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Suggested DragonQuest Additions    
1. Acrobat

     The Acrobat is a rather unusual skill (let alone profession), albeit not entirely unknown amongst adventurers.  The acrobat skill involves the use of gymnastic skills and natural physical abilities to

entertain an audience.  In medieval times, the importance of jugglers, acrobats and similar performers was considerably greater than it is today, for they were a principal source of entertainment at festive occasions.  Most acrobats were attached to a travelling company of some kind, but there were some that were appointed to permanent positions (the court jester being a well-known example). 

   By their very nature, the acrobat is an individual who is not afraid of heights, who values his agility and his skill at being able to balance, and whose overall skill while being more entertainment oriented, certainly has its uses and applications in combat.  The skill can certainly be used to enhance thieving abilities.  

[1.1] A character who wishes to take the acrobat skill must meet certain minimums in his Characteristics. 

   A character who wishes to take the acrobat skill must be both extremely dexterous and agile as well.  Thus, a character who wishes to take this skill must have a Manual Dexterity and an Agility of at least 15.

   Any character who does not meet the minimum Characteristic requirements noted above may still take the acrobat skill, but must expend an extra 10% in Experience Points to progress Ranks.  If the character has a Manual Dexterity or Agility of 22 or better, the

Experience Point cost to progress Ranks is reduced by 10%.  These modifiers are not cumulative for higher than 22 values. 

[1.2] An acrobat must remain relatively unencumbered by armour or shield in order to utilise any of his abilities. 

   An acrobat finds it extremely difficult to perform some of the tasks under this skill while being encumbered by armour or shields.  With the exception where otherwise stated, an acrobat may only wear cloth/fur, soft leather or acrobatic mesh armour.  If he elects to wear armour of any other type, the acrobat is then treated as being unranked in the Acrobat skill.  Their skill requires the use of an open hand so acrobats may not use a shield, but may use a two-handed weapon.  The following modifiers for armour apply to the success chances for all abilities associated with this skill.   

   Armour Type                      Modifier

   Wearing no armour                    +5

   Wearing cloth armour                 0

   Wearing soft leather armour      -5

[1.3] A character with acrobat skill learns to climb in a skillful fashion. 

   A character with the acrobat skill may increase his chance of using the Climbing skill successfully by (Rank x 2)%.   

[1.4] An acrobat learns to roll and go limp when falling from great heights, and thus can reduce the damage taken from falling.   

   An acrobat learns very early how to fall properly, by rolling with the fall and by having his body go limp.  The acrobat may subtract (Rank) points of damage that he would normally receive due to falling.  If the resultant number is zero or negative, the acrobat

sustains no damage from the fall. 

[1.5] An acrobat increases the distance he may jump.

· Standing Leap: (5 feet +1 per Rank) + 1 foot for every AG point above 20.

· Running Leap: (8 feet +1 per Rank) +1 foot for every AG point above 20.

· Upward Leap: (5 feet +1 per every 2 Ranks) +1 foot for every 2 AG points above 20, and every 2 points of PS above 20.

[1.6] An acrobat is able to jump from a height without sustaining damage.   

   Due to the acrobat's training, a character with the acrobat skill may jump from a height without taking damage.  The maximum height that he may jump in this manner is equal to [10 + (Rank x 4)] feet. This assumes the acrobat is jumping onto solid matter; if he is jumping into water or some other similar substance, he may jump down up to (15 + [Rank x 8]) feet.  The Base Chance of successfully using this ability is equal to ([AG x 5] + [Rank x 3])%.  If the character fails this roll, he has landed incorrectly and will suffer damage as if he had fallen from the appropriate height (see 154.4 above). 

   This ability has a TMR cost of 1 for each 15 feet (or fraction thereof) jumped in this fashion.  In order to get his bearings, the acrobat must perform a Pass action immediately prior to jumping.  If he fails to do so, this will once again result in the drop being treated as a fall from the appropriate height.  If the jump is less than one-half of the maximum height the acrobat can drop, he may land on his feet.  Otherwise, he will land rolling, and must then Rise from a prone position.  

[1.7] An acrobat is skilled at walking and crossing over narrow ledges. 

   A character with acrobat skill can cross over narrow ledges.  The Base Chance to use this skill successfully is equal to [(AG x 3) + (Rank x 3)/(Length of Ledge in feet/10)]%.  This success chance is determined on the basis of a base ledge width of 4 inches.  If the ledge is wider or narrower, the success chance should be

increased/reduced accordingly by 5% per inch of difference.  If the GM's roll is greater than the success percentage, the acrobat has slipped and fallen.  To determine the point at which he does so, roll percentile dice, round the number off to the nearest 10%, and multiply the resulting percentage by the length of the object he is attempting to cross.   

[1.8] A character with acrobat skill acquires a number of specific additional abilities as he increases in Rank.   

   A character with the acrobat skill gains certain abilities as he increases in Rank with the skill.  The character begins with one of the following abilities at Rank 0.  He may acquire one further ability every 3 Ranks.  After the character achieves Rank 10, he may gain additional abilities by expending 1800 Experience Points per ability. 

   The character may gain the following abilities:  Escapology, Stilt Walking, Juggling, Tightrope Walking, Pole Vaulting, Spins, Dodges, Evades, Trapeze Artistry and Jumping Spin. 

a) Escapology is the art of freeing oneself from bodily restraints through contortions of the body, manual dexterity, and sheer skill.   

   While this ability is not contortions in and of itself, it is the ability to be able to manoeuvre one's body to do all manner of tasks that might appear physically impossible.  A character could not pick a lock using this ability, but could slip free of any bonds that the

lock secures.  An acrobat's Base Chance of using this ability successfully is equal to (MD + [AG x 2] + [Rank x 4]) %.  The GM should modify this chance depending on the strength, tightness and number of restraints on the acrobat.  The acrobat may attempt to escape in some fashion once every 60/(Rank x 5) minutes. 

b) Juggling is the ability to skillfully juggle a number of objects successfully.   

   As a general rule, juggling is the ability to juggle common items in a fashion so as to entertain and not drop the items in question.

The character may skillfully juggle a number of items equal to ([Agility/5] + [Rank/2]).  In the case of working with common items, the acrobat does not need to roll for success.   

   When working with dangerous items (such as knives, swords, lit torches, etc.), the acrobat must roll less than or equal to ([MD x 3] + [Rank x 4]) %.  If the acrobat fails this skill roll, a mishap (possibly dangerous to the acrobat) may occur.   The Acrobat must roll  ([AG + PC] x 2) to avoid a mishap.

c) Pole vaulting is the ability to use a pole or other such long object to assist in making vertical leaps and jumps. 

   Pole vaulting enables the acrobat to assist his vertical leaps (see 154.6 above) by using a long pole that is constructed especially for that purpose and a good running start (20 to 30 feet). 

   As a general rule, the pole may be from 5 to 20 feet in length.  A vault is treated exactly as a vertical leap, except that the acrobat's height is considered to have been increased by the length of the pole.

   However, because vaulting is more difficult than merely leaping vertically, the acrobat's Base Chance of success in the jump is reduced by (Length of Pole in Feet x 2) %. 

d) Stilt walking is the ability to manoeuvre on stilts.

   This ability allows the acrobat to maneuver with relative ease on a pair of stilts of up to [10 + (Rank x 2)] feet in height.  It is possible to walk on single stilt, but this has a Base Chance of ([AG x 2] + [Rank x 3]) %.   

   While walking on stilts, it costs 1 TMR point per 2 hexes traversed.  In combat, the character may move at a rate of 1 hex per Pulse on stilts (unless is Agility is 22 or more, in which case he can move at a rate of 2 hexes per Pulse). 

e) Tightrope walking is the ability to walk across a piece of material or an object that is very thin. 

   Tightrope walking is an ability that is performed in much the same manner as crossing a narrow ledge (see 154.8).  The acrobat's Base Chance of success is equal to ([AG x 2] + [Rank x 3]/[Length of Tightrope in feet/10]) %.  The acrobat may increase this chance of success by +10% if he uses an appropriate object to help maintain his balance (for example, an umbrella, a long pole).  Note that the acrobat must be totally unhindered by armour in order to exercise this ability. 

f) Acrobatic Spin is the ability to use acrobatics in Melee combat situations.

   Standing Spin over standing opponents (dodge between the legs of bigger ones):  ([3 x AG] + [3 x Rank]) %, and acrobat is standing behind opponent [facing in the opposite direction] and may back attack if he wins IV, otherwise opponent changes facing and attacks at -2 to damage and -10% to strike because of shock.  This ability may only be used once with a particular opponent.

   Back Spin: ([3 x AG] + [3 x Rank])%.   This ability allows the acrobat to back flip up to 10 feet away and land facing in any direction he chooses.  Once successfully performed the acrobat may attack, move up to half of his TMR or perform any other normal action.

If either ability is not successfully performed the acrobat falls prone and a roll of [D] must bemade to see what damage has been inflicted.  Armour does not absorb such damage.  If a roll of 99-100 is made a roll of [3 x AG] or less must be made or the character suffers a roll on the Grevious Injury table [“C” class damage].
g) Dodging is the ability to avoid missile objects, assuming the character is aware of the object and is prepared to dodge it (in combat this requires the Evade action).  

   Chance to dodge = additional (2 x Rank) deduction from the opponent’s Strike Chance.
h) Acrobatic Evading is the ability to avoid strikes in Melee Combat.

   An acrobat adds 2% x Rank to his defence.
i) Trapeze Artistry is the ability to utilise a trapeze to perform all manner of tasks and stunts. 

   The trapeze artistry ability allows an acrobat to use a trapeze skillfully.  He will be able to perform somersaults, twists, and other such tricks with little difficulty.  The acrobat's Base Chance of performing such feats is equal to [MD + (AG x 3) + Rank]%.

This success chance should be modified by the GM according to the difficulty of the feat in question. 
j) The Jumping Turn is a special acrobatic combat maneuver which enables a figure to leap past an opponent in order to better be able to grapple with him.

   The attacker either begins in his starting hex or moves into a hex from which he will jump (move up to 1/2 TMR and then jump).

If the attacker does not move before jumping, his Base Chance of success is 3 x modified Agility. If he has a running start, his chance is 4 x modified Agility.

   If the attacker has the Initiative, or uses a running start, attacks against him for the turn are at -30. If an opponent has Initiative, he may attack normally before the attacker makes his Jumping Turn. In either case, the attacker gets no benefit from any shield he carries on the Pulse he executes a Jumping Turn.

   If the attacker’s roll is a success, he is placed either to the right or the left of the hex that was in front of him. (ahead one, and one to either side.) He is placed facing the hex he passed over. If the roll is a Critical success (< 15% of the success chance), the attacker has landed perfectly.

   If he is in the Rear hex of the defender, he may enter Close Combat and immediately execute a Grapple attack.

   If the attacker is Stunned before the Jumping Turn, he remains in the start hex.

   If the roll fails, the attacker lands Prone in the target hex. However, if the attacker has acrobatic skill and misses his roll by 2 x skill Rank or less, he remains standing, but facing away from his opponent.

   If the jumping figure does not enter Close Combat immediately the following Pulse, the defender may elect to change facing to keep the attacker in a front hex.

   Jumping Turn may not be used against a figure who is Evading.
[1.9] A character with the acrobat skill must spend an amount of time each morning warming up. 

   An acrobat must spend a minimum amount of time equal to 30/(Rank x 3) minutes each morning limbering up. 

   If the acrobat fails to do so, he will suffer a penalty of -5% to his success chance with all abilities associated with the acrobat skill.  This penalty is cumulative over successive days, up to a maximum of 25 days.  The acrobat may reduce this accumulated penalty by -5 for each subsequent day in which he does the limbering up exercises. 

[1.10] Characters with the acrobat skill and the climbing skill have additional abilities.

   Acrobats who also have Climbing skill can ascend and descend vertical and near vertical surfaces with startling speed, provided such surfaces have numerous protrusions (e.g., trees, very rough walls, etc.).  This ability is a short-term “momentum” effect and requires a running start of at least a few feet on a solid surface.  Use the lesser of Acrobatics and Rope Mastery skill on the table below. 

Rank
Effect

6           Can run up or down a tree or very rough wall at one quarter TMR for two Pulses.  Must have readily accessible branches or outcroppings.

8            As above but can move at half TMR for four Pulses.

10          As above but can move at full TMR for six Pulses.

[1.11] Characters with the acrobat skill and the diving skill have additional abilities.

   Acrobats who also have diving skill at rank 6 or higher can leap completely clear of the water.  Maximum height is equal to 1 foot per rank of Acrobatics skill or Diving skill, whichever is lower.  For example, a rank 8 Acrobat with Diving at rank 5 cannot perform this action.  If he raises his Diving skill to rank 6, then he can leap out of the water 6 feet.

[1.12] A character with acrobat must expend (200 + [100 x Rank]) Silver Pennies per year for the equipment, tips and hints, and keeping up with other acrobats in skill. 

   An acrobat who does not spend the above amount operates as if he were an acrobat two Ranks less than what he actually is. 

2. Administrator

   This skill specializes in the skills of paperwork, laws and customs, and cutting through the red tape of any bureaucracy. 
   Any dealing with officials, whether they be church, customs, or palace, can be greatly enhanced through the use of this skill.

   A character must be able to read/write at least one language at Rank 8 to take this skill. In order to improve this skill beyond Rank 3 a character must be able to speak and read/write at least 3 languages at Rank 9 or better. In order to improve this skill beyond Rank 8, the character must be able to speak and read/write five languages at Rank 9 or better, and at least one language must be at Rank 10.

   Since courtesan/gigolo is related to this profession (in some cultures anyways), skill costs for courtesan are at 80% of listed cost until the Rank in courtesan equals Rank in Administrator. (Sometimes, cash just won't suffice - you gotta take more drastic measures to succeed :-)).

[2.1] A character with the administrator skill may engage in bribery

      The ability to use material goods, or the promise of same, in order to convince the other person to grant your request.  This does not include intimidation. This is a positive adjustment to the other person's impressions.

   Note - this won't always be usable. i.e. Temple guards are legendary for being incorruptible.  This can also sometimes result in an enemy if the character decides the offer is too low.  If the bribe is large enough, you've bought yourself an ally. But remember - someone else may offer them even more!

  Success chance: ([Characters willpower - opponent's willpower] + [5 x Rank] + [Relative Value of bribe]/difficulty rating) %

   Obviously, a strong-willed opponent is going to come out of this to their advantage.

   Relative value of bribe depends on how much is being offered to whom.

   A gold crown to a bartender will get you more than a gold crown to the king's advisor.  

   Difficulty factor depends on who is being bribed, when, where, how by whom, and why (what's being asked for). For example, a sergeant of the King's Guard is going to have a rating so high it's suicide to try. The King's younger brother (and heir to the throne if big brother dies) might be so easy, he offers YOU money!

[2.2] A character with the administrator skill may engage in intimidation

     Similar in goal to bribery (convince the other guy to give you what you want), except that this uses negative enforcement. This doesn't necessarily mean put a dagger to the guy's throat; It simply suggests that unpleasant things could happen. Aside from the obvious physical harm implied, threats could include taking your business (and gold) elsewhere, to the detriment of the individual, escalating the situation to his/her superior (who won't agree with your opponent's stand), or suggesting that his/her position/career is endangered by not complying with your request.

  Note - use of this skill usually results in the character making a life-long enemy.

[2.3] A character with the administrator skill may administer a business, organisation or facility.

   This includes steward of a castle/keep, running of an Inn, or operations officer in a Military environment. It's up to the individual GM to determine exactly what the character will know, based on the character's background (nice way to "encourage" players to develop detailed character histories).

[2.4] A character with the administrator skill may detect lies from those he converses with.

 The ability to determine if someone is telling the truth or not, and by how much.

 Detect Lie: ([Player's WP - Opponent's WP] + Perception + [3 * Rank]) %.  If successful, you can tell whether the opponent is telling the truth.

   To determine how much of what is being said is true, use the following: (Rolled score / Required roll) %.  i.e.: Player 1 has a 60% chance of telling if player 2 is being honest.  (Player 2 is lying like a rug. 90% is pure B-S)

   The roll is 45. 45/60 = 75%. Player 1 knows that player 2 is lying.  Player 1 figures at best, 75% of what player 2 says is true.

[2.5] Administrators get a (2 x Rank) bonus in reaction rolls when dealing with aristocrats and officials (this is cumulative with any other bonus when dealing with an aristocrat).

[2.6] A character with the Administrator skill gains certain abilities as he progresses in Rank:

· Rank 1 - Comprehend official documents, paperwork, etc.

· Rank 2 - Operate small establishment; keep accurate records and account books, etc.

· Rank 3 - Bribe officials (depending on official’s Willpower, amount of bribe, etc.)

· Rank 4 - Effectively operate medium establishment/small estate

· Rank 5 - Intimidate officials (depending on the official’s Willpower vs. the character’s Willpower)

· Rank 6 - Effectively operate large establishment/medium estate

· Rank 8 - Effectively operate large estate

· Rank 10 - Time to apply to Enron.
[2.7] A character with the Administrator skill may engage in political in-fighting.

    This is the skill of participating in, and surviving political intrigue and dirty-fighting. Anyone who has read Machiavelli will understand this one! The "Game of Houses" in Robert Jordan's WHEEL OF TIME series is an excellent example of political warfare at its best. Think of this as "character assassinations". This includes being able to tell the major players in the situation, their political stand, and an estimate of the types of tactics likely to be employed. Bribery/intimidation, seducement, planting false evidence, and friends and enemies are what this is all about. 

   Any bureaucracy will have its "mandarins", aka high-level civil servants whose goal in life is to make their life as pleasant and easy as possible, preferable at the expense of everyone else. This skill makes dealing with these individuals possible. Without administrator skill, these people will have a party of characters for lunch!

[2.8] An administrator must spend (250+ [150 x Rank] Silver Pennies per year to pay for bribes, gifts and clothing befitting his station.

   An administrator which does not spend the above amount operates as if he were two Ranks less proficient.  If the Rank of an administrator is reduced to a negative number the use of the skill is temporarily lost.

   The above amount does not include any special item which the administrator requires.

3. Anam’glac

   Filed, pointed teeth and grisly battle rites: the Anam’glac have discovered the true cycle of life, and have defiled it. They draw power from the souls of the dead into themselves, to feed off it and become more powerful.  Instead of returning souls to the circle of life, they consume them and destroy them. The Anam’glac are known to some as the Dark Circle. With their cannibalistic ways, rare indeed is the Anam’glac who does not rise once again from the grave as a fell ghoul. It is as if in response to their abandoning of the circle of life, the circle will no longer accept them back.

[3.1] Membership into the Cult of Anam’glac is restricted to mages. 

   Any mage may become an Anam’glac but their Ranks most often consist of Necromancers, Black Mages, Dark Celestial and sometimes Druidic Earth mages. The cult is not usually found in civilized areas because of its practices. Anam’glac may not be healers.

[3.2] A character with the anam’glac skill may consume his victim’s Soul. 

   When given the body of a sentient creature recently slain (within 12 hours), the Anam’glac can cannibalize the corpse to gain some of its anima, or essential mystical power. In order to gain this power, the Anam’glac must consume the vital organs of the dead, consuming the soul symbolically with the consumption of the flesh. Removing and consuming the vital organs of a corpse always takes at least 30 seconds. Most Anam’glac would prefer to savor their dark meals; some even cook them, but sometimes this ritual is discarded for reasons of necessity.  Depending on the ability absorbed its duration is variable. An Anam’glac can consume at most four meals of this type in a day.  It is possible for the Anam’glac to feed four times off the soul of a powerful person. (Note to GMs, an Anam’glac may never benefit from more then four “feasts” at any given time).

[3.3] Eating the dead comes with its own risks. 

