PloOt.,..; In ..... ., objec1. 

SEARCH PEl'I90N 
CS11 S FAC: ' GFP: Fe N'T'. (OO(+HM 
~ eq.-n-0111W bodyorillhtclol!ortol--. 

SBlUCl1lH 
CSU FAC: • GI'P: A2 N'r: liNT .a!Al·~ 
~ 1hl objaotol your inlllllcollll daal'-11ha IWjlctol Y""' pbyiiUI 1-

SElGE ENGINEERNCl 
CSU fAC: S GFP: IC APT'. !DEX•IN1)(2 
~"-"' .. ~~eolap;b-.~ 

SESETA 
CS117 FAC: 7 GFP: Tl AP~ INT 
Anclaot.- '-olfwAigotan prillloa11, Ulld bv tome roll~• and m.,..ln 
Y.,tlb-~anclrblo. 

SETTIW'S 
c:s;:, ~AC:. Gil': F5 AP'T; (OEX.M)Q 
=:f"!"""IWI_.,.~~""'-•rdmo-orwl1hrilbla 
ofbnp~~~~-ptlllo~ F. FACsnoolchlaol>lodluAdforoompltl<ily 

&EWINClJTAI,ORHl 
C$115 FJC 22 GFP: ll N'r: DEX 
l.OW9-.,..; lnaciiD lopoir .,.,_ clo#ir91M C!) 

SEXUAL TECHNIOU£ 
CS11 5 FAC:4 GFP: G2 APr. (CEX+C11.1,)!2 
The 111 oi;Mrig and ~opclrniiJ*u ... in I NXUolallualion, 