   The price paid is far dearer than the two coppers for the ferryman's fee.  Technically, cannibalism is often the cause of prion infections, which cause serious, often fatal, neurological and mental disorders. In game terms, the Anam’glac must roll under 5 x WP every time they consume the organs, if they fail a roll must be made on the following table:

[3.4] Mental Afflictions

Roll         Affliction

1-2
Megalomania

3-4
Split Personality

5-6
Kleptomania

7-8
Moronic

9
Phobia [strange things, 2½ x WP]

0
Phobia [undead, 2 ½ x WP]
   Many of the dead can be a source of parasites and other diseases - there is a 10% chance per corpse that the Anam’glac is exposed to a disease or parasite, rolling for the exact type on the following table:

[3.5] Physical Afflictions
Roll        Affliction

1-3   Filth Fever: While under the effects of filth fever they will suffer a 1/3 reduction in their fatigue. The disease usually last for D5 days.  4-6 
The Shakes: Concentration checks must be made when undertaking any skills or spell casting. 

   Roll under 4 x WP successfully overcome the shakes. Additionally, any rolls involving MD may only be made at 1 x MD.  The disease usually last for d5 days.

7-9   Grave boils: Boils break out of the feet, belly and face of the victim.  TMR is reduced by ½ and agility is reduced by 4. Physical beauty is reduced by 5. Rolls 
involving AG may only be made at 1 x AG.  Duration is D5 + 1 days.

10   Cryptosporidiosis: The victim suffers from abdominal cramps, mild nausea, vomiting, 
headaches and loss of appetite for D + 1 days.

[3.6] By consuming his victim the character with the anam’glac skill may build up an energy pool.

   The Anam'glac's training focuses on the power of the consumed soul over that of magical perfection.  Whenever an Anam’glac devours the heart of a recently slain person they gain half of that person’s FT into an “energy pool”.  This mana pool can only be used in casting spells and may not be used for anything else. The mana pool may never exceed the actual fatigue of the mage.  It takes 30 seconds to remove the heart and this must be done separately from the other organs. This may be done at any Rank.
[3.7] The Anam’glac gains special abilities at certain Ranks:

Rank 2: Craft the Dead: The Anam’glac learns how to invest the head of a slain enemy with magical energies. He can invest any spell that he can cast into the skull from a sentient creature's head. The Base Chance is 30% + 5% per Rank. At Rank 2 has learned the basics of consuming the soul. In the process of eating the soul of the dead, he consumes a part of their physical prowess. Roll d10 to determine ability gained: 1-3: PS 4-6: MD 7-9: AG 10: EN. 
The Anam’glac gains ½ of that person’s ability for duration of 24 hours if the person was a novice, 48 hors if the person was a mercenary, 72 hours if the person was an adventurer, 5 day if the person was a veteran, one week if a hero, two weeks if legendary & 3 weeks if mythic. A person who is resurrected or otherwise returned from the dead after being the victim of this power loses half of the ability score for one week. The Anam’glac may try to absorb a particular ability by rolling under 10% +10% per Rank. If he or she fails they only gain ¼ from a randomly determined ability.
Rank 4:  The Anam’glac can consume the mental abilities of the victim as well. This is identical to Rank 2 except that it can also target 1-5: willpower or 6-10: perception. The Anam’glac may try to absorb a particular ability by rolling under 10% (+10% per Rank). If he or she fails they only gain ¼ from a randomly determined ability.
Rank 5: The Anam’glac can consume some of the victim's memories. For each person's memories the Anam’glac currently holds, he can make a recall roll to gather forth a memory that he is searching for (no re-rolls are allowed for this roll). This ability has no serious long-term after-effects on the victim should he be brought back from the dead, although he will initially suffer from complete amnesia for 1 day per Rank of the Anam’glac. An Anam’glac can shift through a person’s memories equal to ½ his or her WP before those memories are lost.  90% "Routine Activities", activities, people, places and abilities the victim knew intimately, such as their employer's face, the way to their house, names and habits of close family and friends, etc. 70% "Common Knowledge", things most people know that the victim may have known, such as common rumors and gossip, the location of the king's castle, the best inn in town. 50% - "Specific Minutia", little things the victim knew well, such as command words, passwords, secret hiding places, and other things the victim knew but didn't use regularly. 20% - "Lost Knowledge", minutia that the victim only knew vaguely, such as a password he was once told, or the taxation rate in the kingdom. Skin walking allows them to take the skin of someone slain to assume their shape and appearance. It takes 1 hour to skin a normal person and the ritual has a 60% chance of working.  If the roll fails that skin is ruined.
Rank 6: The Anam’glac can draw from the skills of his victims. Select a number of skills equal to the Anam’glac’s Rank from those that the victim had Ranks in. It is possible for the Anam’glac to learn a combat skill with this ability.

    The GM should make a d10 chart to determine which skill is absorbed.  If randomly generated, the skill last for 48 hours. If the Anam’glac tried to absorb a particular skill and fails the randomly determined one only last for 12 hours.  If the Anam’glac wants to absorb a particular skill he or she has a 60% of absorbing the skill if they knew the victim possessed the ability. A victim of this power who is later returned from the dead suffers a -40% on skill checks involving these skills until both 1 week passes per Rank of the Anam’glac or the victim receives psi-surgery from a telepath or is healed by a Rank 8 healer.
Rank 7: The Anam’glac can draw raw magical power from the souls of those he consumes. The victim must have had some magical ability - either a spell casting ability, a supernatural power, or a spell-like ability for this power to take effect. Immediately, the Anam’glac regains all FT and replenishes their mana pool to full.  The GM should develop a d10 chart to determine which spell is absorbed. The GM should develop the chart with the 10 highest Ranked spells the victim possessed. The Anam’glac may try to learn a particular spell they knew the victim possessed by rolling under 50%, but if they fail they may not learn that spell at all. The Anam’glac may “learn” a number of new spell equal to ½ his or her MA.  The memories of the spells last 1 day per Rank of the spell absorbed. If someone is brought back to life, they will loose half their Ranks in that spell and must relearn them.
Rank 8: The Anam’glac learns how to extract energy from the soul of the dead and to share it with his fellows (Not to exceed WP in number). By preparing a feast of the dead, the Anam’glac can provide a bonus to any one chosen ability score (as per the Physical and Mental abilities above) to all those who partake of the feast. This ability score bonus lasts for one week. Alternately, the Anam’glac can prepare a feast for the entire community. This version can feed a number of people equal to the Anam’glac’s class Rank plus his willpower, plus the EN of the victim. 
   Additionally, this provides a +10% to all attack rolls, magic resistance and skill rolls for 2 weeks. For either of these abilities, the entire body of the victim must be consumed. The victim can never be brought back from the dead, as his entire soul has been consumed.
Rank 10: The Anam’glac may now draw upon the collective memories of the consumed. Any memory possessed by one consumed may be recalled by rolling under 4 x WP. A failure will lead to a trance like coma that will endure for D minutes. Success allows the Anam’glac to recall the memory perfectly. Skills and spells may also be attempted but the chance of success is 2 x WP. Success allows one use of the spell or skill, failure leads to a coma like trance lasting for D minutes.

[3.8] Anam’glac need not pay anything for continued upkeep, but do have to pay for training and advancement in their skill. 

4. Archery  

   Archery is the art of the bow and may be used with any bow weapons.

[4.1] A character with the archery skill suffers the following restrictions.

   It is not possible to add both Warrior and Archery bonuses at the same time, but should any bonuses from both skills be applicable the character gains the benefit of the greater.

[4.2] A character with the Archery skill gains the following benefits:

· The Student's Base Chance with a bow is increased by 1% (+1/Rank). 

· The Student gains an “engaged” initiative, whilst unengaged and with a bow prepared. This is calculated in the normal way, [AG + PC + Weapon + other bonuses], using bow Rank for the weapon and adding an additional 1 (+1 per 2 full Ranks) with the Archery skill. 

· Using this initiative value the Student may choose to act in the engaged portion of a Pulse rather than the unengaged portion, in order to fire into or otherwise effect melee combat. Only their initiative and the timing of their actions are altered, any and all action restrictions are still based on them being unengaged. 

· The Strike Chance penalty for shooting a target in a sheltered hex is reduced by 5% (+1 / Rank) provided that the shelter is predominantly a linear obstacle between the Student and the target, and there is sufficient ceiling height for the Student to arch their shot. 

· The penalty for shooting at an airborne target is reduced by 2% per Rank.

· At Rank 6 the Strike Chance penalty for shooting at long range is reduced to -2 per 5 hexes after first 5, and at Rank 9 it is reduced to -1 per 5 hexes after first 5. 

· At Rank 7 the Student may attempt a ranged Disarm attack. This is calculated as for an engaged Disarm. 

· At Ranks 4 and 8 the Student gains the ability to stack an additional Aim action. 

· No other actions may be taken between the Aim actions. 

· Each additional Aim action increases their Strike Chance by +10, and raises the chances of Endurance and Specific Grievous damage by 5% of modified Strike Chance. 

· (e.g. at Rank 4 the Student  may use a Pass action to Aim like any other archer, then follow that with another Pass action to Aim again to gain a total of +30 to Strike Chance and raise their chances of Endurance and Specific Grievous damage to 25% and 15% of modified Strike Chance respectively). 

· At every 5 Ranks the Student gains an additional free action every Pulse. 

· This action may only be used to Load, Aim, Fire, Evade, Prepare or Unprepare a Bow.

5. Armourer & Weaponsmith

   Weapons tend to play an extremely important role in most fantasy roleplaying games, and the DragonQuest game system is no exception to this rule.  In the mediaeval period of history, people who could construct, repair, and assess the quality and value of arms and armour were extremely important but were quite rare.     The Armourer Skill attempts to create an occupational skill that is similar to that of Craftsman in many respects, but allowing the character to strictly deal with the assessing, manufacture, and repair of arms and armour within the context of the fantasy campaign. 

[5.1] A character who chooses to take the Armourer skill must meet the requirements for Manual Dexterity and/or Physical Strength. 

   In order to take the Armourer skill, a character must have a Manual Dexterity of at least 16 and a Physical Strength of at least 15.

   While the Games Master can rule that the manufacture of certain types of armour and/or weapons might require a higher Manual Dexterity and/or Physical Strength, these are the minimum requirements for choosing the skill. 

   If a character chooses to take the Armourer skill and has a Manual Dexterity below the minimum required, he will increase the Experience Points to progress Ranks by 10%.  If the character has a Physical Strength below the minimum required, he will increase the Experience Points to progress Ranks by 10%.  These two modifiers are cumulative. 

   If a character chooses to take the Armourer skill and has a Manual Dexterity higher than 22, he will reduce the Experience Points to progress Ranks by 10%.  If the character has a Physical Strength of 24 or more, he will reduce the Experience Points to progress Ranks by 10%.  These two modifiers are cumulative. 

[5.2] A character with the Armourer Skill must choose one of two specialties when he achieves Rank 2, and can take further specializations as he progresses Ranks. 

   When the character reaches Rank 2 with the Armourer skill, he must choose to specialize as either as an Armourer (a maker of armour) or a Weaponsmith (maker of weaponry).  The character does not receive a bonus to skill Base Chances or Experience Point costs by choosing this particular specialty. 

   Once the character achieves Ranks 3, 6, 8, and 10, the character with Armourer skill has the ability to choose a specialty within his field of expertise.  Thus, an Armourer who has achieve Rank 6 in his skill and had chosen Weaponsmith at Rank 2, could now choose the specialty fashioning broadswords after having chosen the specialty of fashioning swords at Rank 3.   

   It should be noted that a character receives a bonus of (Rank) % to any assaying done within the field of specialty (such as Weaponsmith).  If the character chose a specialty within the field of expertise (such as fashioning swords), he receives a bonus of (Rank x 2) % to all activities done within that specific specialty area. 

[5.3] A character with Armourer skill must have a workplace or storefront in order to practice their art by the time they reach Rank 3, or may not progress Ranks beyond that point. 

   Once a character reaches Rank 3 in Armourer skill, the character must have a workplace or storefront out of which to operate.  The initial set up cost of the workshop or storefront is equal to (3500 + [Rank x 1200]) Silver Pennies to build the workspace or shop, and up to 3,000 Silver Pennies to equip it properly with all the required tools and items.  The Armourer can pay 20% less than the standard cost, in which case the shop is considered to be "poorly stocked" and suffers a -15% to all Armourer skill rolls in the shop.  Conversely, a shop is considered to be "well stocked" if the Armourer pays at least 1.5 times the standard cost, and gains a modifier of +5% to all Armourer skill rolls in the shop. 

   The character must pay a certain amount of upkeep per year to keep the shop or workplace running smoothly.  The Armourer must pay a sum of 10% of the shop's initial cost in Silver Pennies per year to maintain the shop or workplace.  If this sum is not paid, the value of the shop or workplace is devalued by 20% (possibly altering its status as poor- or well-stocked).  All Armourer workshops and storefronts are rated by Rank; the Rank of the shop is determined by the Rank of the Armourer at the time that the shop was constructed.  The Rank of an Armourer's workshop or storefront can be increased by one for each 3,200 Silver Pennies the Armourer is willing to spend for this purpose. 

   While it is not likely that an Armourer would do so, an Armourer can rent out the use of the workspace or storefront to others for a fee of 15 to 40 Silver Pennies per day.  It should be noted that the Armourer to whom the shop is lent out must pay for materials and the like, in addition to the rental fee, but sometimes this is dealt with by the renting Armourer paying a percentage of the profits on the item to the owner of the smith or storefront.  If the character chooses to employ others in his workshop or storefront, the Armourer must pay his or her employees a sum of no less than (Rank x 3) Silver Pennies per day.  While this is not the fee that is most commonly paid to employees, it is the suggested amount. 

[5.4] The Armourer has the ability to assay the value of any set of armour, any weapons, or any shields that have been fashioned through the use of this craft skill. 

   The ability for an Armourer to assay the value of any item will take an amount of time that depends on whether the item is a set of armour, a shield, or a weapon.  The minimum amount of time that can be taken for this purpose is (11-Rank) minutes.  As a general rule, a set of armour will require triple this amount of time, a shield will require up to double this time, and a weapon will require the set amount of time (unless the item is of quality, in which case even more time might be required).   

   The character has a chance of assessing the value of a set of armour, a shield or a sword, depending on the rarity and scarceness of the item or object in question.  The character can only assess the value of a set of armour, a shield or a sword.  The Base Chance of assessing a Common weapon or set of armour is [PC + (Rank x 10)]%, to assay an Uncommon set of armour, shield, or sword has a Base Chance of (PC + [Rank x 8]) %, and to assay a set of armour, shield, or sword that is Rare or Costly has a Base Chance of (PC + [Rank x 5]) %.  Note that once the character reaches Rank 2 and chooses to be an Armourer or Weaponsmith, the Base Chance of assaying the other type of items is usually halved. 

   Examples of the type of items that would be considered Common, Uncommon, and Rare/Costly would include:  a sword common to the Armourer's homeland (Common); a shield made by a master Armourer or one that comes from a different land or is made of an unusual substance (Uncommon); and a magical shield that is made from a dragon's scale (Rare/Costly). 

   If the Games Master rolls equal to or less than the success percentage, the character is told the exact value of the item in question.  If the roll is greater than the success percentage, the Games Master tells the character a value that diverges from reality more sharply as the success roll diverges more from the percentage.

   An odd result means the quote is below the actual price, an even result means the quote is above the actual price. 

[5.5] A character with the Armourer skill has the ability to assess the quality of sets of armour, shields, and weapons and can assess the quality of the materials used for the making of these items. 

   The ability to use this particular skill will require some (12 - Rank) minutes on the part of the Armourer, but can require longer.  It is suggested that the GM increase the time to assess the quality of a set of armour, shield, or weapon by no more than double that time, although it is possible that longer could be required in some cases (for example, for a weapon that was partially crafted by an Adept or by a Shaper). 

   The Base Chance of detecting a flaw of some sort in any set of armour, shield, or weapon is equal to [(PC x 3) + (Rank x 7) - (Creator's Rank x 5)] %.  Thus if a Weaponsmith of Rank 5 has a Perception of 10, and is inspecting a sword made by a Rank 8 Weaponsmith, the Base Chance of finding any flaws with the item is equal to 25%. 

   Note that once the character reaches Rank 2 and chooses to be an Armourer or Weaponsmith, the Base Chance of assessing the quality of items of the other type is usually halved. 

[5.6] An Armourer has the ability to create everyday items and the like with his Armourer skill. 

   The Armourer has the ability to create everyday use sets of armour, shields, and weapons with this skill and ability.  Thus, an Armourer could turn out a pair of greaves, and a Weaponsmith could turn out a dagger or broadsword. 

   The Armourer's ability to create everyday suits of armour, shields, and weapons is dependent on the items to be created and the Armourer's skill.  A set of armour will require ([Base weight + 5] – [Rank]) weeks to fashion.  A shield will require ([Base weight + 8] – [Rank]) days to fashion.  Finally, a weapon will require [(Base weight + 5) - (Rank)] days to fashion.  These times can be increased by up to 75% if the item in question is to be customized to the user.  (If the GM is using the modification for Weapon Handling, see that particular document for other considerations).

   The fitting time for the armour (the time spent with the Armourer by the wearer-to-be) is a number of hours equal to the base number of days (e.g. 6 hours to fit a suit of chain mail). The hours need not be consecutive but all must be done in the first half of the manufacturing time.

   The Armourer does not require a roll to see if a set of armour, a shield, or a sword for everyday use and with everyday value has been created or crafted.  However, any given set of armour, shield, or weapon will have a chance of being flawed.  The Base Chance of an item being flawed is equal to (20-Rank) %.  If the Armourer has chosen a speciality within the field of expertise, treat the Rank of the Armourer as being 3 Ranks higher for the purpose of determining if the item is flawed. 

   An Armourer has the ability to detect whether he has created a set of armour, shield, or sword that is flawed in some manner.  The Base Chance of detecting the flaws in one's own work is equal to ([PC x 3] + [Rank x 8]) % If the Armourer detects a flaw in his own work, he may attempt to perfect the item, if so desired.  The Base Chance of doing so is equal to ([PC x 3] + [Rank x 6] – [Flaw Percentage]).  This extra work will add (11-Rank) days, weeks, or months to the work to be done. 

   Note that once the character reaches Rank 2 and chooses to be an Armourer or Weaponsmith, the ability to create everyday items of the other type is gradually lost at a rate of 20% per year, cumulative.  The ability to assess whether an item is flawed is not

reduced in this manner, but merely halved. 

[5.7] The Armourer has the ability to craft armour suits, shields, and weapons of exceptional quality, beauty, or function.  This ability is rarer than many would think, and thus requires more time and effort. 

   While the Armourer is able to make sets of armour, shields, and weapons for everyday use, he is also capable of crafting items of quality, function, or value.  Thus, while an Armourer can make a set of plate mail armour, it requires something special to make the

armour two pounds lighter or to give it a slightly better protection rating or to perhaps take more damage before falling apart. 

   In order to create a set of armour, a shield, or weapon of exceptional quality, the Armourer must make a Creation Roll.  In many ways, this is similar to the roll required of a Craftsman or an Alchemist or Shaping Mage when making an item that has unusual

properties to it.  The minimum time to create an item of exceptional quality is equal to at least +20% of the time to create an item that is normal for that Armourer field; in some cases, the time taken to create the exceptional item could be increased by as much as 75%.   

   The Base Chance for the Armourer to create an item of exceptional quality or unusual ability is equal to [(WP x «) + (Characteristic x «) + (Rank x 2)] %.  If the character fails to roll less than or equal to the success chance, the item made will be of normal or slightly above normal quality, but will still have taken the full extra length of time required to craft an item of exceptional quality.  The chance of creating a set of armour, a shield, or a weapon of exceptional quality can be reduced by -1 to -30% due to the difficulty that the GM might feel is required to manufacture the item in question. 

   There is still a chance that the crafted set of armour, shield, or weapon of exceptional quality is still flawed, and this chance is equal to (15 - Rank) %.  For every 10 points by which the success roll of creating the item was made by, reduce this chance of a flaw by -1%.  Note that the Armourer has a Base Chance of ([PC x 3] + [Rank x 7]) % of detecting the flaw in an item of exceptional quality that he has made, but cannot repair or tidy up the flaw in question.  If a repair is attempted, the item will be treated as being merely of slightly above normal value. 

   With the creation of an object of exceptional quality the Armourer may have modified the object in various ways.  Only one of these modifications may be chosen & it may only be used by an Armourer or Weaponsmith who has specialized in a particular type of weapon or armour e.g. a broadsword or chainmail.

[5.8] The time required to construct a suit of armour depends upon Rank and armour type.  

   Construction time is given in days 

	
Armour Type
	
Construction Time

	Cloth/Fur Alone* 
	6

	Soft Leather
	6

	Bezainted
	16

	Wicker
	12

	Ringmail
	18

	Leather
	6

	Hide
	6

	Scale
	24

	Brigandine
	54

	Lamellar
	36

	Chainmail
	42

	Laminated
	30

	Elven Chainmail
	30

	Augmented Mail 
	39

	Half Plate 
	36

	Full Plate
	42

	Improved Plate
	48

	Jousting Plate
	54


   An armourer may subtract (Rank/2) days from the time taken to produce a set of armour.

[5.8] Armourer

a) The weight of a set of armour may be modified based on the Rank of the Armourer, thus modifying the agility loss of the armour.                                                The weight of the armour may be reduced by 1/2 a factor per 3 full Ranks. The armour may never have a factor lighter than WT 1. NOTE: Improved plate armour may only benefit from a one point reduction while the factors for cloth and leather armour may not be reduced at all. 

b) The suit of armour may be made more flexible.                                                      The agility modifier for a suit of armour may be decreased by 1 point for every 6 Ranks in this skill.  NOTE: Any armour may never have an agility modifier better than 0.

c) The stealth modifier of a suit of armour may be improved.                                                                            The stealth modifier on a suit of armour may be increased by +1% per Rank. The stealth modifier will never be better than +5%.

d) The protection rating of a set of armour may be increased by 1 point for every 5 Ranks in the Armourer skill.                                                              This attribute may not be affected for cloth, furs or soft    leather, and no more than 1 additional point of protection may be added to hard leather. 
[5.9] Weaponsmith

a) A Weaponsmith may increase the base damage of a weapon he creates by 1 point every 5 Ranks.
Example: The Base Damage of a broadsword forged by a Rank 10 Weaponsmith is +6. 

b) A Weaponsmith may make his weapons lighter, lowering the required PS to wield the weapon by 1 every 5 Ranks.                                                                        If the Weaponsmith chooses to make his weapon lighter, he sacrifices 1 point of damage.              

Example:  A Rank 6 Weaponsmith forges a broadsword. He decides to make the weapon lighter than normal, lowering the required PS from 15 to 14. The weapon he produces will have a base damage of +3. The Weaponsmith sacrifices the extra point of damage his Rank would normally allow. 

c) A Weaponsmith may decrease the breakage chance of a weapon by 1% per Rank.                                               
Add 4oz to the weapon's weight for each point of decrease in the Breakage Chance. The maximum amount of decrease that can be done on a weapon is 5 points (20oz).The Breakage chance may never be decreased below 1%.  

d) A Weaponsmith may increase the IV of a weapon by 1 every 3 Ranks.
e) A Weaponsmith may increase the range of a thrown or missile weapon by 2% x Rank.
f) A Weaponsmith may increase the Base Chance of a weapon by 1% x Rank.
g) At Rank 10 a Dwarven Weaponsmith may make a weapon unbreakable. 
h) An Uruku Weaponsmith may increase the chance of infection from his weapon by 1% x Rank.
i) A Halfling Weaponsmith may increase the wielder’s chance to maintain hold of the weapon by 1% x Rank.
[5.10] An Armourer has the ability to repair items that are related to his field of expertise. 

   The Armourer has the ability to repair everyday and exceptional quality sets of armour, shields, and weapons that are related directly to his or her Armourer field of expertise. 

   The time required to assess the damage to a given item and to effect repairs to it is usually no less than (12 - Rank) weeks, but can be expressed in days or hours (for truly minor repairs), or even longer periods of time, depending on the circumstances of the repair, the nature of the repairs to be made, and the availability of the item or object in question. 

   The Base Chance for the Armourer to repair a set of armour, a shield, or a weapon is equal to (PC + [MD x 2] + [Rank x 6]) %.  The chance of making a repair to an item can be modified by between -50% and +30%, depending on the nature of the repairs to be made and the difficulty of making the repairs. 

   While it is likely that the Games Master will be relatively tolerant towards the players having repairs made to armour, shields, and weapons, it is equally optional for the GM to treat players harshly in terms of time required for the repairs or the difficulty of making the repairs during the course of play. 

[5.11] An Armourer is able to charge monies for the creation of sets of armour, shields, and weapons, for the assaying of the value and quality of these items, and for the repair of these items as it relates to his field of expertise. 

   The Armourer is able to charge a sum of money for the creation of suits of armour, shields, and weapons, for the assaying of these items, and for the repair of items using his craft field of expertise. 

   An Armourer can charge a fee of up to (Rank x 3) Silver Pennies for assaying a set of armour, a shield, or a weapon for quality, value, make, or craftsmanship. 

   An Armourer can charge (Base selling price + [Rank x «]) Silver Pennies for the creation of an item of everyday quality and use.

   If the item is of exceptional quality or value, the Armourer can charge a fee of (Base selling price + [Rank x 3]) Silver Pennies for the item in question, but might even be able to charge significantly higher amounts than that for the item in question. 

   An Armourer is able to charge a fee of between 3% and 20% (with 10% being the average) of the cost of a normal set of armour, shield, or weapon in question that is being repaired.  This value could be higher or lower, depending on materials required for the repairs, delicacy of the repairs required, and other factors. 

[5.12] Because of their nature and facility for dealing with certain areas of expertise, certain races receive a bonus to the chance of success of working in certain Armourer fields. 

   By their very nature, certain races receive a bonus to the crafting of weapons or armour due to centuries of specialization in the craft and the like. 

   Humans may be permitted to add (Rank x «)% to all Base Chances involving both Armourer and Weaponsmith skills that are deemed appropriate at the discretion of the Games Master (for example, a race that dwells on an island with no metals would not receive the bonus at all).  All Dwarves who choose Weaponsmith or Armourer receive a bonus of (Rank x 2) % to their Base Chances of success in the field.  Other races may receive bonuses to their skill chances within the Armourer fields of expertise at the discretion of the Games Master. 

[96.13] An Armourer does not have to pay any set yearly fees for the maintenance of his Armourer skill. 

   It should be noted that the Armourer must pay for the use of a workshop or storefront to practice his craft if he does not own a workshop or has not yet achieved Rank 3 in the craft in question.  

6. Ascetic

    Asceticism denotes a system of practices that aims at the development of virtue and strength of character through self-denial and mortification. It has been an aspect of many religions and philosophies.  Methods of Asceticism generally include exercises such as: celibacy, fasting, periods of silence, self-mutilation, flagellation, performance of unpleasant tasks, self-castration and withdrawal from human companionship.  It is thought that these practices gradually free a person's spiritual element from the body's demands. Once control has been achieved, a harmony of the whole person is experienced.
[6.1] An Ascetic has the equivalent of 2/3 his Rank in the Location skill [concerning the area in which he lives].

[6.2] An Ascetic increases his chance to use the Begging skill  by 2% per Rank.

[6.3] Due to the hardness of his life an Ascetic character subtracts 1 point of PB and adds 3 years to his lifespan for each Rank he achieves in his skill.

[6.4] The Ascetic is skilled at finding food, water & creating shelter in any environment.  

   A roll of ([PC +  MD]/2 + [7 x Rank]) % must be made.  A character forced to live on survival fare is living at subsistence level & temporarily reduces his Fatigue & Endurance to three-quarters (round down) value.
[6.5] An Ascetic acquires a “bump” of direction as he increases his Rank.

   An Ascetic instinctively knows the relationship of each of the cardinal directions (of the compass) to each other. He is able to pinpoint true north to within (12‑Rank) degrees. An Ascetic can also estimate the distance he has traveled overland to within (80 + Rank)% accuracy. The maximum amount of travel, which can be estimated by an Ascetic, is (Rank) consecutive weeks worth (see rule 160.4). A check must be made to determine the accuracy of the Ascetic’s estimate each time he reaches his time limit. Both the above rules are exceptions to rule 1.4.

   If an Ascetic is lost or wishes to travel out of a wilderness by a direction other than that by which he carne, his success percentage to discover the shortest route out is ([2 x PC]+[6 x Rank])%. The GM rolls percentile dice, and if the roll is equal to or less than the success percentage, the Ascetic character chooses the quickest route. If the roll is between one and two times the success percentage, the Ascetic is unsure of which direction to go, and may check again in (12‑Rank) hours. If the roll is equal to or greater than twice the success percentage, the Ascetic has decided upon a random direction as the best.
[6.6] An Ascetic develops the ability to reach a state of self-induced trance in which the mind is totally relaxed but able to react immediately.  

   A roll of (WP + [8 x Rank])% keeps an injured person from falling unconscious, or being stunned.  While in this trance an Ascetic may not be tortured.  The trance may be maintained for 1 (+ [1 x Rank]) minutes and takes 1 minute (-6 seconds per Rank) to attain.

[6.7] An Ascetic may reduce the amount of sleep he requires.

   For each two Ranks the Ascetic achieves he may subtract one hour from the amount of sleep he requires per night.
[6.8] An Ascetic adds 1 point of EN and FT for each Rank he attains in the Ascetic skill.
[6.9] Restrictions:
· Ascetics will never wear more than a tunic or a cloak & breechclout.

· An Ascetic character automatically acquires the pacifistic disadvantage.

· An ascetic must tithe 30% of all monies earnt to the church.

· An Ascetic may never wear or own armour of any type.

· An Ascetic may never become a member of any College of magic and if the character had previously been a member upon attaining Rank 0 in the Ascetic skill he must renounce all use of his magical skills.

· An Ascetic may never become a member of any guild, fraternity or any other organised body.

· A character may only increase his Rank in the Ascetic skill once every five years.

· An Ascetic may only be armed with a quarterstaff, stave, crude club, jo-stick, or hunting stick.
[6.11] The following Ascetic talents derive not from magic but from years of contemplation and deprivation.

1. Percieve Mana (T-1)
   The force that gives the Adept his power to manipulate reality is Mana. It comes to him from the other planes. Ascetics can sense this force over great distances, allowing them to know of regions of high and low mana. At Rank 5 and higher they can both temporarily block or enhance (equivalent to a mana rich area, 27.1) the access to mana for one minute per Rank over an area of 100' radius from their location.  This Talent can only be used once in a 24 hour period.

2. Trance (T-2)

   While in a trance state, Ascetics are immune to the effects of heat and cold and require no food or drink.  At Rank 0 an Ascetic suffers the same discomfort as a normal being.  Each Rank adds 10 degrees (f) to the range of temperatures that can be experienced without harm, 70 degrees being the optimum temperature.  For example, at Rank 6 an Ascetic can endure a 60 degree range, from 40 – 100 degrees.  A highly ranked Ascetic can winter on a mountain top and experience no harm.

3. Perceiving the Future (T-3)

   One of their more dangerous abilities is knowing the future. In moments of clarity an Ascetics can correctly perceive the future of an individual or of an entire nation. The truth is always known and will be told without fear or favour. No matter how bizarre the
prediction it will always occur through the strange workings of Fate.
  One should carefully consider the consequences before seeking knowledge of the future from such a source. An Ascetic is never capricious but his outlook is never yours and may give unasked for answers.
   Only a blind Ascetic can perform this task, and an offering, no matter how small or trivial is required.                                    

4. Perceive Reality (T-4)
    A long life devoted to searching for purity gives one a firm grasp on what lies beneath the perceived. An Ascetic will always recognise a lie or half truth (but may not necessarily act on this knowledge). He will also be aware when something is not as it should be. This latter ability is played at the GMs discretion depending on Rank and the subtlety of the deceit. Lastly, they will also know much of the area they are travelling through.

5. Mental Protection (T-5)
 An Ascetic possess the ability to cloak their thoughts so they cannot be read. He is also immune to all forms of mental control.

7. Barbarian

   Many people known as barbarians or savages, live in the wild places of the world.  They have attuned themselves to their environment so well that they gain the following abilities when in the same environment in which they were raised:

[7.1] A Barbarian is restricted in his choice of weapons.

   A barbarian may only learn those weapons used by his tribe.

[7.2] Barbarians are intense individuals & NPC city dwellers tend to have strong reactions to them.

   The reaction dice roll is increased by 20% if the unmodified reaction is Pleasant or greater & decreased by 20% if the unmodified reaction is Unfriendly or less.

[7.3] Due to his wariness in his own environment a barbarian limits an opponent’s ability to perform a rear attack.

   Decrease the advantage gained by attacking a barbarian character through a rear hex by 3% x Rank.

[7.4] A barbarian is able to conceal an ambush in a natural setting.

   Decrease the chance for an opponent to detect an ambush by a barbarian by 5% x Rank. This subtraction is already factored into the Ranger skill.

[7.5] A barbarian increases his chance of performing any action involving stealth by 2% x Rank.

[7.6] If a character’s Rank as a ranger or hunter is greater than his Rank as a barbarian the character expends two thirds the necessary experience points to acquire or improve the latter skills.

   The reverse is also true.

[7.7] The barbarian increases his chance to climb a cliff or tree by 2% x Rank.

[7.8] A barbarian is able to undertake long and high jumps.

· Standing Leap: (5 feet +1 per Rank) + 1 foot for every AG point above 20.

· Running Leap: (8 feet +1 per Rank) +1 foot for every AG point above 20.

· Upward Leap: (5 feet +1 per every 2 Ranks) +1 foot for every 2 AG points above 20, and every 2 points of PS above 20.

[7.9] A Barbarian increases his healing rate by 1 point.

[7.10] A Barbarian receives the animal lore & plant lore knowledge at Rank 4.

[7.11] A Barbarian increases his chance of a favourable reaction when encountering another Barbarian who is not a tribal enemy.

   The reaction is increased by 1 for every Rank the barbarian has achieved.

[7.12] A barbarian may make an extra attack when attacking an opponent from behind while the Barbarian is in his natural environment.

[7.13] A barbarian may attempt to conceal his tracks from any pursuers.

   A barbarian subtracts 6% x Rank from another barbarian or ranger’s chance to follow his tracks.

[7.14] A barbarian of note is able to summon a Barbarian Horde.

   A barbarian may summon a barbarian horde if the barbarian is a tribal leader or recognised as a hero by his tribe.  The horde my only be summoned in the native territory of the barbarian, from among barbarians of his own tribe.  The horde can number a maximum of 10 + [50 x Rank].

   A horde takes 11 weeks minus [1 week x Rank] to gather & must have a stated purpose.  Deviating from the stated purpose by the horde or its leader will automatically cause the horde to disband.  Members of disbanded hordes will return to their territory by the quickest & safest route possible.

   A horde may only be kept together for 1 week + [1 week x  Rank].  At the end of this time the horde will automatically disband.  A barbarian who has had his horde disband beneath him subtracts 50% to the reaction he receives from any of his fellow tribesmen.

Design Notes:

   It has always worried me that although Dragonquest has the possibility of attacks by barbarians there is no barbarian skill.  During the Roman Empire & even well into the middle ages attacks by barbarians were a constant threat.  Now the players may know the joy of playing a Conan like figure. 

8. Bard

   Bards are the class of Druids in Celtic culture that fulfil the functions of entertainer, teacher, social regular, genealogist, historian and advisor. As such they are very powerful. 

Some may go on to become higher members of the Druid cast such as the Ovates or the Druids themselves. The patron of Bards is the God Ogmha 

[8.1] Bards are highly skilled and versatile characters 

   Training to a rank 5 Bard takes 10 years and involves the learning by heart of about 20,000 verses. It is assumed that training begins in youth. 

[8.2] Bards have benefits advancing the Troubadour skill 

   Bards pay ¾ experience point cost to advance in the Troubadour skill up to their rank (and ¾ Bard experience point cost if their troubadour skill is higher). GMs should assume that most Bards have equally ranked troubadour skill. 

[8.3] A Bard is trained to improve his memory. 

   Whenever a Bard character wishes to recall the details of a place or routine he has surveyed or a performance he has witnessed. The GM rolls percentile dice. If the roll is equal to or less than ([5 x Perception] + [2 x Rank]), the bard has a perfect memory of the performance, place or routine. If the roll is greater than the bard's success percentage, the GM should inveigle more and more erroneous information into his description as the roll approaches 99 and be totally incorrect at 00.  The GM may decrease the success percentage for difficult feats of memory. 

[8.4] The Bard knows a great deal of lore off by heart 

   They have a 10% + 5% per rank chance of knowing any past event, genealogy, religious lore or point of law. This is doubled for widely known information and halved for the more obscure items. If the roll is failed by less than rank the Bard will be able to remember given 12-Rank hours to think. If failed by less than 2x Rank the Bard will know who to ask; if failed by greater than 40 the Bard will remember incorrectly. 

[8.5] Bards are Good at Training. 

   Someone taught by a Bard knowing the skill to a higher rank pays 10% less to learn the skill than if taught by a non-bard. 

[8.6] Bards gain access to the abilities of the college of Bardic Magic.

   This college is very closely guarded and is open only to bards. At Rank 0 the Bard may learn talents and the General Knowledge spells and rituals. It is possible that a beginning character would be a Bard with Bardic magic Only bards of rank 5 and above may learn Special knowledge Spells and Rituals. 

[8.7] Bards must spend (250 + [200 x Rank]) Silver Pennies per year for travel to meet others and research. 

   Much of the power of a Bard is his contacts with other Bards; they can swap new compositions especially about those who have offended them. A Bard who does not meet his expenses operates as if he were two Ranks less proficient. If his Rank is reduced to a negative number, he may not practice as a Bard. 
9. Berserker

   Berserkers are characters who are able to summon a Battle Frenzy.  Once controlled by this frenzy the berserker will have increased strength and be incredibly difficult to kill.  

   Berserkers are usually recognized by their unkempt look [they take little notice of their appearance], their lack of armour & their screams whilst in battle.

[9.1] A character with the berserker skill must have a WP of 15 or higher.

[9.2] A character with the Berserker skill gains certain deductions to the experience point cost.

Racial: Human (Barbarian) = 10% deduction

Willpower: 20 and up = 10% deduction  

[9.3] A berserker may summon his Battle Frenzy.

   A berserker’s chance of summoning his Battle Frenzy is equal to the berserker’s WP + (4 x Rank) %.  It takes 12 Pulses [-1 Pulse per Rank] for a berserker to summon his Battle Frenzy.  One Pulse is also subtracted from the time taken to summon the Battle Frenzy for every -5% which is voluntarily subtracted from the success chance.  Once the required amount of time has passed a roll may be made each Pulse until a successful roll is achieved and the Berserker has summoned his Battle Frenzy.  He may engage in combat whilst he is attempting to summon the Frenzy.

   The type of activity a berserker is performing whilst trying to summon his Battle Frenzy will modify his chance as follows:

· Gnawing on shield

+5%

· Ripping out hair 

        [-1 PB for 1 month]
     
+10%

· Putting out an eye

+100%

· Being cornered

+10%

· For each friend killed
             +5%

· For each Pulse after

the first


+5%

· For each previous use

of the skill that day
             -10%

Note: All modifiers are cumulative.

   A Battle Frenzy is extremely tiring.  The Berserker must expend 1 point of FT [EN when FT is exhausted] for each Pulse his Battle Frenzy lasts.

   If a berserker wishes to end his Battle Frenzy he must roll ([5 x WP] + [2 x Rank] – 5% for each Pulse after the 1st Pulse [+1 additional Pulse per Rank]).

e.g. At Rank 10 Erik the berserker subtracts -5% from the success chance to end his Battle Frenzy after 12 Pulses in Battle Frenzy mode and will continue to subtract -5% each Pulse after that.

[9.4] A berserker may summon his Battle Frenzy in a non-combat situation to perform feats of strength.

   While in non-combat frenzy the Berserker may perform feats of strength (particularly destructive ones) and endurance at the level of ability of their increased stats and without regard of their own personal injury.