StEaJC 
eft 7 FAC: 8 GFP: 1'2 APt M 
Thlpmwy~ol- •*-•apc:lcann-formwla_,~ 

~~~-·- .. dati wi1h-
IIHPWRGirr 
CS11 S FAC: 5 GFP: IS APt IDEX+INl)./2 
~-.q-M-..od«- tppCO!IriD-

IH:lRTS¥.tRl 
CST'. 51617 N': 20 lrtO; II'" FAC· 2 GFP: P2 AP'T; (OEX+INTI/C 
~lt<l!t.bllcltd~ ccm11111 i\IMrll....n-i>el.rdll)t 1hlltodilional,llload llladad•lYfo 
wi1h ":' -· poird ID 1ha lllll>bl1111. ollorp pojmed glcldlua1Jly1a. Uoad 1 hiWiad. Uauolly 
IW8in ion; •• Ndlmw1:ory guailj "'"""" .... 

IIKlR1llON 
eft 8 FIIU N': 30 loiD:QQe FN;: 2 GIP:01 N'r: CEX/2 
AIGM~bowiDI>o!raclbvmovll'gi~«-.ISoota!>oc.icll>o-­
ri 68in. fiJI wit bt »«llba. 

SPEAR SI.H3 
CST: I RIA: I N'::lD M0:(KII10 FAC:2 GFP:C3 m. CEX/2 
Aapw<Uttr nllldooi•Wll&rdo1iclc.dllignach>-1ha r~oand-ofa hown 
apwolallolll J6.<2in, 

SPINNING 
CST: S FAC: 4 GFP:l2 AP'T.OEX 
~wodorlalnlo......:tw_.,_., __ c:t""""-
!ITAFF 
CS'Il 5,ft.i AP: 18 M!>. 710ft) FAC: a GR': PI APT: (OEX•AGIJ/C 
~J~;:;:.,~wlt,~~~lt>~ordaUIICfiDII1ikt ;onoral~ hl!dln-

Sll)l£ c:urrnG 
CS'I'. 4 FJC:• GFP:.Il N'T'. (DEX>M).2 
c:om,g """' 1D !I -IIi: sNjlo$ lor .. ,-.. """''"" ..,. """ Ol1\l:!llt!lal 
~·~ . 
IITORVTEUJNG 
CSU FAC:• GFP:C1 APt(WT~ 
~"'""*"""-poopa•~·lfw ....................... 

ST!\Aic;GY 
tn 4 FAC: 4 GFP: 81 AP?. INT 
ik<!OIIIIndir~ 1ha l>g plclitt. or 1ha brood oilualio!la of 1 millry campaign. 

S1RE£T SENSC 
CS'I'.3 FAC:4 GFP; F2 APt M 
_ol.....,.lnfw..-wfwrrdii:yt>-W--1hl ·-who_.,. Ul'lc!ortilo ol ooeilty 

STI'UNG tlSJRJMENT 
CST:5 FAC: 4 GFP; tg fi'T; IDEX•TAI..l/2 
Ployr>goVI'i"'Yolol!lc)glnstum""'(a .~"""'ijbo'""-l lnolud111!1hlf'Po.gol1.., 
~ ........... Cini>ICCC!lbrNdwilhRosor.aoooiii---

SUR:)ERY 
CSU FAC:2 GFP:04 APr. (OeX..AJtll/2 
Mllldng repo'rs to 1ha luNn body -gh 1ha.,. ol fml!o • .-Ia oncldvtad (01) 



UVE2UE 
CST: I FAC: 6 OFP: Tl ~ lNT 
n. *'lloo;o "''"' u..r.t~~. SloMdjo wl<IO.<;a demon<,_.,"' a...t N>ts> 
WEN 
CST:5 FAC:'Ifl OFP:S! ~NT ~,,. __ .,,. __ 
VAL~ 
CSU FH:-.4 OFP:fo2 N'f;~ 
ll<wi"''IWitOC'I'il"l oiwt for..no.aoc...JonL 

VWTNING 
CST: & FAC: 4 OR": H3 APT: GNT<JU0)/2 
~ groopoo lmo wino. Including k"'wlodOO of IN I'""'" "'d-of 0-ondU.. 
biMdir\9oiW1-



r~ 11':21J f.AC:2 GI'P:OI N'T:O£X/2 
Aiming mlooiloo ltodflon>N oyt etltot.utUOtt mogicalllitslleo. 

'l!mSlR(£ cru FI>C:2 GFP:R2 APT;(DEX·~I2 
~tYI!olot;lllformulmti--~ .. --WIIonly-""'• 