[9.4] Whilst in the grip of his Battle Frenzy the Berserker has the following advantages:

a) Increased Strength: A berserker gains 5 points of strength (at Rank 0) + 1 point per Rank thereafter. 

b) Natural Armour: A berserker adds 1 x Rank to his Natural Armour against “A” and “B” class weapons.   

c) Immunity to Natural Fire: The berserker is immune to natural fire.

d) Suppress Pain: Berserkers are immune to pain.  They cannot be tortured or stunned.  

e) Fearsome:  Because of the fearsome aspect of the berserker’s screams during battle, opponents must roll under ([4 x WP] – [2 x Rank of Berserker]) or they will experience difficulty attacking the berserker. If the roll is failed the opponents have -20% subtracted from their strike chance & -5 subtracted from their IV to strike the berserker.   Rolls are made at the beginning of combat with each opponent and last until the combat is ended or a successful roll is made.  Once successfully rolled an opponent is immune to the fear effect from this particular Berserker.

f) Mind over body: The berserker may temporarily sacrifice WP to restore lost FT & EN.  For every point of WP temporarily sacrificed in such a manner a berserker will gain 1 point of FT or EN [player’s choice].   These points may only be used to bring the Berserker up to his starting value.

g) Delay Death: By rolling under 3 x WP a berserker may delay death until the end of combat or until his EN reaches -8.  Damage from a Grievous Injury will still slay the Berserker however. 

h) Resistance to Magic: A berserker adds +5% to his Magic Resistance.

[9.5] A Berserker also has the following disadvantages:

a)  A Berserker may not use any type of armour except fur.

b) A Berserker once having successfully summoned a Battle Frenzy must charge the first being he sees and engage him in Melee combat.  The Berserker cannot withdraw or cease fighting until his foe is dead or his Battle Frenzy is over.  Once his opponent is dead, if still in the grip of his Battle Frenzy, the Berserker will attack the next closest being still alive, friend or foe.

c) If a Battle Frenzy is summoned in a noncombat situation the berserker will not attack friends while in this frenzy but they may continue to attack/destory any objects in line of sight until the frenzy over.
d) If a Berserker is about to attack a fellow adventurer the Berserker may avoid this by rolling 2 x WP or less.  A successful roll immediately ends the Battle Frenzy.

e) If the Berserker is knocked out, comes within 10 feet of an Elf, or is touched by a holy symbol wielded by a Priest or Cleric his Battle Frenzy will instantly end. 

f) Once a Berserker has reached 40 years of age a roll of 4 x EN or less must be made after the ending of each Battle Frenzy (-10% for each 5 years after 40) or suffer a heart attack.

g) If magic is seen by the Berserker or he engages in Melee combat he must make an involuntary check for Battle Frenzy.

10. Blood Mage

   Few things are more frustrating to mages then the limitation imposed upon them by their own bodies. The Blood Mage has learned to look beyond the limitations of the body to find and draw strength from its most primal source, blood. Either by their own 
blood or by the blood of another a Blood Mage learns to convert the very force of life into magic. While not necessarily evil, Blood Mages tend to take a fatalistic view towards life and see things in terms of their sacrificial potential. In the process of practicing their craft Blood Mages become more and more scarred, as a result they tend to become more repulsive to others, unless they happen to admire scar. Blood Mages will often wear long sleaves even in warm weather to conceal the scars that begin to cover their arms. The one real danger is that which gives life can also take, on rare occasions Blood Mages have been known to bleed to death. Blood Mages may not be healers. 
[10.1] A character with the Blood Mage skill may use blood for spells: 

   By wounding himself a Blood Mage can convert 1 EN into 6 FT for spell casting alone. The blood provides the basis of a manna pool from which the mage may draw energy for spell casting.  The fatigue generated by this method dissipates after 6 hours. The “holding capacity” of the manna pool grows as the Blood Mage advances. 

   It is increased 5 per Rank, up to double the FT of the Blood Mage. There is a 2% [non-cumulative] chance that the cut causes a bleeding wound that causes the loss of 1 EN per pulse.

[10.2] The Blood Mage character must procure a magic knife or dagger known as a “blade of blood” in order to use his abilities. 

   The Blood Mage is a person that cuts himself often to gain power, or cuts others to use their blood against them. Thusly he becomes attuned to the instrument that makes the blood flow. In order to become a Blood Mage one must procure a magic dagger or knife, worth no less than 30 tg.  It is with this blade, and this blade alone that triggers his blood-bought power.  The manna pool must always begin with blood drawn from the Blood Mage by this dagger. At Rank 4 injuries caused by this blade to others convey half of the damage to the manna pool of the Blood Mage. At Rank 5 a Blood Mage may acquire a second dagger as either a back-up or to use in his off hand.
[10.3] A character with the Blood Mage skill may identify a creature through the examination of its blood.

   By examining blood spilt from a creature that still lives a Blood Mage can identify what kind of creature it came from (Humanoid, animal, aberrations...). ([3 x perception] + [6 x Rank]) %. The blood can only be up to 2 + (1 per Rank) hours old for this identification to take place. Obviously, blood from things like undead, plants, etc, cannot be identified as they do not have blood.
[10.4] A Blood Mage may sense various facts about a creature from its blood. 

   Due to the echo that spilled blood can leave, the Blood Mage can tell, at will, if blood from a still living creature was spilled in an area up to as many days ago as he has Rank. It does not matter if the area has been cleaned up in any fashion, or even if the blood was somehow removed, the Blood Mage is sensing the echo of the living blood. The chance to successfully use this ability is ([Perception] + [6 x Rank])%.  He can also detect the direction the creature is (but not distance), as long as it is still living and on the same plane.
[10.5] A character with the Blood Mage skill has a high tolerance to pain.

   Slicing his body on a daily basis gives the Blood Mage an increased tolerance for pain. Rank x 2 is added to all concentration checks and rolls to resist stun and torture.

[10.6] A character with the Blood Mage skill has certain additions made to his PS, IV and TMR after tasting blood.

   The Blood Mage is not able to attack the pulse that he tastes blood, but he may evade. By tasting their own blood, the Blood Mage can double his TMR and increase his PS by 50% for two pulses. At Rank 5 they may taste the blood from an opponent they have injured with their dagger.  If it is another mage they increase their magic resistance by 25%.  If it is a fighter the Blood Mage’s IV is equal to his opponent’s +5 and they gain 20% on to defense because of a mystical intuition.  If it is a creature with special attacks (like a medusa) they gain resistance rolls at 2 factors higher. As each creature is unique, so its blood is unique. Power of blood can only be used on one creature at a time. Being protected from one sorcerer does not protect you from another. Tasting the blood of one basilisk doesn't protect you against its mate.  
[10.7] The Blood Mage is able to replenish himself through others' living blood. 

   He makes a single strike at -20% with his blood blade. If successful, it causes triple damage because of the power a Blood Mage has invested in the attack. The blood is then absorbed as it flows over the Blood Mage's hand. This causes the Blood Mage to heal the amount of damage that was dealt. This is the only action that may be done that pulse.  The Blood Mage may use this ability up to ½ his Rank number of times in a day.

[10.8] A character with the Blood Mage skill has the ability to cast blood-seeking spells.

    At Rank 6 anyone who has sustained an injury that causes bleeding (Class A and B) becomes more susceptible to spells from a Blood Mage and decrease their resistance by 20%.  A healing spell or touch of a healer will negate the path that the blood laced spell travels. At Rank 8 the spells will do 50% more damage or have 50% more duration.

[10.9] At Rank 10 a character with the Blood Mage skill has the ability to blood walk.

   At Rank 10 a Blood Mage may transport himself by means of blood from one person to another as long at they are members of the same species or half-blooded. The two “conduits” must be within sight or they must be two known individuals. The Blood Mage automatically blood-walks, the “conduits” must roll under 2 x WP or be stunned from the experience. There is a 25% chance either or both of them sustain D+10 damage to endurance not absorbed by armour.  This ability cost 4 FT and may not be taken from the manna pool.

11. Bounty Hunter

   Where there are laws, there are those who defy them, and where citizens live in fear of those lawbreakers, brave souls hunt them down. These are the Bounty Hunters. Bounty Hunters live by tracking down wanted criminals, bandits or other undesirables and bringing then to justice.  They don’t do it for money. They don’t do it for glory. They do it because it is a thankless job that needs to be done. While they will accept bounties and payment, they find their real delight in kicking the living daylights out of a criminal who needs it. Bounty Hunters are not necessarily judge, jury and executioner; often they simply see to it that those people get the chance to do their jobs. In cases where it is impractical to bring the miscreant to justice they do not hesitate to bring final justice to those who deserve it. While they are not above using foul tactics to bring their quarry to justice, they prefer to use their brains and the talents at their disposal to achieve their goal. 

[11.1] A character with the bounty hunter skill may track his quarry.
   Bounty Hunters may track their quarry at (PC + [5 x Rank]), the percentage is doubled if quarry did not try to hide tracks.  Tracks may be followed that are up to 5 + Rank days old.

[11.2] Bounty Hunters may recognize an ambush on a roll of  ([4 x PC] + [4 x Rank]) or less.

 

[11.3] Bounty Hunters can shadow their quarry without being detected.
   Bounty hunters excel at this ability in urban environments with the following percentage: ([2 x AG] + [8 x Rank] - quarry’s PC).    In a wilderness environment quarry may add five to the chance to detecting being shadowed.  Bounty Hunters may successfully shadow quarry assuming there are sufficient shelters or obstacles to conceal their efforts.  In urban environments Bounty Hunters may close within 200 feet - 20 feet per Rank.  In wilderness environments they may close within 500 feet - 45 feet per Rank.  

[11.4] Bounty Hunters are harder to detect when they ambush and subtract 6% per Rank to being detected, and may set up an ambush within 75 feet - 7 feet per Rank.


[11.5] Bounty hunters have an increased expertise in restraining their prey.

   Anyone trying to escape from being hog-tied by a Bounty Hunter must subtract 7% per Rank of the Bounty Hunter.

[11.7] Bounty hunters have the ability to gather facts in an urban environment. 

   5 x PC + 5% per Rank.  If they succeed in their roll they will know if the speaker is knowledgeable or ignorant about their quarry.  If they fail their roll they will not be able to tell if the person really knows anything or not.

[11.8] Bounty Hunters must pay 500 + (100 x Rank) silver pennies per kingdom to obtain licenses from the local authority, these licenses and permits must be renewed yearly.

12. Bowyer/Fletcher

   A Bower/Fletcher (this is a single skill) is able to build, repair, and maintain bows, crossbows, arrows, and bolts. He/she will be familiar with wood, string types, arrowheads, and types of feathers for fletching. 

[12.1] Experience cost modifiers: 

Racial: Elves – 30% deduction to achieve each Rank through Rank 6 (Half-elves 10%).

Manual Dexterity: 21 and above – 10% deduction to achieve each Rank.

20% deduction for Ranks 7 and above if the character has the Weaponsmith skill at a higher level than Bowyer/Fletcher. 

[12.2] Abilities gained per Rank:

Rank 0 - Restring and repair Common Bows

Rank 2 - Repair Composite Bows

Rank 3 - Fletch Arrows, Construct Bolts

Rank 4 - Repair Crossbows, Manufacture Common Bows

Rank 6 - Manufacture Composite Bows

Rank 7 - Manufacture Crossbows

Rank 8 - Manufacture Special Bows*

 [12.3] Generally, a bowyer will need only tools and materials to repair and manufacture bows. 

   This does not include the manufacture of arrowheads, however, which may require him/her to locate a kiln and molds, at the GM’s discretion. He can attempt to build arrowheads out of bone, stone, or some other material, but will suffer a reduction in item performance (see section 29.1, part 1). 

[12.4] Manufacturing a bow requires 24 hours – 2 hours/Rank. This is assuming the materials required are readily available. 

   The Base Chance for success is equal to (2 x MD) + PC + (5 x Rank). The manufacture of a crossbow requires (48 hours - 2 hours/Rank) and the success percentage is equal to (MD + PC) + (3 x Rank). These rolls are made at the completion of the time required for manufacture, and the GM can adjudge whether or not the Bowyer should have a shop to work in for this procedure.

   If the manufacturing roll for either is above the success percentage but less than the success percentage + the Bowyer’s MD, then the weapon is only slightly unbalanced and the user will suffer a -5% to his Strike Chance with the item. If the roll is above the success percentage + Bowyer’s MD, the item is useless. If the Bowyer rolls under 5% of his success chance, the item is considered high quality, and will grant the wielder a +5% to his/her Strike Chance.

[12.5] Arrows and bolts can be produced at the rate of 2 + Rank/hour, unless they are being constructed of a special material (see below). 

   The success chance for arrows or bolts is equal to (3 x MD) + (4 x Rank). If the Fletcher rolls less than 5% of the success chance, the arrow or bolt will do an additional +1 damage when fired.

   *Special Bows are those made of unique materials (metallic bows, bows with golden strings, and those encrusted with gems or metals). They usually require (96 hours - 2 hours/Rank) to construct. The success chance for such a weapon is equal to MD + (4 x Rank). However, the GM can adjust the time required or the success percentage if he feels the materials involved require special facilities or tools the Bowyer is not familiar with.

   Arrows and bolts created of special materials will require twice the amount of time to manufacture and have half the success chance of normal ones. 

[12.6] A Bowyer/Fletcher must pay 50 + (25 x Rank) Silver Pennies per year for guild dues and replacements for any implements of his trade that have worn out or broken.

   This cost does not cover the raw materials necessary to manufacture items or the cost to set up a place of business.

Notes:

· If the character is more proficient as a craftsman [carpenter], then the cost to rise in Ranks in Bowyer/Fletcher is halved . The reverse is also true.

· If the character is a member of the shaper college, the cost to rise in Ranks in craftsman is halved . The reverse is NOT true.

· An elf need only pay three - quarters the experience cost to rise in Ranks in bowyer/fletcher.

· The experience point cost to rise in Ranks is increased by 10%, if the MD is less than 15. The cost to rise in Ranks is decreased by 10% if the MD is greater than 22 . 
13. Cartographer

   A cartographer is able to read and make accurate charts and maps.

[13.1] Abilities gained per Rank:

Rank 0 - Read and copy maps with good accuracy; accurately map simple interiors

Rank 1 - Accurately map small, flat areas (up to several acres) 

Rank 2 - Read and copy maps with excellent accuracy; accurately map complex interiors

Rank 3 - Accurately map medium sized areas and villages, including roads, streams and rivers

Rank 5 - Accurately map large (county) sized areas, including hills, small woods, and lakes

Rank 6 - Accurately map cities, mountains, and large forests

Rank 7 - Accurately map extensive coastlines and islands

[13.2] The Catographer gains 8% per rank of mapping and when possessing the Ranger skill can translate their Bump of Direction for use with maps and charts.  

   This includes estimating distances by map where either none or an inaccurate scale was given and determining the shortest path in lieu of the terrain.

[13.3] Worldly Knowledge

   The cartographer gains 2% Rank with all knowledge from the social sphere of the scholar skill. 

[13.4] When combined with the Ranger skill the Cartographer increases his ability to use the Ranger’s Bump of Direction.

   When a cartographer also possesses the Ranger skill his bump of direction sense becomes flawless.  He is able to keep his bearings in any setting short of magical or divine effects.  The cartographer/ranger can also determine all directions not just the compass points but vertically and by pitch.  

[13.4] A Cartographer must spend (150+ [100 x Rank]) Silver Pennies per year to pay for parchment, papyrus, paper and ink on which to practice as well as assorted copies of maps.

   A cartographer who does not spend the above amount operates as if he were two Ranks less proficient.  If the Rank of a cartographer is reduced to a negative number the use of the skill is temporarily lost.

   The above amount does not include any special item which the cartographer requires.

14. Constable and Detective

     Within the context of the DragonQuest world, there are criminals whose sole purpose in life is to commit crimes that are heinous and actions that are reprehensible.  In such a world, there are those whose job it is to solve crimes and other mysteries.  The Constable is a valuable addition to a city watch or city guard unit, and is in some ways a precursor to the modern police officer in methodology.  A Detective can work with a city watch but is more likely to be a consultant (along the lines of Sherlock Holmes or Glen Cook's Garrett, PI).  To the best of my knowledge, this is the first time that such a skill is being created for a fantasy roleplaying game.   

   A Constable is a specialist in local law enforcement.  In this case, he is usually provided with the powers of search and arrest.  A Detective, on the other hand, is a specialist in the solving of mysteries and the gathering of information.  The skills of Constable and Detective are quite similar, but they are Ranked differently, and should be treated as two separate skills, much in the way that Spy and Thief are differentiated. 

[14.1] A character who wishes to take the constable or detective skill must meet certain minimum requirements in Characteristic ratings. 

   A character is required to have certain minimum Characteristics to qualify to take the constable or detective skill.  In the case of Constable skill, the character must have an Agility of at least 16, and a Physical Strength of at least 15.  In the case of Detective skill, the character must have a Perception of at least 11 and an Agility of at least 15.   

   A character who chooses to take the appropriate skill and has characteristic values below the minimum required must expend 10% more Experience Points to progress Ranks.  If the character's relevant Characteristic is greater than 22, the character expends

10% less Experience Points to progress Ranks.  These modifiers are cumulative. 

[14.2] A character with the constable or detective skill receives a bonus to his attack with certain weapons. 

   A character who takes constable or detective skill receives a bonus to performing attacks with specific weapons.  These weapons include the Quarterstaff, club (of any type), Mancatcher, Sap, Net, Bola, and unarmed combat.  A constable receives a bonus of (Rank x 2) % with these weapons, and a detective receives a bonus of (Rank) % with these weapons. 

[14.3] A constable or detective has an excellent memory.

   A constable or detective can memorize faces and give a detailed description of a person or being up to (Rank x 3) days after seeing said person or being. 

   The Base Chance of success for a constable is equal to [(PCx2) + (Rankx12)]%; for a detective, this Base Chance is equal to [(PCx3) + (Rankx10)]%.       

[14.4] A constable or detective has the ability to detect ambushes in non-wilderness settings and environments. 

   By nature of his observational abilities in an urban environment, a constable or detective can detect an ambush or stealthy attack. The Base Chance is [(PC x 2) + (Rank x 5)] % for a constable and [PC + (Rank x 6)] % for a detective. 

[14.5] A constable or detective can gain information from witnesses and suspects through interrogation.   

   A constable or detective can interrogate or question a witness or suspect to obtain information and determine the truthfulness of the account of the individual.  The Base Chance of success is equal to

[(PC x 2) + (Rank x 11)]% for a detective; in the case of a constable, the Base Chance is equal to ([PC x 2] + [Rank x 5]) %.  The minimum amount of time required for this task is equal to (15 - Rank) minutes.  For each additional 5 minutes that the character adds to this time, the character adds (Rank)% to his chance of success.  A character can perform more than one interrogation, but when the time exceeds 5 hours, the subject becomes less willing to cooperate, and subtracts his [Willpower x (hour value)] % from the

constable or detective's skill chance. 

   If the target witness or criminal is being cooperative and trying to help out, add (subject's WP x 2) % to the chance of success.  If the witness or criminal is an unwilling subject or is trying to mislead the constable or detective, then subtract (subject's Willpower + Perception)% from the chance of success, and add « an hour to the time taken to question the target.  In the case where the witness or criminal is unwilling because of the length of the interrogation, the negative modifiers only apply for the time over 1 hour's worth of questioning. 

   If the subject is intentionally trying to mislead the constable or detective, the GM should make a separate roll to see if they manage to convince the character (i.e. if the GM should slip a little false information into what is told to the player).  This roll should be also based on the witness or criminal's Ranks in Assassin, Spy, Constable, Detective, Troubadour or any applicable Secondary Skills. 

[14.6] A constable or detective may be able to tell if someone is being truthful or not. 

   A constable or detective, by means of their observational abilities, may be able to determine if someone is being truthful or if they are lying to them.  The Base Chance of success is equal to [(PC x 2) + (Rank x 5) - (target WP] %.  If the character in question has Assassin, Spy, Thief, Troubadour, or this skill, the chance of success is further reduced by (Rank x 2) %.   

   This ability requires an amount of time equal to (10 - Rank) minutes, with a minimum of 1 minute, on the part of the constable or detective. 

[14.7] A constable or detective can analyze evidence at the scene of a crime for clues, and may be able to determine all manner of patterns. 

   A constable or detective has the ability to analyze the evidence at the scene of a crime for clues and answers that may lead to solving the crime in question.  The Games Master's discretion is critical in the use of this aspect of the skill. 

   The Games Master should describe the crime scene to the character in question, giving as much detail as possible about what the character's five senses tell him, but then allowing the character to draw conclusions they can from the evidence, and then make the skill roll.  The Base Chance of success for a constable is [PC + (Rankx8)]%; for a detective this Base Chance is equal to [(PCx2) + (Rankx10)]%.  The character must work in the area of the crime scene for an amount of time equal to (15 - Rank) hours. 

[14.8] A constable or detective may be able to determine the cause of an individual's death and estimate the approximate time of death. 

   A constable or detective may be able to determine the cause of death of an individual or being if such a death is more subtle or hidden than normal. 

   If the cause of death is hidden or is not obvious, the constable or detective may perform a cursory inspection to determine the cause of death.  The Base Chance of succeeding at this task is equal to [(PCx2) + (Rank x 4)]% in the case of a constable, and [(PCx4) +

(Rank x 5)]% in the case of a detective. 

   This success chance should be modified at the discretion of the GM, depending on the difficulty of determining the cause of death.  If the character is a Healer or Herbalist, add (Healer/Herbalist Rank x 3)%

to the success chance.  This task requires an amount of time equal to (12 - Rank) hours on the part of the constable or detective. 

   In addition, a constable or detective may be able to estimate the approximate time of death.  This ability is automatic, but the there is a chance that the character will be wrong [100 - (10 x Rank)] % of the time, and the time will be off proportionately.  This, if a Rank 3 Constable is looking at the body of a man who has

been dead for 2 hours, there is a chance of 70% that the constable will be off in his estimate of the time of death.  The estimate would be off by plus or minus (70% x 2 hours) or 1.5 hours on either side.  The GM should provide the character with a time reference that is off by 1.5 hours on either side, at the GM's discretion. 

[14.9] A constable has the ability of presence.

   By his very nature, a constable has a sense of legal authority about him, and thus can persuade people or divert crowds.  The Base Chance is equal to [WP + (Rankx6) - (WP of person/crowd) %.   

[14.10] A detective has the ability to shadow people or follow them and not be noticed. 

   By his very nature, the detective has the ability to follow people without being noticed or shadow them.  The Base Chance of this task succeeding is equal to [PC + AG + (Stealth x 2) + (Rank x 5)] %.  If the character is in disguise, add (Troubadour Rank x2)% or (Disguise Rank)% to this chance.  The person being followed gets a (PC x 1) chance of noticing the detective if he makes the roll; this is a (PC x 5) chance if the detective fails his roll. 

   Naturally, spells of Invisibility or Walking Unseen will modify this ability tremendously, and add all sorts of variables to the mix. 

[14.11] A constable or detective has a reduced Experience Point cost to increase Ranks if the other skill of this pair is at a Rank less than the one in question. 

   If a character's constable Rank is higher than his detective Rank, the character expends one-half the normal Experience Points to progress Ranks or acquire the detective skill.  The reverse is also

true. 

[14.12] A constable or detective must spend (500 + [100 x Rank]) Silver Pennies per year for equipment and informant payoffs. 

   A constable or detective who does not spend the above amount operates as if he were two Ranks less proficient when performing any of the abilities described in the above list of tasks.   

15. Courtier

   A Courtier may be an attendant at and frequenter of courts and palaces, or merely a most civilised student of polished and refined manners. Courtiers learn to survive in the Machiavellian political situation prevalent in most courts and places of high estate, and to be obsequious and intimidating by turns. They may learn musical or creative skills to enhance their status, and may indulge in manipulation and seduction. 

[15.1] Restrictions

   A Courtier must pay an additional 10% EP to increase their Rank if: Their AG is less than 12; their PB is less than 15.   A Courtier pays 10% EP less to increase their Rank if: Their AG is more than 22; their PB is more than 20.   All modifiers are cumulative. 

[15.2] Benefits

   A Courtier gains 2 abilities at Rank 0, and 1 further ability per Rank. All abilities are usually performed at the overall Rank of the Courtier. A Courtier may however choose to specialise. If, upon gaining a new Rank the Courtier wishes to forego gaining a new ability, they may pick one of the abilities that they already possess and specialise. That ability then operates at (Courtier’s Rank + 1), maximum 10. A Courtier may specialise more than once with the same ability, gaining Rank + 2, Rank + 3, etc.   Additional abilities may be gained after achieving Rank 10, by the expenditure of 500 Experience Points, and 2 weeks of training. Individual Base Chances are not provided for the various Courtier skills, rather there is a generic Base Chance of 3 x appropriate statistic (+5/Rank), modified by the GM to reflect the difficulty of the feat being attempted.  The abilities available to a Courtier are: 

Bureaucracy: An understanding of organisations and hierarchies, how to get information, which wheels to oil, and which palms to grease. 
Carousing: The ability to socialise informally with persons of all social classes, without being seen as an outsider. Also includes the ability to drink considerably less than most observers would think. 
Dress Sense: The knowledge of what to wear, how to wear it, and when. This skill includes dressing formally, seductively, or ridiculously, as the occasion and culture require. Also includes what cosmetics and scents to wear, what accessories, and even when not to wear things.

Entertaining: The ability to organise events, ranging from intimate parties, to state dinners, grand fetes, and balls. The Courtier may supervise caterers, and menials, arrange the entertainments, and will know whom not to seat next to the Duke. 
Etiquette: The knowledge of what to do, how to do it, and when. This skill includes courtly graces, correct forms of address, and which fork to use for the fish. Etiquette must be learnt separately for different cultures. 

Formal Dance: A good grounding in formal courtly dances, particularly suitable for fetes and balls. 

Gaming: an understanding of the rules of such recreational pursuits as backgammon, chess, go, fox-and-geese, nine-men-morris, and tafl. Also various card and dice games. 
Hunting & Hawking: A familiarity with the practice and styles of falconry, riding to hounds, and similar courtly sports. 
Intimidation: The ability to rule subordinates through terror, and knowing character flaws and weaknesses. Also includes a good general grounding in methods of personal manipulation, such as black-mail. 
Oratory: Presenting a point of view or a set of information in a formal and forceful manner, to an audience. Includes rhetoric and declamation, and also the ability to handle interjection, and questioning. 
Play an Instrument: This ability may be taken several times with different instruments. A Singer is one who has Play Instrument (Voice). A Courtier can usually play similar instruments to the ones they have chosen at (Rank/2), and will tend to know mostly formal, structured music.

Poetry: Creating poetry, often of formal and highly complex structure. 

Seduction: Whilst seduction may be used to entice an entity who is compatible with the seducer into a sexual relationship, it may also be used to create a sense of friendship and trust, even with a being not sexually compatible with the seducer. The skill mostly consists of flattery and gentle coaxing, and a seducer will greatly benefit from being skilled at Etiquette, Dress Sense, Dance, playing music, or whatever is appropriate to the type of seduction undertaken. Seduction is not a rapid skill, requiring hours or even days to achieve the desired result. Often there is no skill check made since the GM will decide the results of the seduction based on the character's Rank and the way the Player describes the attempted seduction. If a Base Chance is used, it is Seducer's PB (+10/Rank), modified by the GM to reflect the difficulty of the seduction. If the result is Success, the seduction is generally successful. If the attempt fails but is close to the Base Chance the seduction may be attempted again, at a later time. A particularly high roll indicates that the target is unimpressed or repulsed by the seducer. Player Characters are not bound by the result of seduction attempted on them, but the GM should give them strong hints as to how their character feels about the seducer.  

Simulate Emotions: The ability to keep careful check on the emotions being displayed, so as to deny observers information (such as when playing poker), or to give false information (feigned surprise, apparent pleasure). 

[15.3] A Courtier must pay (250 + [350 Rank]) silver pennies per year for finery, games and so forth as well as bribes.

   A Courtier who does not spend the above amount operates as if he were two Ranks less proficient. If the Rank of a Courtier is reduced to a negative number, the use of the skill is temporarily lost.

16. Craftsman

  The Craftsman skill is a generic mold for any particular craft not covered by some other skill. The character does not take up Rank in "Craftsman" skill, but rather in a specific craft. This means that a character can learn several craft trades (i.e. blacksmith, potter, etc), but each must be taken as a separate skill, using this Craftsman skill as the archetype. Because of this, formulas for the chance of success in various tasks are subject to GM modification.
[16.1] A character must learn this skill from a Craftsman.

   Learning a trade generally requires instruction from a craftsman of higher Rank.  The character would likely serve as an apprentice to a journeyman (Rank 4) or higher craftsman until the character reaches Rank 2.  As the character rises in Rank, he/she can complete increasingly difficult tasks.

[16.2] When a character takes a craftsman skill, he/she must declare what craft is being learned.

   Some examples of possible crafts are: Blacksmith, Carpenter, Mason, Cook, Potter, Glass Worker, Jeweler, Distiller, Tailor, Leatherworker, Cloth Maker, or Ropemaker. In the spirit of DragonQuest, the crafts should be kept as general as possible, so as to encompass any specialty crafts which actually draw upon the same knowledge and techniques.
[16.3] In most crafts, the craftsmen are referred to by titles appropriate to their Rank.

Ranks 0-1 are Apprentices

Ranks 2-3 are Journeymen

Ranks 4-7 are Craftsman

Ranks 8+ are Master Craftsman
[16.4] Upon reaching Rank 2, the character must decide on an area of his/her craft in which to specialize, if applicable.

   For example if the character were a potter, he may wish to specialize in making vases.  Examples of such areas might be:

AGRICULTURAL CRAFTS

a) Cooper: design and construction of barrels and casks.

b) Horticulturalist: managing herbs, fungi and other small growths.                                          

c) Lumberjack: tree felling, hewing, sawing for planks, replanting. 

d) Miller: milling grains into flour, millwheel use.

e) Roofer/Thatcher: material collection, bundling, binding, attaching roofs of thatch, sod, or tile.

f) Rope/Netmaker: plant collection, unravelling, winding and braiding, net design and construction. 

g) Salter: salt collection from inland sources or by evaporating seawater. 

h) Ship Chandler: supplies, provisions, etc., of a specialized type.
i) Vintner: manufacture of wine, sherry, port, brandy and other fermented or distilled beverages, creating new recipes.

CLOTH AND LEATHERCRAFTS

a) Carpet Maker: Weaves carpets.
b) Cleaner: Cleans all manner of apparel.
c) Clothmaker/Fuller/Weaver: material collection, cleaning, spinning, weaving, hammering in dirt to soften, cloth design and creation. 
d) Cobbler/Cordwainer: shoe and boot design and construction.                                   

e) Hatter/Millner: design and construction of men's and women's hats. 
f) Rug/Carpetmaker: pattern design, material collection, weaving, and finishing. 

g) Saddler: works leather into saddles and riding gear.

h) Sail/Tentmaker: sail construction, sewing tents, tarring and waterproofing.           

i) Tailor/Seamstress: cutting, fitting, designing and constructing, men's or women's clothing. 

j) Tanner/Hideworker/Furrier: cleaning, scraping, preserving, grading, leather or pelts, making of preserved pelts into garments, or garment trims.

k) Taxidermist: pithing, preserving, stuffing and mounting of animals and trophies.                                                          

l) Tooler: decorates leather with intricate designs.                             

DOMESTIC  CRAFTS                                   

a) Apiarist: bee breeder, keeper, honey collector. 

b) Barber/Coiffeur: simple hairstyling through to massive structures of hair, wire and glue, made to resemble ships in full sail, castles, etc. 
Barkeeper/Innkeeper: One who owns and manages a bar or inn.

c) Basket-maker: basket weaving, making wicker. 

d) Butcher: killing, butchering and preparation of animals.
e) Butler: chief male servant of a household, usually in charge of serving food, alcohol, the care of silverware, etc.

f) Cheesemaker: turning milk into curds and whey, pressing curd to form cheese, creating new recipes. 

g) Groom: Covers everything from putting the saddle on properly, to feeding and stabling a riding animal.

h) Maid: employed to do housework.

i) Valet: cleans clothes, polishes shoes & other menial chores.

METAL CRAFTS                                       

a) Blacksmith: iron smelting and fashioning, or simple founding not weapons or armour.   A blacksmith is able to create basic tools, shoe horses, and forge other common items of strong metal.                  

b) Caster/Pewterer/Tinsmith: complex and intricate casting by sand, mould or "lost wax" methods. Making and casting pewter and smelting and fashioning of soft base metals. 

c) Chandler/Lamp Maker: design and construction of lamps and lanterns.                                                  

d) Coppersmith: Skill in the fabrication of utility metal objects such as clasps, hinges, bowls, gears, pipes, needles, etc. A coppersmith primarily works with baser metals and alloys such as brass, bronze, copper, tin, etc. but may also work with finer metals such as silver and gold, although the results will not be as rich or decorative as the works of a silversmith.
e) Engraver: Creates coins, stamps, seals and blocks.

f) Etcher: Creates decorative work in metal items.

g) Foundryman:  smelting and refining metals.

h) Gold/Silversmith: smelting and fashioning of gold, silver, platinum and other precious metals.   A silversmith is also knowledgeable in the coining of metals and is able to appraise objects of precious metal as a merchant.

i) Tinker/Grinder: An itinerant mender of pots, pans and other small items.
PROFESSIONAL CRAFTS

a) Dyer/Inkmaker: extraction of natural dyes, mixing of mineral compounds to make inks and dyes.             

b) Iceman: One who gathers, stores and delivers ice.
c) Moneychanger: Someone knowledgable in the various rates of exchange between currency of various countries.
d) Moneylender: Someone knowledgable in the lending of money for interest.
e) Papermaker/Parchmentmaker: plant collection, pulping, screening, drying, grading, creating new recipes. 

f) Perfumer: extraction of scents, perfume recipe creation, perfume mixing. 

g) Printer/Bookbinder: setting printing type and plates, press operation, binding books.                                

h) Tattooist: tattoo design, pigment mixing and implementation. 

i) Undertaker/Embalmer: funeral preparation and celebration, body preservation and reconstruction, mixing embalming fluids. 

j) Wig Maker: hair collection, cleaning, sorting, wig design, manufacture and fitting.

STONE CRAFTS

a) Brickmaker/Bricklayer: mixing the ingredients for bricks, using brick moulds, checking integrity, making brick constructions, designing paving stones.                                                                                                      

b) Glass Blower: glass mixing, blowing, window construction, staining, lenses, or glazing.

c) Jeweller: gem-cutting or insets.

d) Lantern Maker: Contructs various types and styles of lanterns.
e) Lapidary: gem and semi-precious stone cutting, polishing, finishing.

f) Mason: stone quarrying, cutting, finishing and fitting. 

g) Mirror Maker: Cuts glass, backs with silver and mounts the silvered glass on a frame.

h) Plasterer: mixing and application of plaster. 

i) Potter: clay collection and mixing, pottery design and construction, firing, glazing.                                    

j) Stone Cutter/Carver: Skill in the quarrying and carving of stone for building. Stonecutters are also skilled at decorative carving of stone such as gargoyles and statues.

WOOD CRAFTS

a) Boatwright:  Skill in the design and construction of ships and other water craft.  A boatwright must have attained Rank 3+ in Carpenter before he can gain Rank as a Boatwright.
b) Carpenter/Cabinetmaker: joints and wood-joining, woodworking, making basic wooden constructions, wooden furniture, buildings.  Can effect repairs to a ship.  If also has Boater skill, or working with a boater’s guidance, can build boats of less than 25 feet in size.

c) Carver: carving, combs, engraving, woodcuts, plates for printing.                                                  

d) Charcoalmaker: making charcoal from partially burnt wood and bones. 

e) Turner: Creates designs in furniture, brushes and brooms.

f) Wainwright/Wheelwright: basic wagon and cart design, wagon, cart and wheel construction.   A wheelwright must have a skill level of 2+ in carpenter.  A wheelwright may learn an equal or lesser Rank in cooper for one-half the normal experience cost.

[16.5] Specializing does not mean the character is unable to perform tasks outside of his/her area of specialization, but rather that they are most familiar with the tasks that do fall within that area. 

   Attempting other tasks may be subject to a penalty. Some crafts may not lend themselves to subspecialties (which may be a sign that the craft chosen was too specific to begin with).  Further specializations may be learned after Rank 4 at a cost of 750 EP and (11 - Rank) weeks of study each.

[16.6] A craftsman must be able to read and write at least one language before attaining Rank 8. Failure to do so increases the experience cost by 10%.
[16.7] The non-specializing craftsman is a tinker, capable with tools and their use.

   A craftsman not specializing in professional crafts may attempt to mend tears, jury-rig, and perform other minor repairs upon most items.  However, this repair work is temporary in nature, and will last only for a number of days equal to the Rank of the craftsman.  The Base Chance of success for employing this ability is equal to ([MD x 3] + [Rank x 6])%.  This ability may only be employed in simple, basic ways, such as to mend clothes, belts, splice ropes, patch a leaky roof, and the like.  More complex tasks will require the attention of a craftsman specializing in the type of item to be repaired.

[16.8] Upon reaching Rank 4, the character may take on an apprentice.

   Prior to Rank 4, the character does not have sufficient understanding of and confidence with the craft to take on an apprentice, nor would their public image be sufficient for anyone to want to apprentice to them.

[16.9] Upon reaching Rank 6, the craftsman can experiment with designs.

   Prior to reaching Rank 6, a craftsman can only start projects of standard or traditional designs, using traditional methods.
[16.10] At any time after reaching Rank 8, the character may decide to develop a new "school" of that craft.

   If the character decides to develop a new "school" in their craft, they may then gather students to follow this new style.

[16.11] The craftsman may fashion and repair items related to his chosen category and specialty.

   The success chance of the item to be fashioned (whether a dress, castle plans, net, or whatever) is determined by the quality of workmanship that the craftsman wishes to employ.

Quality: Poor
Success Chance: ([Rank x 12] + [PC x 2]) %

Relative Time: x½ 

Cost Multiplier: x1/3 

Minimum Rank: 0
Quality: Average

Success Chance: (Rank x 12) %

Relative Time: x1

Cost Multiplier: x1

Minimum Rank: 1
Quality: High

Success Chance: ([Rank x 4] + PC) %

Relative Time: x3

Cost Multiplier: x5

Minimum Rank: 4
Quality: Exceptional

Success Chance: ([Rank x 2] + PC) %

Relative Time: x10

Cost Multiplier: x25

Minimum Rank: 8
   Relative time refers to the increase or decrease in the time required to fashion the item (a certain average dress takes 5 days to fashion; therefore an exceptional dress would take (5 x 10 = 50) 50 days to fashion), Cost multiplier refers to the price that the item can command on the market (subject to local conditions, at the GM’s discretion), and Min Rank refers to the minimum Rank the craftsman must have in the skill in order to attempt the fashioning of an item of a specific quality.

   Once the quality of the item to be crafted is determined, the craftsman rolls for success.  A result equal to or less than 5% of the success chance means that the item crafted turns out especially well, receiving the benefits of the next highest class of quality (a Rank 6 architect needs to create plans for a house in half the time, so he elects to create a ‘Poor’ quality design.  His success chance is 80%, and he rolls an 03.  Therefore, the design is developed in half the time, as if it were ‘Poor’, but is treated in all other regards as an ‘Average’ design).

   A craftsman may elect to spend more or less time than necessary in order to fashion or repair any quality object.  Every 20% modification to the time required modifies the success chance by 5%.  The maximum modified success chance achievable in this manner is 99%, and the minimum chance is 1%.

   The success chance to repair an item is double the success chance to fashion an item of equal quality, and takes at most, one-third the time necessary to fashion the item from raw materials.  The time required can be altered in order to adjust the chance of a successful repair, using the same procedure as if fashioning the item.

   Some specialties do not “fashion” items in the normal sense.  The GM should extrapolate this to cover the particular specialty.

   The actual effect of the items’ quality is for the GM to determine.  It is recommended that High quality items be more durable, with lower chances to break.

[16.12] If the roll to produce an item is not made then that item is flawed in some way.  The GM must decide what form such a flaw will take.
[16.13] A Craftsman can judge the quality or assess the value of the work of another craftsman in their field.