~- lout.onl!ftill biodolqfl. lt>o ~i011o1Ndt1N .,.,_.,.y 
.,..,., ... ...,OlOIOiltdl>l .... n-t.m!IDII;InllildMioilt• 

\QCE$INGNl 

=-~!.r..~~<:.oc:..:.:~~-..... - .. .­.,.._moglc. 

W-'GSlNG 
CSU FN::4 GR':c» N'T:JUO 
StaiogwittfronoponlnQ_,.IIId-ool<o ., _ _,. 

WANAGHT 
CST: 4 F.AC: 4 GI'P: o APT; (DEX•.IJOI/2 

~ ......... - .... -·~"'"-"'-""'-· ~~ FIC:4 Glf':l! N'T:tleX 
~I- .. __ 109!!* rib doo>of- oorl ~ c:lolhog lollrica. 
----1131.1~ -CS'r.5/1CI'SAP:16 M0<6~ FI>C:2 GR':P.I APT;OElC/2 
A 1tog111 d ...... hlnl...,lfld llllpocl 10 do SOIN domoga, mot!ly cauling pein or 
tntii>QIIng r,rn~~~, lJMd"" hlndod, lbou176-80in lol'g, ' 

W1CI<fR WCACt.\3 
CST:• FN::4 GR':O N'T:DElC 
~ .... -......... -.. """'""-""'-.,_. 
I'IU:lER'ESSSUMVAI. 
ens FJC:4 Glf':ICI APPoiNT 

-""'·--~-~-~.-... -.. locolne rooct 11111-. 
v.li'() INST!UoEIIT 
CST;$ FN::4 OR': C» N'Tl (!lEX• TAI.)/2 
l'!oytiQ 1 'IOritty ofW,nd ilow,.,.,to(chooN lj)OGiel!y). ir<lldln; plpao.lltdt, hot,., n:. 
c.lbl-loinOcl wilh...__ln muaicoritn1od meg;., 

Clttfcal Skill 
SSP/MSP 



Pln:epfon SldiiS ASSESS PERSON 4 4 F1 

tf~ 
MecllMic.llS~Iis MECHANICAL 8 2 14 (OEX+INlJ/2 

SSP,I.ISP CASE/SURVEILLANCE 3 4 F1 SSP/MSP MIWNG 3 4 14 INT 
E.VALUAiE ITEM 5 3 f 1 ~~G!NEEBING ~ ~ I! 
OBSEAVE 3 2 f 1 tNT Sm~S~IJS 7 3 J1 i" ~~ ~ ! El ~12 SSP 81AOESMITH 8 3 Jl JU 12 

3 4 F2 INT FARRIERY 3 4 Jl JU0/2 

B,lS1 ~ ~ Ps E 
FOUNDRYJ!l()U.ING 5 3 J1 JUD/2 

Man~ SkillS 4 4 IBOOS~ ! ~ Jl J 11 
SSP/!'SP ~ ! ! EJ BRAZIER 5 4 J2 

m·JU 12 
4 4 F4 DEX ETCHING 7 2 J2 ..JJ0/2 

PiCKPOCKET 6 2 F4 DEX OO.O,'SIL VERSMITH 6 3 J2 tiN~/2 
~PERSON } ! 8 Jlllfllffi'2 HILTYERY 3 4 J2 tiN 12 
OPEN SILENTLY 3 4 F5 JEWELS'-fTHING 6 2 J2 ~~ PICKLOCKS 5 2 FS DEX .mJ.SMI1J:lffitjWl ~ ! .12 

~ ! § ~ ~ S!lln&WorlillgS~I!s EXOAVATION/MIN!NG 5 4 J3 JUD 
6 f6 SSP M.ASQN,mliNEER 6 4 J3 ~~~~ PA!i.tiNG 6 4 F6 DEX ~Qlli!lflQ ! J ~ 

PQISONING 6 4 F6 (OEX+INlJ/2 Glaziery Slills BROCKMAKING 4 4 .14 INT 

~~Wt()fHAM} z ! ~ w SSP ENAMaiNG 4 4 J4 

Br~ MclWmtntSid!ls 4 2 N31 GLASS!.'AI<ING 6 3 J4 +JU )12 

SSP/!'SP CUMBING 4 4 G1 ~X+AGI)i2 GLA21ERY/STAINING 4 4 J4 ; I 

CONCEALMENT/HIDING 4 4 G1 NT+JUOj/2 t.!OSAIC/TILE 5 4 J4 x:; SILENT MOVEMENT 5 4 Gt 
tslJli.\wNING 

~ ! J! 

~ i ~ G1 All~ AuS1icSkllls 5 • Kt ~12 4 G2 ~ SSP FARMI~'G 3 4 Kl oexa 
~lECI:tiiWE ~ ! G2 Wllllll'ii/WBEIEBY ~ ! Kl lt::al/2 