   The craftsman must spend 11 – Rank minutes to examine a work and detect any flaws or essay its worth.  The craftsman has a chance of ([4 x Perception] + [5 x Rank] - [2 x Creator’s Rank]) % of correctly judging the quality of an item of his/her craft. He/she gets an additional +20% if it is within his/her particular specialty. Note that this formula accounts for higher Rank craftsman hiding the flaws in their work, as well as making it perhaps look better than it is.

   Assessing the value is the same as the ability under the Merchant skill, only using the Craftsman’s Rank.

[16.14] Each craft must be learnt as a separate skill.  All the rules in 1.0 apply to a Craftsman skill.  

   The Experience Point cost for player characters to advance in Rank with a craft must be determined for each craft by the GM.  The Experience Point cost should reflect the difficulty of learning the craft (for example, weaponsmithing should have a much higher cost than pottery).  Knowledge of one craft does not convey any knowledge of the abilities of any other craft.  
[16.15] The Rank of an NPC Craftsman depends on the number of years he has spent practicing his craft.

   Mastering a craft requires the devotion of a life time.  Non-adventuring craftsmen will progress one Rank in their craft for every two years spent practicing it.  Exceptional individuals may progress faster than this.
[16.16] A craftsman must spend a certain amount of Silver Pennies per week to maintain supplies, and a certain amount per year to purchase and maintain a place of operations, to be determined by the character’s chosen category of expertise.
Category: Domestic

Cost per Week: (Rank)

Cost per Year: 100 + (Rank x 20)
Category: Professional

Cost per Week: (15 + [Rank x 4])

Cost per Year: (200 + [Rank x 175])

Category: Agricultural

Cost per Week: (10 + Rank)

Cost per Year: (200 + [Rank x 125])
Category: Cloth & Leather

Cost per Week: (10 + [Rank x 2])

Cost per Year: (150 + [Rank x 150])
Category: Metal

Cost per Week: (30 + [Rank x 5])

Cost per Year: (300 + [Rank x 200])
Category: Stone

Cost per Week: (20 + [Rank x 3])

Cost per Year: (175 + [Rank x 175])
Category: Wood

Cost per Week: (15 + [Rank x 2])

Cost per Year: (100 + [Rank x 150])
[16.17] A craftsman must pay a varying amount of Silver Pennies per year for guild dues and replacements for any implements of his trade that have worn out or broken.

   The GM must determine the cost for each separate craft.  This cost does not cover the raw materials necessary to manufacture items or the cost to set up a place of business.

Notes:

· If the character is more proficient as a mechancian, then the cost to rise in Ranks in craftsman is halved . The reverse is also true.

· If the character is a member of the shaper college, the cost to rise in Ranks in craftsman is halved . The reverse is NOT true.

· A dwarf need only pay three - quarters the experience cost to rise in Ranks in craftsman.

· The experience point cost to rise in Ranks is increased by 10%, if the ability fields principle stat is less than 15 . The cost to rise in Ranks is decreased by 10% if the ability fields principle stat is greater than 22 . The principle stat is fairly logical . PS would be then principal stat for blacksmith, MD for a seamstress etc . 
[16.18] Crafts are like skills for adventurers. However, they take longer to learn especially if a character chooses to go the apprentice - journeyman - master way to the top. 

   For game purposes, it is assumed that a character's first craft chosen is one to which they apprenticed. This will not be the case for any from the nobility or merchant prince classes, who must spend double the time for Rank zero of any craft. Also to make this work for DQ campaigns, it is assumed there is an itinerant tradesman craft level established by the various mercantile guilds to provide some service to remote areas where masters don't care to go. Normal acquisition of Rank is in terms of one month X new Rank for itinerants of each craft, and only one craft can be studied at a time. Crafts must be maintained in the same manner as skills, one day of practice per month, except it is not usually possible to combine practice with other skill maintenance. 

   A master or journeyman must be found who is willing to instruct the student for the entire Rank-zero period, or at least one month of any other Rank. Hardwork is expected and so it is usually the case that any master or journeyman is willing to take on a student/helper. The only price exacted for teaching is the student's total devotion to craft and teacher during this period, in most cases. Crafts are divided into "everyday" and "craftsman" groups, with separate costs for each.  Rank zero times are 5 months' training for "everyday" crafts and 10 for "artisans." Other Ranks may be studied over a period of 3 times the study requirements, as long as monthly practice is kept up. 

17. Dervish

   Dervishes are questers after spiritual attainment. Their way is not the well-trodden path of orthodox religion. Instead, they search for ultimate truths in the hope of attaining enlightenment and the blessing of God. Their holy book is always the cornerstone of their faith and beliefs, but many Dervishes place unusual interpretations on certain key passages. Their school of thought is known as Sufism, and it has a long and complex history whose roots are tied up in the mysticism that was widespread in Arabia before the arrival of Mohammed. Sufism's origins have led many orthodox Muslims to condemn and revile the Dervishes. Like-minded groups of Dervishes therefore tend to congregate together in isolated areas, forming secretive cults whose activities are never revealed to the world at large. Characters who choose this skill will need to join such a cult if they wish to progress in their search for truth. 

[17.1] A Dervish must act in accordance with Islamic doctrine, as interpreted by the cult to which they belong. 

   Islamic doctrine is discussed at some length under the 'Ulama skill. In general, a Dervish must follow the same guidelines. The beliefs of Dervish cults usually differ from orthodox Islamic doctrine in one or more respects, and in these cases the Dervish will be expected to behave in accordance with the teachings of the cult to which he belongs. The GM must take care to make the character's responsibilities clear in these cases. 

[17.2] The abilities which can be used by a Dervish are dependent on Rank. 

Rank    Ability                    FP Cost

  0     Prayer


-

  1     Guidance


1

  2     Initiation


-

  3     Secret Prayer

2

  4     Dance
                    Special

  5     Communion

3

  6     Self-Mastery

-

  7     Self-Healing

4

  8     Free Spirit                  Special

  9     Read Minds
      3 + 1/minute

10     Hypnosis


6 

[17.3] The abilities usable by a Dervish operate in the following manner. 

   Prayer: This ability gives the Dervish a constant awareness of both the exact time of day, and the precise direction of the Holy City (Mecca). 

   Guidance: After ten minutes of prayer, this ability allows the Dervish to receive a general indication as to whether a particular action is likely to be beneficial or harmful. The success chance is equal to the Dervish's Perception + (Rank x 5) %. 

   Initiation: Upon acquiring Rank 2, the character becomes a fully-fledged member of the Dervish cult to which they belong. A solemn ceremony normally accompanies their initiation. The character will be taught the cult's wird or hizb (secret prayer) at this time, but will not master its use until Rank 3. 

   Secret Prayer: Known as a wird or hizb, a secret prayer is known to only the Dervishes of a particular cult. Each cult has a different prayer, and each confers a different benefit. The GM should decide upon the secret prayer's effects when detailing the cult. Some examples of abilities that might be conferred are as follows:

.       A +2 bonus to the character's Willpower for a period of 1D5 Rounds. 

.       A 30% increase in the character's ability to resist effects requiring a roll on the Fright Table, lasting for 1D5 minutes after the prayer is uttered. 

.       A 5% increase in the success chance of the next action the character attempts immediately after uttering the prayer. 

   A secret prayer can be pronounced at any time, but requires the use of a Pass action on the Tactical Display. It confers no benefit when uttered by those whose faith or knowledge is inadequate, and so cannot be taught to others unless they also choose to become Dervishes. It should be noted, however, that revealing a cult's secret prayer to an outsider is generally a crime punishable by a slow death. 

   Dance: The Dervishes are well-known for this strange ritual, and although it is spectacular to watch, its purpose is very serious. The aim of the dance is to attain communion with Allah. It requires the character to chant and perform a whirling, spinning pirouette until exhaustion sets in. The character must begin dancing when fully rested, and must continue until all their Fatigue is exhausted. Fatigue is lost at the rate of 4 points per hour. When all Fatigue has been exhausted, the character has a Perception + (Rank x 3)% chance of experiencing a divine vision. Regardless of whether or not the attempt was successful, the character will then collapse and fall into an exhausted sleep. 

The GM must devise suitable visions when this ability is used successfully.  The revelations will be similar in nature to those seen by Wali through the use of the Vision ability. They are generally an expression of Allah's will, but are also often prophetic in nature. The character may simply be overwhelmed by an ecstatic sense of wonder at Allah's magnificence. On the other hand, they could be filled with a holy purpose that sends them on a lifelong quest. 

Communion: Communal prayer is an important part of Islam, and amongst the Dervishes it has great power. Upon acquiring this ability, a Dervish becomes strengthened and revitalised during regular prayer sessions (salat) with fellow cult members. Following such a session, the Dervish may increase any characteristics and/or skills of their choice, subject to the following limitations: 

       The total increase possible in all skills and characteristics is equal to the Dervish's [Rank - 2], or 1 per fellow cult member participating in the salat, whichever is less. The GM should note that only initiated cult members (i.e. those who have achieved Rank 2 or higher) are counted for this purpose. 

       The Dervish may not increase any skill or characteristic beyond the highest value held by the individual cult members participating in the salat. If the Dervish has the highest score or Rank, no increase is therefore possible. 

       The Dervish skill itself cannot be enhanced by the use of this ability.   The increase in skills and characteristics bestowed by the use of this ability will last until the next time salat is due to be performed. NB: For purposes of this ability, a "fellow cult member" means a Dervish belonging to the same cult. Dervishes who have not yet been initiated (Ranks 0 and 1) don't qualify in this regard.  

Self-Mastery: This ability allows a Dervish to ignore physical pain and discomfort through mastery of self and faith in Allah. In game terms, this confers a number of benefits, which are as follows.  

Pain Resistance. A Dervish with self-mastery cannot be Stunned, and will not be affected by pain-inducing magic (such as an Agony spell or a Harm Entity spell).  

Heat/Cold Resistance. The Dervish can exist comfortably in extremes of temperature (such as freezing cold or burning heat). The character's ability to withstand the ravages of such environments is enhanced, but they can still be afflicted with frostbite or sunstroke after prolonged exposure (normally [Rank + 10] hours, depending on the severity of the prevailing conditions). The Dervish also suffers [Rank - 5] less damage points than usual from heat or cold-based attacks.  

Immunity To Torture. Torturing a Dervish with self-mastery is an exercise in futility. If the character doesn't wish to speak, no amount of pain will convince them to do so. 

   Most Dervish cults believe that use of this ability is an excellent way of demonstrating the power of their faith in Allah to others. Walking across hot coals and lying upon beds of nail are two of the methods most commonly employed.  

Self-Healing: This ability allows the Dervish to recover 1D10 points of previously lost Endurance. The character must engage in concentrated meditative prayer for a period of (30 - [Rank x 2]) minutes to bring the healing into effect.  

Free Spirit: Known as dhikr, this ritual involves devout prayer and the repetition of the name of Allah until the soul of the Dervish flies forth from his or her body. The freed soul exists on the astral plane, and is connected to the Dervish's body by an ectoplasmic cord. While it roams free, the Dervish's physical body remains in a death-like trance. The effects of the dhikr are very similar to those of the Spirit Projection ritual (WhR-2), which should be consulted for further particulars on the operation of this ability. The Dervish is always treated as having Rank 0 in the use of the ritual. The dhikr requires [D+2] hours of uninterrupted prayer before the spirit of the Dervish will be liberated. Each such hour of prayer costs the 

Dervish 2 Fatigue points. If all the character's Fatigue is exhausted before success is achieved, then the attempt fails. The Dervish may try again once he or she has rested.  

Read Minds: After long years of mental discipline and constant prayer, Allah lays bare the minds of others to a master Dervish. The Dervish must be able to see the creature whose thoughts he wishes to read, and has a Perception + (Willpower x 2) + (Rank x 4) % chance of doing so successfully. No resistance is applicable. If the ability succeeds, the Dervish will become aware of the target's surface thoughts and emotions. The majority of such mental activity takes place at a sub-verbal level, so knowledge of another's language is not strictly necessary in such cases, although it certainly helps.  

Hypnosis: This ability allows a Dervish to place others into a trance-like state in which they are subject to suggestion. Eye contact is necessary. The ability has a (Willpower x 2) + (Rank x 4) % chance of success. A passive resistance is allowed, but a -10% penalty applies. Once the subject has been hypnotised, the Dervish can make mental suggestions which the subject will readily accept unless they conflict directly with his or her best interests. 

   Again, knowledge of the target's language is not absolutely necessary, but it does greatly simplify matters. The subject will remain suggestible for as long as the Dervish continues to concentrate, and will continue to implement suggestions for 24 hours after they were made, even when no longer hypnotised. 

[17.4] Dervishes may attempt to convert unbelievers to their faith and/or cult. 

   The GM rolls percentile dice to determine success or failure; the character's Base Chance is equal to his Willpower + (Rank x 2) - Potential Convert's Willpower. The ability will convert non-Muslims to Islam, but it can also be used to win Muslims over to the doctrine taught by the Dervish's particular cult. Player characters are not bound by the result when this ability is used upon them.  

[17.5] The Experience Point Costs for the Dervish skill are as follows. 

   The Experience Point costs for Ranks 0 and 1 are halved if the character possesses the Wali skill at a Rank equal to or greater than the Rank being purchased. 

[17.6] A Dervish must donate 50% of all monies obtained per year to his cult.

   A Dervish who does not donate the above amount operates as if he were two Ranks less proficient. If the Rank of a Dervish is reduced to a negative number, the use of the skill is temporarily lost.

18. Devotee  

   A devotee swears devotion to a spiritual and/or intellectual cause, Path, and/or deity, depending on the GM’s world.  As the devotee gains experience, the Path and/or deity to whom the devotee is pledged bestow him with special abilities.  If a character ever performs an action that is against the sworn devotion, the GM may remove Rank levels as appropriate (the character has lost favor with the powers of Light/Dark or god/gods).  The maximum Rank a character may achieve is limited to PY – 15.

   Mages may not acquire the Devotee skill with the exception of adepts of the Devotional type colleges.  Adepts of those colleges may advance to Rank 6 in Devotee (but Success Chance modifiers do not apply to spell casting, either spells cast by the character or against him/her)

[18.1] Types of Devotions:

Cause:  aid the poor, protect the weak, uphold the honour of ladies, protect endangered animals, etc.  

Path:  Light or Dark. 

Deity:  Related to Light or Dark.

   Characters sworn only to a Cause may not advance beyond level 2.  Characters sworn only to a Path may not advance beyond level 6, and characters sworn to a Path and Deity may advance to level 10.
[18.2] A devotee receives Faith Points for each Rank obtained.

A devotee gains an addition of +1 Faith point per Rank achieved.

[18.3] A devoteee receives an increase in skills.

The Devotee may add +1% x Rank in the Devotee skill to the success chance of any non-combat skill used while directly supporting the sworn devotion.

   Success Chances do not include magic related rolls.  At the GM’s discretion, bonuses may also be granted vs. Grey (neutral) minded characters/creatures at ½ value.

[18.4] Due to his devotion to his cause a Devotee is highly resistant to fear.

A Devotee adds +2% x Rank when ever a WP roll is made to check for fear when dealing with creatures of the opposite devotion.

[18.5] A Devotee gains an increase to his PS while aiding those he is sworn to protect.

   The Devotee gains an addition of +1 (x Rank/2) to his PS while directly aiding those whom he is sworn to protect.   Such an addition ends when such aid the Devotee was providing is no longer required.

For example, one sworn to protect the weak might temporarily gain an addition to his strength when helping a poor labourer fight off a robber.

[18.6] A Devotee may convert unbelievers to their faith. 

   The success chance is equal to: PY of Devotee + (1 x Rank) - WP of convert.
[18.7] A Devotee gains additions to his Magic Resistance if he are also knows other skills.

   Priests, Clerics and Ascetics add (2 x Devotee Rank) to their Magic Resistance.  Knights, Monks, and Monastics add (Devotee Rank) to their Magic Resistance.
[18.8] At Rank 10 a Devotee gains sainthood and is assured entry into the afterlife upon death.

   A specific deity may require special vows from devotees, such as chastity, obedience, poverty, etc.  See section 3 (Devotional Paths).

   Certain items obtained during adventuring may have special powers to characters pledged to a certain cause/path/deity.

[18.9] A Devotee must donate 10% of all monies obtained per year to his cult.

   A Devotee who does not donate the above amount operates as if he were two Ranks less proficient. If the Rank of a Devotee is reduced to a negative number, the use of the skill is temporarily lost.

19. Diplomat

   A diplomat is skilled in the arts of communications and politics. Diplomats find employment as governmental representatives in foreign courts, as bureaucrats and officials of government, and as representatives of their leaders in their absence.  Diplomats may also sometimes be found in the employ of merchants dealing in foreign trade.

[19.1] A diplomat must be able to speak his government’s language at Rank 8 or higher.

   In order to progress past Rank 1 the diplomat must also be able to read and write his government’s language at Rank 8 or more.  It is sometimes the case that the court language is not the same as that spoken by the people of the land, so this distinction may be relevant.  In order to advance beyond Rank 3 a diplomat must also be able to speak and to read and write at least one foreign language at Rank 8 or greater.

[19.2] A diplomat can assess the current social standing of other sentients he meets.

   A diplomat’s chance of successfully recognizing another’s social standing is equal to 40 + (6 x Rank)%.  Additionally, when a figure attempts to deceive a diplomat with a disguise, subtract (2 x Rank)% from the success chance.

[19.3] A diplomat is able to appear non-hostile and can avoid offending others.

   When making an encounter reaction roll for a diplomat, or for a party with a diplomat as their spokesman, the die roll should be adjusted by (2 x Rank) in the diplomat’s favor.

[19.4] A diplomat will be aware of court politics and the rumors surrounding court life.

   A diplomat will know all of the major figures at court (or at least will recognize them if he is not personally acquainted) and will be conversant with his lord’s stand on major issues of importance.

The chance of a diplomat knowing a secondary figure or issue is equal to [50 + (5 x Rank)]% and the chance of his being familiar with minor figures or issues is equal to [10 + (8 x Rank)]% The GM should make all rolls for a diplomat’s knowledge secretly. If the roll is above (90 + Rank) then the diplomat should instead be given erroneous information.  When serving at a foreign court, the diplomat is treated as being at 3 Ranks lower than his actual Rank if the court is hostile to his lord’s. If the foreign court is neutral, he is treated as being 2 Ranks lower, and is treated as being 1 Rank lower if in the court of an ally.  If the diplomat is not familiar with a particular issue or rumor, he may spend (12 - Rank) days investigating. If the GM’s roll is successful, the diplomat has found the information he was seeking.

   A diplomat must be in service at court for a number of days equal to (20 - Rank) before he can perform any of his tasks. Any task performed before he has acclimated is treated as though he were 2 Ranks below his true Rank.

   If a diplomat is gone from a court for more than (Rank) months he will be forced to reestablish himself at that court upon his return.

[19.5] A diplomat is able to negotiate differences and settle disputes between parties.

   A diplomat may advance a proposed settlement to one of the parties. The time needed to negotiate a dispute as well as modifiers to the diplomat’s chance of reaching an agreeable settlement will depend on the complexity of the issue, and are left to the GM’s interpretation.  The Base Chance of the proposal’s acceptance is equal to (6 x Rank)%. Once one party accepts the proposal, the diplomat must present it to the other side, with the same Base Chance. If both sides accept the settlement, the issue is resolved.

Otherwise, the diplomat must begin a new round of discussion. Each subsequent round of proposals increases the diplomat’s chance by +5, up to a maximum of +30.  However, if at any time the roll for acceptance of a diplomat’s proposed settlement is above (90+Rank) the entire process has broken down, perhaps even with dire consequences for the diplomat himself.

[19.6] A diplomat is familiar with the customs of other cultures.

   When performing social activities, addressing nobles, following local customs, etc., a diplomat’s chance of knowing the proper forms is equal to [20 + (6 x Rank) + (2 x Rank in the appropriate Language)]%.  If the diplomat fails his roll, the degree of error and the consequences of such an error should be interpreted by the GM depending on how badly the roll was missed.

[19.7] A diplomat in the full time service of a major noble will receive an annual stipend of [1000 + (500 x Rank)] Silver Pennies.

   A diplomat’s pay will vary from this based on the employer’s position, the diplomat’s responsibilities, etc. The GM should use this formula as a base guideline and figure an appropriate amount based on the diplomat’s actual circumstances.

[19.8] A diplomat must spend [200 + (50 x Rank)] Silver Pennies annually to maintain a proper wardrobe and appearance plus [50 + (25 x Rank)] Silver Pennies each month while serving in court for gifts and entertainments.

   A diplomat who does not meet the former requirement is treated as being at one Rank lower than his actual Rank. A diplomat who has not made the latter Payment is treated as being two Ranks below his actual Rank and will be forced to spend twice the time needed to investigate rumours or information or to settle in at court.

Designer’s Notes: The Diplomat skill fills a gap in the original DragonQuest skills and introduces the political angle. The diplomat skill is important not only to emissaries but also will be a skill held by nobles and rulers.
20. Dragon Slayer

   Dragon Slayers specialize in battling dragons and their related species.  For whatever reason Dragon Slayers pursue this most deadly of prey.   Slayers can be good or evil, the main thing that matters to them is the death of dragons, wurms, and other draconic kin.   Dragons have good reason to be wary of Slayers, because these fighters often lead groups against them that have a fair chance of killing their prey.  Even when they are not battling dragons or their kin, Slayers are still formidable fighter and are not to be dismissed by society.  Before one can begin training as a Slayer they must be full Rank in their primary weapon and must have participated in the kill of a wurm or other lesser dragon-kin.

[20.1] Dragon Slayers gain the following abilities per Rank:

     Add 2 to IV [at Rank 0] +1 IV every 2 Ranks thereafter (against draconic opponents), +1 to damage every 3 Ranks thereafter with primary weapon [an additional point of damage at Rank 10].  +2% to Base Chance with primary weapon, +2% to MR per Rank vs. spells cast by dragons & kin.

Rank 1: Immune to natural fear, immune to gaze attacks by dragons and their kin.
Rank 3: Lung buster, by subtracting 15% from their Base Chance  Slayers may hit a dragon or kin and prevent it from using its breath weapon for D5 +2 pulses.  
Rank 5: Disruptor, by subtracting 15% from their Base Chance the Slayer prevents the dragon or kin from casting spells for the next two pulses.  ½ damage from breath weapon and immune to side effects. Immune to all gaze attacks.  Extra strike with primary weapon.
Rank 7: Ride the beast, the Slayer runs up on the Dragon or its kin and doubles his or her chances of EN or grievous injury to the beast, dragons may not fly for D5+2 pulses, and the kin have their TMR reduced by ½ for the same amount of time. Intimidation, fame of the Dragon Slayer now causes normal opponents to fight him or her with -5 IV and -20% to strike the Dragon Slayer.
Rank 8: Extra strike with primary weapon, duration of lung buster is now D10+3 pulses, ¼ damage from any breath weapon attack.  
Rank 10: Double damage vs. dragons and their kin, immune to breathe weapons of dragon and their kin, all spell resisted by more than ½ of normal resistant is cast back at the dragon.

[20.2] A Dragon Slayer must spend [500 + (150 x Rank)] Silver Pennies annually to obtain information, maps and any special equipment.

   A Dragon Slayer who does not donate the above amount operates as if he were two Ranks less proficient. If the Rank of a Dragon Slayer is reduced to a negative number, the use of the skill is temporarily lost.

21. Dread Knight

   Dread Knights are mercenaries who seek only power and care little for how it is gained.    Dread Knights have given themselves over to the service of a demon and seek to serve their master in death and destruction.  Dread Knights are sworn enemies of Templars and will always seek their destruction and suffering. Perhaps the greatest problem for Dread Knights is the fact that they are often the target of other knights who want to advance in power by eliminating rivals and potential competitors.

  Dread Knights are both taught by proxies from their Master, so they do not have to pay for training.  This does come with a price, the Master expects to be obeyed and defiance is usually met with death.   Dread knights are also corrupted by the powers they serve and their appearance and attributes change as they advance more in their skill.  At Ranks 3, 5, 8 and 10 they must roll on the corruptions table to determine its effects.

[21.1] A Dread Knight adds (1% x Rank) to his chance to achieve a Grievous Injury.

[21.2] After touching a restrained common land mammal, or common avian, a Dread Knight may attempt to possess the creature.

   A roll of ([3 x WP] + [2 x Rank] – [3 x WP of creature])% or less.  Once successfully possessed the Dread Knight may control it up to a distance of 1 mile x Rank.  If the creature is killed while the Dread Knight is in control both the creature & the Dread Knight die.  However if the Animal is merely injured the Dread Knight suffers no harm.  Control of this creature is tiring and costs the Dread Knight 1 FT per minute.

[21.3] Dread Knights add +4% x Rank to resist naturally inspired fear.

[21.4] Dread Knights learns to isolate pain within their mind.  

   They add +1 to the amount needed to stun.   Dread Knights also gain a bonus to recovery from Stun of +4% every 3 Ranks. Dread Knights do not fall unconscious when their Endurance is reduced to 3 or less.

[21.5] A Dread Knight adds +1 damage ever 2 Ranks against all creatures of day & light and all devotees of the Powers of Light.

[21.6] A Dread Knight becomes immune to a specific disease or poison [Player’s choice] ever two Ranks.

[21.7] At Rank 10 the Dread Knight gains a special ability.

  A Dread Knight is able to instantly summon a Nightmare and D5 soul-hounds who will obey the Dread Knight implicitly unless he should order them to attack a demonic creature.  Once these creatures are slain the Dread Knight may be granted replacements but only after a year has passed since their deaths.

[21.8] A note on role playing  Dread Knights.

   Dread Knights want both dominance and destruction.  Their goal is to destroy any and all opposition.   They are interested only in the submission of opponents.   Templars hate Dread Knights and Dread Knights are never shown quarter by either a Templar or Cleric.

Dread Knight Corruptions

Roll D100 to determine corruption

01-03: Raspy voice: your voice becomes harsh and unpleasant. You suffer -15% on any roll involving the use of your voice such as a Troubadour and Military Scientist, Merchant negotiations and on reactions from NPC’s.

04-05: Fangs: your canines and incisors lengthen, giving you a more fearsome appearance.

06-10: Milky eye:  One of your eyes becomes clouded over and you loose 3 PC and 4 PB.  This corruption can only be gained once, and if your eye melts out of your head later it will be this eye that melts.

11-14: Hair loss: all of your hair falls out and will never regrow.

15-20: Vestigial Horns: a small pair of horns grow from your forehead or behind your ears, reducing your PB by 3.

21-25: Reek: Your body smells rotten and you must wear strong perfume to cloak the smell or you receive a -20 on reactions rolls from beings that are normally offended by the smell of sewage and refuse. 

26-30: Forked tongue: your tongue is forked like a serpent and must be carefully concealed or others will react to you with a -20% on the reaction table.  You must roll under 6 x PC to keep your tongue from being noticed if you choose to conceal it while speaking.

31-35: Clawed and gnarled hands: your hands take on a terrible appearance and anyone noticing your hands must roll on the reaction table at -10%.  

36-40: Splotchy skin: your skin becomes discoloured with bright red and deep purple splotches that fluctuate in colour, -5 PB

41-45: Fiery eyes: your eyes take on a fiery coloration and people looking into your eyes will be nervous and confused, they automatically lose IV the first pulse of combat.

46-50: Spine ridges: your backbone sprouts spiny ridges that will protrude through clothing, and armour must be modified to allow the spines to protrude.  

51-55: Instant Girth: you gain 100 pounds instantly.

56-60: Pointed ears: your ears grow three times their normal length and become pointy and covered with a short coarse hair.  -5 PB, +10% to detect ambushes.

61-65: Terrible breath: you develop terrible breathe that will cause anyone talking with you to roll under 4 x EN of they will move away coughing and gagging.  

66-70: Open running sores: exposed areas of your body develop opening running sores that ooze blood and pus.  You develop an odour and will have flies and other pests drawn to you.   You suffer no harm, but experience -20% on reaction rolls by any good creatures.

71-75: Webbed hands: your hands become webbed and develop small claws that allow you to add 15% to swimming and climbing rolls, but you may no longer wear rings.

76-80: Shifty eyes: your eyes constantly shift and others will immediately distrust you and be leery of your motives or goals.

81-83: Bestial snout: you develop the snout of an animal, roll D10 to determine the type of snout.  1-3 Pig; 4-6 Rat; 7-8 goat; 9: face develops snake scales and your nose disappears on your face, 10: Your face takes on the appearance of an insect as determined by the GM.      You now classify for the fright table.

84-86: Cloven feet: both of your feet turn into hooves like that of a cow or goat.  You may no longer wear shoes or boots.

87-90: Forked tail: your body spouts a forked tail that twitches and flicks about uncontrollably, the tail serves no purpose but it does identify you as being in the service of a demon.

91-93: Melted eye: one of your eyes melts from your skull and the socket continues to trickle a mixture of blood, bone and rotted flesh.  Even if you wear a patch over the eye it still oozes forth every now and again much to the alarm of anyone talking with you.  -3 PC & -6 PB

1-95: Mark of the Beast: you develop a tattoo that is the mark of your master.  This tattoo will always appear on any area exposed to the air, it will be readily recognized by any servant of the Powers of Light as a mark of a demon.

96-98: Scaly skin: your skins takes on a scaly quality providing 3 points of NA, but making you subtract -15% on any rolls involving dexterity.

99: Irritated by Holy Objects: the very sight of a holy object makes your irritated and angry, if one is placed within 5 feet of you, you must roll under 3 x WP to avoid grabbing and breaking the object or hurling it away.  Checks must be made as long as the object is within 5 feet.

100:  No corruption: you show no signs of demonic influence for now.
22. Duellist

     While the concept of the Knight is one of the most popular to be found in fantasy fiction and mythology, an equally popular figure is the swashbuckler and highwayman.  The duellist, commonly known as gentleman, rake, swashbuckler or dandy, is proficient in the use of light swords and firearms (if they are available in the campaign world).  They are frequently employed by those not proficient in the use of arms as bodyguards and as champions in legal disputes involving trial-by-combat.  Duellists occasionally rise high in ministerial positions due to their education and familiarity of courtly knowledge and intrigue.  The skills of a duellist can also be extremely useful to an adventuring party. 

[22.1] A character who wishes to take the duellist skill must be exceptional in regards to certain Characteristics. 

   A character who wishes to take the duellist skill must be highly agile and have an above average dexterity.  The character must have a Manual Dexterity of at least 16 and an Agility of at least 16 in order to take this skill. 

   If the character fails to meet these criteria he may not take the duellist skill.  If the character has a Manual Dexterity of 22 or better or an Agility of 22 or better, he expends 10% less Experience Points to progress Ranks.  These modifiers are cumulative. 

[22.2] A character who wishes to take the duellist skill must be able to read and write in a language with proficiency. 

   A character with the duellist skill must be able to Read and Write a language at Rank 8 before he can progress to Rank 1 in the duellist skill. 

[22.3] A character with the duellist skill must be able to use certain weapons at a given Rank before he can progress past Rank 2. 

   A character with the duellist skill must be able to use the rapier, main gauche, and the black powder pistol each at Rank 1 or better before being able to achieve Rank 3 in the duellist skill. 

   In the event that the black powder pistol is not available in a given campaign, ignore this reference to it (and all others in this skill as well).  Games Masters may permit the substitution of the pistol crossbow in its place. 

[22.4] A character with duellist skill increases his Defense when he is using a main gauche. 

   A character with the duellist skill increases his Defense ability when using a main gauche by +2% per Rank that he has achieved.  At the discretion of the Games Master, this bonus to defense could be applied to the use of the buckler as well. 

[22.5] Once a character achieves Rank 1 in the duellist skill, he is taught the full meaning and worth of the Code of Duello. 

   Duellists follow the Code of Duello, which is similar in many respects to the Chivalric Code of knighthood, but is less attentive to the letter of honour and more in keeping with its spirit.  The Base Chance of remembering something specific about the Code Duello is equal to [(PCx3) + (Rankx7)] %.   

   While the Code of Duello differs from game world to game world and tradition to tradition, the one being used in the context of the DragonQuest rpg has the following tenets: 

     1. Always adhere to one's given word.

     2. The spirit of a contract is more important than its letter.

     3. Carry oneself with charm and style.

     4. Never ignore an insult to oneself, any lady, or the flag.

     5. Insults can only be redressed by an apology or duel (though not necessarily to the death).

     6. Weapons and circumstances between opponents must always be equal excepting, of course, in open war.

   It should be noted, regarding the last point, that "opponents" here is usually interpreted as the participants in a duel of honor.  However, many duellists interpret it as applying to open war between gentlemen (and their retainers) as well. 

[22.6] A character with duellist skill increases his damage with either the rapier or a black powder pistol. 

   A duellist increases his damage with either a rapier or black powder pistol by +1 per 3 or fraction of 3 Ranks he achieves with this skill.  The character must choose between the rapier or pistol; he does not get the bonus with both weapons.

   At the Games Master's discretion, other light swords (such as the estoc, sabre, etc.) may qualify for this bonus. 

[22.7] A character with the duellist skill receives a bonus to his attempt to disarm an opponent. 

   When a duellist attempts to disarm an opponent (see DragonQuest 16.5), his modified Strike Chance is reduced by an amount equal to (20 - (Rankx2)] %. 

   This bonus only applies when the duellist is using a rapier or main gauche.   

   At the Games Master's discretion, other light swords (such as the estoc, sabre, etc.) may qualify for this bonus. 

[22.8] A character with duellist skill receives certain abilities as he progresses Ranks, due to his nature and the code of the duellist. 

   A character with the duellist skill is obedient to a specific code of honour and to various types of genteel behaviour.  The character gains one of the following abilities at Rank 0, and he achieves a duellist acquires one ability per Rank. 

    The character begins with one of the following abilities at Rank 0, and receives one new ability every 3 Ranks.  All of the abilities noted below can be performed skillfully by the character. 

     1. Knowledge of duelling etiquette.

     2. Dress and appear stylish.

     3. Knowledge of courtly etiquette.

     4. Dance (especially court dances).

     5. Play a board game (chess, backgammon, etc.).

     6. Play a card game (pinochle, tarroka, etc.).

     7. Play a lawn game (croquet, badminton, nine pins, etc.).

     8. Speak eloquently.

     9. Compose poetry.

     10. Sing.

     11. Play a stringed instrument.

     12. Play an upright stringed instrument (organ, harpsichord, piano, etc.).

     13. Evaluate food and wine.

     14. Evaluate art.

     15. Evaluate horseflesh.

   A duellist may gain additional abilities from this list after achieving Rank 10 by the expenditure of 500 Experience Points per ability. 

[22.9] Certain character races expend more or less Experience Points to progress Ranks with the duellist skill. 

   An elf or atlantean character with the duellist skill expends three-quarters the Experience Points necessary to progress Ranks.

A character who is orc, hobbit, or dwarf expends an extra 10% in Experience Points to progress Ranks. 

[22.10] A duellist must spend [250 + (300 x Rank)] Silver Pennies per year to supply himself with manuals of dueling, anatomy, etiquette, and other assorted subjects. 

   In addition to this sum, the duellist must maintain a comfortable lifestyle or better (see DragonQuest, 85.3) as it is expected of one in this profession. 

   A duellist who does not spend the above amount of money operates as if he were two Ranks less proficient.  If the Rank of a duellist is reduced to a negative number, the use of the skill is temporarily lost. 

23. Engineer

   Similar to a Mechanician, Engineers are builders. This skill allows the character to design and build buildings, structures, bridges, roads, waterways, or other such things. I differentiate engineer and mechanician this way - Mechanicians create mechanical devices (i.e. clocks) that contain moving or movable parts; an engineer is a civil builder.

   A variation on this skill is the Military or Combat engineer. These are also known as Sappers. They make roads, clear terrain, set up camps, and help set up sieges (includes building siege engines). Where appropriate, it also includes destroying enemy structures, such as destroying bridges, tearing down walls, polluting wells, salting fields, and any other nasty thing a band of techies would do to the bad guys.

   While any lord can muster his troops and a Military Scientist can lead them into battle, engineers are the ones who know how to lay a proper siege.

   The more advanced the Rank in engineer, the more complex or larger the works can be.

[23.1] Abilities gained per Rank:

Rank 0 - Design/build very small structure (shed, shack, etc.)

Rank 1 – Survey small plots of land (up to about 2 acres)

Rank 2 - Design/build small structure (cottage, small house, etc.)

Rank 3 - Design/build medium structure (large house, inn, etc.)

Rank 4 - Survey medium plots of land (2-10 acres)

Rank 5 - Design/build large/tall structure (wooden fort, keep etc.)

Rank 6 - Survey large plots of land (10+ acres)

Rank 7 - Design/build large/tall, complex structure (small castle, cathedral, etc.) 

Rank 8 - Design/build sprawling, complex structure (large castle, etc.)

Rank 10 - Destined to be remembered with FRank Lloyd Wright

Note: Some construction jobs might require the services of a skilled carpenter, mason, etc., esp. medium sized structures and larger (Rank 3 and above).

[23.2] Experience Modifiers:

   Dwarves to take this skill at 10% and gnomes at 50% of  listed cost. Also, dwarves reduce required time by 25% due to natural talent at this profession.

24. Farmer

   Yes, a farmer! These people often have a surprising repertoire of skills.  Driving a team of animals, planting crops, raising animals, storage of animals and food are some of the abilities this profession has.

[24.1] Team driver

   Usually horses, mules, donkeys, cattle, or oxen, a team is hitched up to something that needs to be pulled. It can be a wagon, a plough, or the carcass of a dead dragon (Yeah, don't we wish!). While anybody who has riding skill could fasten the cables and rigging, a farmer actually knows how to get the animals to cooperate. A farmer will know the right combo of gentleness, yelling, whipping, or whatever it takes to get the team to do the job.

[24.2] Planting crops

   This allows the farmer to determine the appropriate type of crop to plant for the given geographic location, time of year, and weather conditions.  The ability to tend these crops is also part of the farmer's trade.

[24.3] Raising animals

   A farmer functions as a beast-master of the same level, when dealing with farm animals only. This includes horses, oxen, cattle, sheep, chickens, dogs, and any other animal commonly found around a farm.

   Combat training these animals is not possible. The sole exception is that dogs are usually well-trained in hunting and fighting. Dogs will usually be a medium-sized dog such a Lab, a collie, sheepdogs, or other working-class canines. A mastiff or great dane usually wasn't used as a farm dog, they're used for war dogs.

[24.4] Storage of animals and crops

   A farmer knows how to take care of the crops/animals under his care.  This includes knowing how to house or store them. A farmer will be familiar with the basic care needs of his stock, and how to store his crops so they don't spoil.

[24.5] Cooking

   Farmers usually know how to cook rather well. After all, they're surrounded by food items!

[24.6] Building

   A farmer knows how to assemble and construct any typical building found on a farm. This includes the farmhouse, barns, tool-sheds, stables, and the outhouse. (can't forget that! OK, it's late at night and I'm getting punchy.) Usually when a new building is required, farmers from all around will congregate together and chip in to help. Anyone who used to watch "Little house on the Prairie" has probably seen this.

[24.7] Distillery

   Many farmers who grow grain or fruits are intimately familiar with taking some of their crop and distilling/fermenting/brewing it into rather potent substances known as moonshine, beer, corn likker, or white lightning. While this may be somewhat silly, passing around a jug was a typical way of spending an evening around the campfire.

[24.8] Farmers will almost always have some sort of craftsman skill as a secondary skill. Blacksmith, carpenter/cabinetmaker, leatherworker, and butcher are all common farming professions. 

   Because of this, a farmer can choose one of these professions as his "chosen field" and progress in it at half the Rank they have in farmer at no cost. This reflects the fact that the farmer is often out working in the shed/barn, using the particular skill. Once Rank 10 has been reached in farmer, the craftsman skill can be developed further (above 5) at 50% of listed cost.