~~Skills MING 4 4 G3 JUD BIVOUAK 3 4 K2 JUD 
CARD PLAYING 5 4 G3 JUD GATHEAIN<l/FOAAGE 3 4 K2 JUO 
CHEATING 5 2 G3 rex·t~ LUMBERING 4 4 K2 fN~j~ DICING 5 4 G3 EX+J ).12 l!ltll..Ellillm ! ! ~ 
~ ~ ! ~ rXtAGl)./2 

SuiYiva! SkHIS DESERT SURVIVAL 4 2 !NT 

~onSicir5 4 12 SSl'/MSPiPSP MOUNTAINEERING 5 4 K3 INT 

P/!'SP GOLF 3 4 G4 Xtf~ Yl1J.llf!lbm SU~'tl; ~ ! l:l.l 1/ii 
HUI\EY 5 4 G4 X tAG Hun~ Skills HUNTING 4 4 K4 

~i JUMPING 4 4 G4 N31 SSP P TRACKING 5 4 K4 JU 12 
BIUNNING 4 12 G4 AGI 1ft£~~ ! ~ 114 

~ ! ! G4 ~ti!!AG!l/2 Fisl'i Skills 3 4 L1 f~X+INl)/2 
3 4 G5 m:~ 

SSPQ!I AND FISH 3 4 Ll 

f~NG!IOCERY ! ! !ij UNEFISHING 4 4 L1 = MercantileSidls 3 12 HI tNT NET/TRAP ASHING 3 4 L1 !2 

SSP/MSP HOSTWlY 4 4 H1 r·OW/2 Sf~~ ! ! Ll 
MER:HAJNT,$ALES 4 4 HI 

~= 
NautitaiSkii!S KNOT TYING 3 4 L2 

EX+i UfmMARTENDE!l ~ l2 lJ1 SSP NET WEAVING 4 4 L2 EX;IN 12 
'kl1llly Skll5 BUTCHERY 4 4 H2 EXtJU0)./2 SAIJ.Jf!Jll!t:lll ! ! 1.2 
SSP SAL! ee&ISI~IQUBit:ll) ~ f ~ ltfi HElM/f'ILOT 5 3 L3 EX+WIL 12 

BAI<ING 3 (t)EX+INT)./2 NAVPJ. COMBAT 5 2 L3 NTtJU~/2 
BREWING 6 4 H3 tNT NA'11GATION 3 2 L3 NTtJUD /2 
CIDEfW.E.6DE MAJ<JNG 4 4 H3 INT RVERCAAFT 4 4 L3 NT+JU /2 
COOI<INGIOUISINE 3 4 H3 (DEX+INT)./2 DMl 2 l2 L3 
DISTIW~G 8 3 H3 tNT ~.ale Skills AQUATIC SURVIVAl. 5 4 L4 ~tlNlJ/2 
~l'IDJit!l } ~ ):!a t:II!Jl&lll2 /!'SP CC'I1NG 3 3 L4 'AGI 

I..Hlhenn!tSldll$ 800KSINOING 3 4 11 EX+JUO~ HOLD BREATH 4 4 L4 WIL 

SSP/!'SP COBI!lEfVBOOTER 4 4 II EXtJU0 /2 ~tl(l § j L! tlll:X±Aa!l'2 
LEATHEASMITHING 4 4 11 EX+JU!li/2 Priies:ly Sid's OOUNSEUNG 5 4 Ml 

E~ PEL TINil.'SKJNNit«3 3 12 11 NTtJU0/2 SS?/MSP HOLY MYSTERIES 7 3 1.11 
jjgj/2 SAIDDI.ERY 4 4 11 Xtl U1UAGY!RilUAI. 4 4 M1 

TANNING 3 12 II NT+J ~ } 3 Ml 

~w ~ ! IJ I DIVINEPJO 5 2 M2 

i! QoflllllB!ng Skills 4 12 12 tNT f&YEB ~ s M'l 
SSP Et.t.BAODERY 5 4 12 l''i ~icaiSkitiS ALCHEMY 7 2 N1 

IQIImNG 3 4 12 X +I /liSP DEMONOLOGY 6 2 Nl 
PAPERW.KING 5 4 12 tJU0/2 ~Q.&..BElif&llltl l ~ tll 
O!Jl.llNG 3 12 12 Xtl Magical T ec:lvlkal Skills ENHANCE Will 6 N2 Wll 
SEWING'TAILOA!NG 3 12 12 ~eastingSkms ~AW 

§ ! ~ Ym. 
SPINN!I\'G 3 4 12 DEX 5 2 CHA 

-fl.ETCtiNG 
~ j li !•JUD)I2 

MSP MEDITATION 6 2 N3 WIL 

Wooclwort<ing ~Its 5 4 RITLIAI.. 5 2 N3 w •AGI)/2 
SSP11'SP CARVINGNIOOOWOPK 5 4 13 Si~'G!NGNOICE 4 2 N3 

CCXli'€RY 4 12 13 

~-
SOMATIC 6 2 N3 DEX 

FAAMING.<BI.ILOING 4 4 13 X+J~ ~ell Empowering Slcllls~iNT ~ 2 ~ FJU!M 
JOI'ING.'CARPENTRY 4 4 13 XtJ /2 7 s 
SHJPNRIGHT 5 3 13 +IN~ SP OIDNTAGION 6 s N4 0 
THATCHJroiG/AOOFING 3 12 13 tA aEMENTAl EM?. 7 s N4 0 
WAINRIGHT 4 4 13 +JU0)!2 PlAYING 6 s N4 0 
1'.11~8 WOAKI!l(l j ~ 11 RELATIVE 6 s N4 0 



FeaWa 7 s N4 0 SAfSAN 5 10 S2 INT 

.... ~-~Nl 5 s ~ 0 ~AN 5 ~ ~ IHr 
7 s N5 NA 7 INT 

MSP ~SHIB.D 7 3 N5 INT IJSJAN 6 10 S3 INT 
~ z 2 ~ 161. HlJ<OSI 6 10 S3 INT 

MmiJ Allimill AV.AN 6 3 ()\6. MAC>Wl l 6 10 S3 INT 
SSP(WBP ~tE.EOUNE s 5 01 ()\6. MAffMRI s 10 S3 INT 

CAN~INE s 6 01 ~ ClO AETAIMAN 7 7 S3 INT 
FBJNE 5 4 01 ~ ~ 1 lO ~ IHr 
lt.SECT 5 3 01 ~ 6 10 INT 
PISCCAN 6 3 01 ~ GAMMAN 5 10 S4 INT 
R:lrolT~NE 5 s 01 ~ HANTYRKA 5 10 S4 INT 
SAURAN s 5 01 CHA JEt-NISei 4 10 S4 INT 

~ Olmbi!Sialla ~mi<E § § Ql 

~~ 
KENNK 4 10 S4 wr 

5 2 A1 CANSA 3 12 S5 INT 

~H~If § 1 ~ SAPAA s 12 S5 INT 
8 s 

r~ 
~ 12 ss lm itefl~Nl a ~ BZ Wt..!!JCla M~Cill.allguagtS z 1 I1 

5 A3 WIL SS /WSP 7 7 T2 INT 

lilfu~ § ~ ~ D It i ~ B ltfi 5 0 ltfi mra 5 S IH D t 5 B ltfi 
~~Sicil• 6 10 S1 INT Oo1hian Languages 5 U1 INT 

COMBRIAN 6 10 51 INT SSP/MSP IO'ii.JZDA 6 8 Ul INT 
KAEUC 6 10 51 INT K06I.ANG 5 9 U1 INT 
KEANIOC 5 10 S1 INT 

NonhU111111 Languages ~UE 6 6 Ul IHr 
KWENIC 7 10 51 INT 8 8 V1 INT 

~ 1 B Sl lt:!I 
SSP/WSP R! 6 lO ll1 IHr 

5 10 S2 INT I 11 l/2 1m f'Effi!AN 5 10 S2 INT B ~ 
GOTnAN 6 10 S2 INT Hand Speech ISSfl) HAl() 7 8 W1 (DEXtiNi'}f2 
~VIGA 1 8 S2 INT 



m.oBOUP we m tt MQ ~ ~ 

• 
10,~ [i' PSPfiPO"S cu:x3EL S/&8 20 8/0!J 2 P1 /4 

HAMMER 5{1/6 20 8/0!J 2 P1 /4 
MACE 5{1/9 22 9/0/0 2 P1 /4 

WAROswoRJ m ~ ~ 2 ~ .~M~ ~Weapons 2 
BRlAI:SWDR> 6/6{1 22 0}9/8 2 P2 r DAGGER 5/fJ1 18 017{1 2 P2 +IN!4 
FALOIJON 5{1/8 22 0/9,'8 2 P2 ·~'4 e GWVE 518.9 28 W12/10 2 P2 + ,4 
GREA 1"SSOAD 6/8t3 26 W1119 2 P2 tS 14 
RAPIER ~ 22 0/8/S 2 P2 ·m SCIMITAR 6/817 24 0/10Al 2 P2 ;;IN /4 

Pcint Weapons ~~ ~14~ ~15~ ~ 
PSP UGHTw.cE S/8110 24 9/0110 2 P3 E+&1j/4 

PIKE 5/9110 32 &lj/14 2 P3 T+ /4 
SPEAR 5/fJ1 24 ~0 2 P3 +IN)/4 

e Ala Weapons IMAXE m ~ il~ ~ 
PSP OOLelfAXE 6/8fJ 24 9/10,S 2 P4 

HALBERD &'1~128 9/12/10 2 P4 

~We ~~ ~1oi Z&'J 2 ~ PSP apons 14/0/0 2 
I.AAAT 6H7 28 NA 2 PS 
~INGSTAR 519(1 20 B/0/0 2 P5 
NET 6/6/6 16 6!J/6 2 P5 
\'/tiP 5/1015 16 6/6!J 2 P5 

• 
~ i:J; 20 R!l 2 E6 Cf-2 

l.koetmld Cornb5l 51+ 16 W&6 2 P7 OE/2 
PSP !XXXlE .(5I. 24 NA 2 P7 AG(; 

GAAPPLE 51+ :.J s 2 P7 ~~ IW'll,CIAW 51816 16 514/4 2 P7 
HEAD BUn 5110/10 24 10,'0/0 2 P7 AGJ2 
K!O< 519(1 24 9!6{1 2 P7 AG/2 
Tli'KlW 5/.J. 30 s 2 P7 (STtCE)/4 

Shield Skills LA ~ ~ s 2 ~ ~t.l.J)/4 

0 
7/6/6 2 

PSP LEGION SHIELD 616/10 28 9~9 2 P8 (2 
FO.ND SHIELD 515.9 22 7[1{8 2 PS ~+Sl)/4 
~SHao 6/S,-9 24 BI8JO 2 P8 r;. 

~= ~ww w ~ M ~H/24 ~ ~ w 
5 DEi2 

e 
PSP LONGBOW 7 12 40 0/0110 2 01 DEt2 

~ 6 ~ 30 0,~ 2 ~ OEIZ 
Tlvown Missiles 5 :20 01016 2 DEt2 
PSP JA'.a!N 5 6 25 0/0,6 2 02 DEt2 

DISC 5 6 25 0,'8.0 2 02 DEJ2 
Pll.I.M 6 5 28 009 2 02 DE/2 
1iRl't'.N AXE 6 4 25 O!S.tl 2 02 DEt2 
ll-RJIM.I HAMMER 5 4 25 8/(),0 2 02 DEt2 mw'liNEf 6 3 22 01DJ1 2 ~ Qf!Z 

Artla.U18d Ms81les 6 3 40 9/0/0 2 DE!< 
PSP SUNG 5 6 22 7/0/0 2 03 DEf2 

~SUMl 6 ~ 3D F~ ~ ~ ~~Aiming AIMING 6 28 
HAM> AIMING 5 NA 24 s 2 04 DEt2 ..,SUA!. AIMNG 4 NA 20 s 2 04 DEt2 

• • • • 
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APP£NDIX f : 
SP£LL INT£RRACTION tt fVMllL£S 

~ M'EI'W:llCH TABlE 
PASSIVE SPEU. 
A 8 c D E F G H K M N 0 p OR 

A I 2 3 ' 5 5 5 
8 
c 
D I 6 6 8 I e 7 8 7 7 7 s 5 9 9 8 9 
F 10 10 10 tO 7 8 10 10 
G II 9 • 
H 11 
I 1q 12 12 8 i i i 9 9 
J 13 IS 13 13 13 II 13 14 14 14 . 
K 8 
L 15 IS 15 15 8 
M 15 15 15 \5 , 9 9 9 9 9 
N 10 10 10 10 10 9 14 14 12 8 8 
0 18 16 T5 18 18 17 " 

,, 12 12 11 1611 
p ' 2 5 5 5 1 ' 5 I 10 10 13 9 9 
0 18 18 I& 18 
R 1212 1312 

\.-.·· 

EfFECT 
COEFOHI J 
12522221 
2 4 8135552 
35778885 
' 14 9 19 13 13 10 18 
5 15 20 20 7 7 19 17 

L 
8 
10 

1 11 
14 12 
18 13 

M N 0 P Q A 
555522 
8 6 6838 
8788814 
16 10 13 10 10 15 
17 19 19 19 20 20 
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yssart~ Sldl Af1T CST SL CP CL FAC SR 

--------- -- -- -- -- -- -- --
-------- -- -- -- -- -- -- --------- -- -- -- -- -- -- --

Character Sheet Mark 40 ------------
------------
------------------------
------------

Player: ------------------------ ------------
------------

Character: ------------
------------------------

Race: ------- - - -- -- -- -- -- ------------------------------ --------- -- -- -- -- -- -- --
-------- -- -- -- -- -- -- --

Nationality=---------------------- ------ -- -- -- -- -- -- --

Social Characteristics 
I APP: CHA: ZEA: SOC: 
~~--~~~~~~~~~~~----~--------------
~~~--~~~--~~----~~----J---------------------------

Physical Characteristics ------------
CON: STR: DEX: AGI: L..-;;~~--....:;.;:..:..;;. ____ ..=..=::...::... ___ .:...:,:::.:..:_ ____ J ------- - - - - - - -

Mental Characteristics 
INT: JUD: WIL: TAL: 

Speft CST SL AP MP RAN OUR DAM SR 
~~--~~~~~~~~~~--~ 

....._ __ __;,_;;;_ _ ____;,.;....;;..=..; _ ___:.:.=:,_ _ __JI = = = = = = = = 
Secondary Characteristics 

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

Skill Points 
Social: Physical: Mental: 

Experience Points 
Social: Physical: Mental: 

Character Notes 

-------------------------

Copyright 1992 Aagnarok 
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yssart~ 
Useful Charts and Tables 

Fumble Table 
Roll% Hand to Hand MlsaUe Unarmed 
Mt No Effect No Effect No ENect 
76-95 Trip, lose SxSize AP Breal< Weapon 1/2 MD to Umb Used 
01-75 Break Weapon Stilke Comrade Stilke Comrade 
46-SO l)rop Weapon, 90 AP Trip, lose SxSize AP Trip, lose 5x$1ze A~ 
26-45 S1rike Comrade Drop Weapon, 90 AP Stilke SeH, 1/2 MD 
01.ZS S1nke Self, 1/2 MD Str1<e Self, 1/2 MD Umb StuMed, 

SlcJD Use 'nlble 
Adjusted 0100 Result MAXIMUM DAMAGE 
151+ Critical Success Weapon MD 
100·150 Success ocs 8 7 8 II 10 11 12 13 14 15 
SHOO Marginal Success 5 3 3 4 4 5 5 6 6 7 7 8 
26·50 Failure 8 3 4 5 5 6 6 7 8 8 9 9 
1-25 Critical Failure 7 4 5 5 6 7 7 8 9 10 10 11 
1·5 Atways Critical Failure on Natural Roll 8 4 5 6 7 8 8 9 10 11 12 12 

9 5 6 7 8 9 9 10 11 12 13 14 
10 5 6 7 8 9 10 11 12 13 14 15 

Craft SldU Table 11 6 7 8 9 10 11 13 14 15 16 17 
Adjusted 0100 Result 12 6 8 9 10 11 12 14 15 16 17 18 
196·224 OL5 13 7 8 10 11 12 13 15 16 17 19 20 
169·195 OL4 14 7 9 10 12 13 14 16 17 19 20 21 
144·168 QL3 15 8 9 11 12 14 15 17 18 20 21 23 
121-143 OL2 16 8 10 12 13 15 16 18 20 21 23 24 
100·120 OL1 17 9 11 12 14 16 17 19 21 23 24 26 
81·99 01..0 18 9 11 13 15 17 18 20 22 24 26 27 
64·80 Ol-1 HI 10 12 14 16 18 19 21 23 25 27 29 
49·63 OL·2 20 10 12 14 16 18 20 22 24 26 28 30 
36-48 QL -3 21 11 13 15 17 19 21 24 26 28 30 32 
25·35 QL-4 22 11 14 16 18 20 22 25 27 29 31 33 
1-25 Critical Failure 23 12 14 17 19 21 23 26 28 30 33 35 
1·5 Atways Critical Failure on Natural Roll 24 12 15 17 20 22 24 27 29 32 34 36 

25 13 15 18 20 23 25 28 30 33 35 38 

Atllck/DefenM Rtlulll: Large Body Area'!Mget 
Adjusted 0100 AetU1 DAMAGE EFFECTS 
121+ Critical Hrt in Area of Choice LOC SOM %HP 1x0 2xD 3x0 4x0 SxD 
91-120 Successful Hit in Aimed Area Head 6·4·2 15% uuu UD3 DOD ODD DOD 
61·90 Marginal Hit • Wrong Body Area Neck 5·3·2 15% UU· PSI ODS ODD ODD 
06-60 Miss Hands 3-2·1 10% II· BAI ASI sss sss 
96·100 Atways Marginal Hit on Natural Roll Alrr. 3·2·1 20% II· BAJ ASI sss sss 
1·5 Atways Critical Miss on Natural Roll Chest 5·3·1 40% UU1 P35 300 600 ODD 

Abdomen 5·4·2 30% U21 P42 573 008 DOD 
Alllck/Defenee Reeultt: SmaU Body Area lllrget Legs 4-2·1 30% II· BAI ASI sss sss 
Adiultld D100 Result Feet 3·2·1 15% II· BAI ASI sss sss 
126+ Critical Hit in Area of Choice T•ll 3-2·1 20% II· BAJ ASI S$$ sss 
101-125 Successful Hit in Aimed Area Overall 6·3·2 100% UU1 P35 300 DOD ODD 
76·100 Marginal H~ • Wrong Body Area 
06·75 Miss 
96·100 Atways Marginal Hit on Natural Roll Spell ca.tlng Re8UHI 
1-5 Atways Critical Miss on Natural Roll Adjusted 0100 Result 

151+ Critical Success 
100-150 Success 

~ Allulll: Special Alllcka 51·100 Marginal Success 
Adjusted 0100 Result 26·50 Failure 
121+ 1 x Aptitude Resistance Roll 1·25 Fumble 
106·120 2 x Aptitude Resistance Roll 1·5 Always Fumble on Natural Roll 
91-1 OS 3 x Aptitude Resistance Roll 
76·90 4 x Aptitude Resistance Roll 
61·75 5 x Aptitude Resistenca Roll Copyright 1992 Ragnarok 
06·60 Miss Permission Granted to Pllolocopy for Personal Use 
96·100 Always 5 x Aptitude Resistance on Natural Roll 
1·5 Atways Critical Miss on Natural Roll 



art 
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! 

Ysgart, is elegant. The mechanics are consistent, versatile and logical. A few 
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 you want. In addition to the standard rules there are alternate rules 
for novice and advanced players and special variants so you can customize the 
game to 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. 

Ysgarth is roleplaying. ltleaves control of how the character develops in the hands 
ofthe 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. 

Ysgarth is progressive. This is 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. 

Ysgarth is 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! 
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