   To prevent abuse of this last ability, I only grant it to characters who have farmer as an initial skill due to their background roll (or choice). This represents the years a character has spent growing up in a farming community.

   Farmers will be able to effect basic repair on almost any common item, from putting a new handle in the shovel, up to sewing a new work shirt. 

[24.9] Land use and costs

Farmland

   Peasants occupy the land at a rate of about 1 family per 15 acres. As long as the crop is good, each family produces enough food per year to feed themselves plus 1 1/2 people on average.  Large families may only be able to feed themselves, small families may be able to feed more than 1 1/2 others, this is simply an average to figure crop yield. Crops were commonly rotated through a three year cycle, growing two different crops on successive years and then lying fallow the third in order to keep the land from becoming exhausted.

   Peasants (freemen) pay all farming expenses. Production (based on 1 Silver Penny per day common food cost and 360-day year) yields 540 Silver Pennies per year . Usual landowner/ tenant farmer split is 1/5 returning the landowner 90 SP from each tenant farming family.  Good cleared farmland costs 500 SP acre. Farmland with serfs costs 1000 SP/acre and up. Peasants often do not occupy their land, but instead live in a central village and set forth each day to tend their own fields.

Grazing

   Meadows, fields and unused farmland may be used for grazing. Grazing land will support 2 cattle or 4 goats or 1 sheep per acre. Annual herd growth will range from -20% to +30% depending on prevailing conditions, age of the herd, etc. One shepherd is required per 80 acres or per 160 animals.  Uncleared fields cost 200 SP/acre. Barns and other buildings cost the normal building costs.

Oenoculture

   Each acre of vineyard will support about 200 vines and yield 100-200 bottles of wine per acre. An average vineyard will cover about 40 acres. Most of the year, a vineyard can be tended by one family, but harvest time will require additional labor (usually recruited from among the neighboring peasants) who are paid in cash or in wine.  A fair vineyard might sell for 2500 SP/acre, and a vineyard of good quality could sell for 10000 SP an acre or more.

25. Fencing

     With the decreasing use of armour for the purpose of protection towards the end of the 16th Century, there was an increasing emphasis placed on the use of the sword for both attack and defense.  A Fencer is a swordsman who has been trained to use a sword effectively as both a defensive and offensive weapon.  While Fencing skill will not be as common in the world of DragonQuest as one might expect, there will be courts of nobility and the like where a fencer will be able to make a good living.  And earn a reputation, for better or worse. 

[25.1] A character must have a modified Manual Dexterity of at least 20 and a modified Agility of at least 15 in order to qualify to take and practice this skill. 

   In addition to the above requirements for Manual Dexterity and Agility, the character must have Rank 4 with a rapier, sabre, cutlass, main-gauche, poignard, estoc, schlaeger, short sword, or specific type of fencing weapon.  The fencing Rank may only be learned up to the Rank of the fencing weapon possessed by the chartacter.  

[25.2] A character using the fencing skill has certain limitations.

· Only the hex directly in front of the fencer counts as a frontal hex all other hexes count as rear hexes.

· The fencing skill may only be used when the fencer is fighting a single opponent at Melee range.

[25.3] When the defender in the front hex shifts, the fencer is automatically and immediately shifted to maintain facing, even if the fencer is stunned.

[25.4] A character with fencing skill may perform both a Strike action and an Evade action in a single Pulse of combat. 

   When the character chooses to use this option, his Strike Chance is as per normal, and his Defense Base Chance is equal to [AG + (Fencing Rankx3) + Shield Bonus (if any)]%.  If an opponent performs a Strike Check against a fencer using this ability and

misses his modified Strike Chance by 30 or more, the fencer may attempt a parry/riposte as per 17.4 of the Combat rules of DragonQuest. 

[25.5] When a character with fencing skill is performing a normal Melee attack action in combat, not a Strike and an Evade in the same Pulse, he receives a bonus to his Strike Chance. 

   If the character with fencing skill is attempting a normal Melee attack action in a Pulse, as opposed to the defensive tactic noted above in DragonQuest, 150.2, he receives a bonus of (Fencing Rank x 2) % to his Strike Chance. 

[25.6] When a character with fencing skill is performing a normal Evade action in combat, not a Strike and an Evade in the same Pulse, he receives a bonus to his Defense. 

   If the character with fencing skill is attempting a normal Evade action in a Pulse, as opposed to the defensive tactic noted above in DragonQuest 150.2, he receives a bonus of (Fencing Rank x 2) % to his Defense. 

[25.7] A character with the fencing skill may move one hex directly forward and strike in the same pulse with no penalty.

   If the character wins initiative and perfoms this attack +15 is added to his defence for that Pulse. 
[25.8] A character with the fencing skill may apply a +3 bonus to his Rank when parrying.

[25.9] A fencer must pay a total of [150 + (50 x Rank)] Silver Pennies per year in order to keep his fencing skills current and to learn new tactics and styles of fencing. 

   A character with fencing skill who does not spend the above amount of money operates as if he were two Ranks less proficient.  If the Rank of the fencer is reduced to a negative number, the skill is permanently lost and must be relearned as if new once more. 

26. Fisherman

   A fisherman must have the necessary rod/reel (or at least a stick and twine/hook) to catch fish.

   Fishermen can make a Success roll more frequently as Rank increases.

[26.1]  Abilities gained per Rank (fisherman):
Rank 0 - Fish each 2 hours

Rank 1 - Construct crude rod

Rank 2 - Fish each 90 minutes

Rank 3 - Construct a simple rod

Rank 4 - Fish each 60 minutes

Rank 5 - Construct a good rod

Rank 6 - Fish each 45 minutes

Rank 7 - Construct an exceptional rod

Rank 8 - Fish each 30 minutes

[26.2] A Fisherman knows the best places to fish in any location of which he has knowledge.  His success chance is (PC + [5 x Rank]).

[26.3] A Fisherman has the equivalent of 2/3 his Rank in the Location skill for the section of the coast where he fishes.

[26.4] A Fisherman’s chance of successfully catching fish is ([PC x 2] + [5 x Rank]).

   A Fisherman has the following modifiers to the use of this ability:

Fishing Net

+0

Fishing Spear

-30

Hook & Line

-15

27. Fist of Retribution

   When someone decides to become a fist for their God they venture on a path of vengeance and suffering. Most gods that are good do not use a fist character because of their tendency toward violence and unruliness.  Occasionally a demon of great power may use a fist, but most are content to use their dread knights or other minions.

   People are often attracted to training as a fist when they feel they have been wronged or punished unjustly. They seek a god that will guide them in the work of retribution and vengeance.

     Fists will work with clerics or priests, but are not bound to them like a Templar. Most prefer to operate apart from other members of their faith since they resent any restrictions upon their actions. The only rule they follow is that they will not attack clerics of their deity unless they are first attacked.  Once per year a cleric that follows the same god can request that a Fist eliminate or destroy a particular opponent or group.
[27.1] A Fist of Retribution adds +1 to the amount needed to stun him every 3 Ranks.
[27.2] A character trained as a Fist of Retribution may sacrifice Fatigue to increase his Physical Strength or Natural Armour.

   A Fist of Retribution may spend 1 FT to raise his PS by a maximum of 2 or his Natural Armour by a maximum of 1. The duration of the bonus is 1 minute + (30 seconds per Rank).  The Fist may not raise his PS until the duration for his NA has expired and vice versa.  


[27.3] A Fist of Retribution may create an Aura of Fear.  

   On a roll of PY (+9 x Rank) a fist may spend 1 FP to generate an aura of fear. Opponents facing a Fist of Retribution must roll under 4 x WP to resist the Aura of Fear or roll on the fright table.  

[27.4] A Fist of Retribution may increase his ability to resist torture.

   Fists of Retribution may add +5% to their roll to resist torture for each 1 FP sacrificed.  This effect will last for 90 seconds (+30 per Rank).
[27.5] A Fist of Retribution may increase his Magical Resistance.

   A fist may on a role of PY (+9 x Rank) increase the character’s MR by +5%, for a cost of 1 FP per increase.  Up to 4 FP may be spent this way.  The duration of such an increase is 1 Minute (+30 seconds per Rank).  Any spell the Fist of Retribution resists by under ½ his MR while using this ability is turned back upon the caster.
[27.6] A Fist of Retribution may drink the soul of his opponent.

   A Fist of Retribution may, on a roll equal to his PY (+9 per Rank) or less, regains 3 FT or 1 EN whenever he kills someone in battle.  The fist may gain up to 25% more EN or 50% more FT in this fashion.  FT or EN gained in this way last for one day.
[27.7] A Fist of Retribution may delay death.

   By rolling under 3 x WP a Fist of Retribution may delay death until the end of combat or until his EN reaches -10.  Damage from a Grievous Injury will still slay the character however. 

28. Gladiator

    Gladiators are warriors who fight for the entertainment of the crowds.  They press their luck and hone their fighting skills in the arena against man and beast.  They fight for money and fame and seek to perfect their fighting ability.

    Because of their combat training Gladiators subtract only 1 per hex for thrown weapons, their training also raises their proficiency with their weapons. 

[28.1] A Gladiator causes increased damage in combat.

   Increase the damage caused by a blow from a Gladiator by 1 for every three or fraction of three Ranks when he strikes his target from the frontal hex in Melee Combat.

[28.2] A Gladiator gains the addition of +2% per Rank to his defence against trips & entangling attacks.
[28.3] A Gladiator subtracts -2 on all rolls for him to repulse a charge or grapple attack.

[28.4] A Gladiator adds +1 x Rank to his chance to inflict a blow affecting Endurance.  

[28.5] A Gladiator increases his chance of inflicting a grievous injury by 1% every 2 Ranks.

[28.6] A Gladiator can appeal to the crowd to avoid death in a gladiatorial contest.

   When facing defeat a Gladiator may appeal to the crowd at some point before the fatal blow falls.  The gladiator must put aside his weapon & appeal to the crowd.  His success percentage is ([WP + PB] + [7 x Rank] – [10 x Number of appeals previously made]) %.     If a roll is made the crowd calls for mercy & the Gladiator is spared.  If the roll is failed by 30% or more the opposing Gladiator delivers the death blow [11 on the grievous injury table].  If the roll is failed but under 30% the gladiatorial bout continues but the Gladiator who had made the appeal suffers the loss of his weapon or shield [GM’s choice].  

[28.7] A gladiator has the option of learning 4 different skills at additional Experience Point cost.

A) Flying Tackle

This talent allows a character to rush a defender with an attack like a Charge and Close attack [DragonQuest, 14.4]. Due to the nature of the Flying Tackle, the defender’s chance of successfully Repulsing the attacker from entering Close Combat is reduced, but at a penalty to the attacker.  An unengaged figure must declare a Flying Tackle attempt. He may then move up to (TMR - 1) hexes so that he is adjacent to his target. The Tackle is then resolved between the engaged figures on the following Pulse.
   The attacker’s Subtraction Value may not exceed the number of hexes he travelled (excluding the defender’s hex) to make the Tackle.

Subtraction Bonus Extra

Value to Hit Damage

-1 +15% +1 (+0)

-2 +20% +2 (+1)

-3 +25% +4 (+2)

-4 +30% +6 (+3)

   The defender gets the Bonus to Hit added to his chance to hit the figure attempting to Tackle him. When the defender is using the B-Class Multiple-Strike rule, reduce his Strike Chance in all attacks by -30 instead of -20. If the defender does hit, the damage is increased by the extra damage number. If the attacker is Stunned, he remains in his hex, and the attempt to Tackle fails.  If the attacker is not stunned, the defender may then try to Repulse him from entering Close Combat using normal rules [DragonQuest, 13.6], modified by the Subtraction Value. The number the defender needs to roll on a D10 to successfully Repulse the attacker is reduced by the Subtraction Value. Thus, a character who is defending himself with a Sabre at Rank 6 who is being attacked with a Flying Tackle where the attacker has chosen a Subtraction Value of 2 will need to roll a 4 or less (instead of a 6 or less) to keep the attacker from successfully Grappling.

   If the attacker is successful, he may then enter Close Combat and immediately execute a Grapple attack as with the Charge and Close attack.

   The Experience Point cost for Flying Tackle is 300. Instruction requires 1 month and practice time is an additional 3 months.

   A variant of the Flying Tackle may be executed from horseback. This is called the Horse Tackle. It is similar to the Flying Tackle, except that the defender’s bonus to hit is reduced by 15%, and the lower, parenthetical damage bonuses are used.

   The Horse Tackle talent costs an additional 300 Experience Points, and requires an additional 3 months instruction and 3 months practice. A character must have Horsemanship skill at Rank 4 or better in order to learn or use the Horse Tackle Talent.

B) Crossing Steel

  Crossing Steel is a special attack used in Melee combat by engaged figures. To initiate a Crossing Steel attack, the attacker enters the defender’s hex with a permitted melee weapon and declares that he is Crossing Steel with his opponent. The defender may choose to yield the hex, in which case he moves back one hex into the attacker’s new Melee Zone and combat is then resolved normally.

   Otherwise, Crossing Steel combat is resolved like Melee combat, except that the attacker and defender are in the same hex and Close Combat modifiers are used instead of Melee Combat modifiers. After combat, resolve the possession of the hex as follows:

• If only one combatant is Stunned, the non-Stunned individual keeps the hex and places his opponent in his Melee Zone.

• If both figures are Stunned, the attacker is returned to his starting hex.

• If neither figure is Stunned, then each combatant rolls a D10 and adds his Strength plus 1/2 his modified Agility plus 1/2 his Armor Protection Value [refer to the Armor Chart, DragonQuest, 18.1]
(rounding all halves up) plus his Racial Size Number [DragonQuest, 18.1]. The figure with the higher total wins the hex, with ties going to the defender. Then, if the difference between the two numbers is:

0-4 the losing figure moves into his choice of hexes in the winning figure’s Melee Zone.

5-8 the winning figure places the loser in the winner’s choice of hexes in his Melee Zone. A figure cannot be forced into an occupied hex unless all hexes are

occupied.

9+ as above except that an occupied hex may be chosen. The losing figure will also fall prone unless he rolls under 3 x modified Agility.

   If a figure is forced into a hex occupied by another figure, resolve the Tactical Display as following. The forced figure must roll under 2 x modified Agility and the other figure must roll under 3 x modified Agility (with a +15 bonus to his chance if he could see the figure being forced into his hex). If both fail, both figures are prone in the hex. If only one makes his roll, he is standing, and the other figure is prone in the hex. If both make their rolls, the figure who originally occupied the hex stays in his hex, and the forced figure is placed prone in the nearest available hex. If there are no open hexes within 2 hexes of the the hex that the character was being forced into, then the figure is forced prone in that hex.

   The figure being forced may not attempt to enter Close combat with a figure in the hex he is forced into until the following Pulse. A figure who had Passed or Set who then has a character forced into his hex may elect to enter Close combat, and may execute a Grapple or Restrain attack immediately.

   Crossing Steel may only be used by a figure with at least Rank 2 with one of the following weapons: any Sword, any Pole Weapon, or any Hafted Weapon except Sap, Flail, or Chain Mace. The Experience Point cost for Crossing Steel is 250, and it requires 2 months of instruction.

C) Backflip

   An engaged or unengaged figure may perform a Backflip as a Special Move action. A character making a successful Backflip is moved straight back 2 hexes and retains his same facing. The target hex must be unoccupied or the figure will automatically fall Prone. Any attacks against the figure are at a penalty of -30 to hit in addition to any other modifiers. If the character is not hit, he must roll 3 x modified Agility or less to land successfully, or if he is hit, he must roll 2 x modified Agility. If he does not make his roll, or if he is Stunned, he is placed Prone in the intervening hex. There can be no obstacle higher than half the character’s height in the intervening hex, and there must be an overhead clearance of one-and a-half times his height in order to perform this maneuver. A character may not normally attack in the same Pulse as a Backflip is performed.

   Halflings and Dwarves suffer a reduction of -20 to their Base Chance to perform this maneuver Backflip costs 300 Experience Points to learn, and requires one month of training followed by 3 months of practice.

D) Diving Attack

  An unengaged figure may make a Diving Attack. A character positioned above an opponent may jump down and attempt to enter Close combat. The attacker makes a D100 roll. If the roll is 00 or is over 75 + modified Agility, the attacker has missed completely, and he takes normal falling damage and is placed prone in the nearest hex adjacent to the target hex. If the roll is not a complete miss, but is above 4 x modified Agility, then the defender takes damage of (D10 + attacker’s falling damage) as a normal blow, and the attacker is treated the same as he would be for a total miss.

   If the roll is successful [Note: Endurance and Critical Hits are possible, and should be treated as a C-class attack] the defender takes damage as above, and the attacker takes his falling damage to Fatigue rather than to Endurance (but still not absorbed by armor). Additionally, the attacker is in the hex with the defender and, if not Stunned, can then make an immediate Grapple attack. However, if the defender is in a position where he could fend the attacker’s attempt to Close, he may attempt to do so. If the defender successfully fends the attempt to close, he moves into the hex immediately behind himself. Neither figure can then engage in any further activity that Pulse.

   This skill can be learned by spending 2 months in instruction. The cost is 200 Experience Points.

29. Hand-to-Hand Combat

     In the context of the DragonQuest campaign, the arts of unarmed combat are such that various cultures utilize different means of unarmed combat.  By its very nature, the basic Unarmed Combat skill that exists in the DragonQuest game system does not cover some of the more flamboyant aspects of this skill.  Hand-to-Hand Combat skill is a special fighting skill which is learned like all other Primary skills.

   This skill is not a replacement for the already mentioned Unarmed Combat skill, but merely a refinement of that skill that offers the character more for the money and Experience Points (so to speak). 

[29.1] A character who chooses the hand-to-hand combat skill must meet certain requirements for Physical Strength and Endurance characteristics. 

   A character who wishes to take the hand-to-hand combat skill must have a minimum Physical Strength and Endurance of 15 each. 

   If the character has a Physical Strength or an Endurance of less than 15, the character must pay an additional 10% in Experience Points to progress Ranks.  This additional cost is cumulative for

both the Physical Strength and Endurance requirements.   

   Once the character reaches Rank 1 in the hand-to-hand combat skill, if the character's Physical Strength is 21 or better, decrease the Experience Point costs for this skill by 10% from Ranks 1-5.  At Ranks 6-10, if the character's Endurance value is 22 or greater, decrease the Experience Point cost to progress in the skill by another 10%.  Note the second reduction only applies if both Physical Strength and Endurance meet the requirements mentioned above. 

   If the character's Rank in Unarmed Combat skill is greater than his Rank in hand-to-hand combat skill, the character reduces the Experience Point cost to learn this skill until he achieves an equal Rank in the skill. 

[29.2] A character with hand-to-hand combat skill is able to use the skill to attack his opponents, and inflict damage upon them. 

   A character with the hand-to-hand combat skill is able to attack his foes and inflict damage upon them.  The Base Chance of successfully striking a target with this skill is equal to [20 + (MD x 2) + (Rank x 3)] %.  The character will inflict damage equal to [(D10-3) + (Rank/3) + 1 per 3 or fraction of 3 points of PS above

15].  If the fists of the attacker are mailed or a cestus is worn (or some other item that would harden the hand in the Games Master's opinion), add +1 to the damage. 

   If the character attacks with his secondary hand, the Base Chance is reduced by -5%.  This penalty is negated, of course, by the modifications for ambidexterity. 

   The character learns how to make Kick attacks starting at Rank 3 in hand-to-hand combat skill.  The Base Chance of performing the kick is equal to [20 + (AG x 2) + (Rank x 3)] %.  The damage caused by a successful kick is [(D10-4) + (Rank/2) + 1 per 5 or fraction of 5 points of PS above 15].  This ability can also be used to make a Trip Attack as noted in the DragonQuest rules, Section 16.5. 

[29.3] A character with hand-to-hand combat skill increases his defense against physical attacks. 

   A character with the hand-to-hand combat skill increases his chance of avoiding physical attacks.  The character increases his Defense by (Rank x 5) %, and increases his Evade chance by (Rankx4)%.  These values only apply when fighting an opponent using hand-to-hand combat; in all Melee cases, the character adds « this value to his Defense and Evade skills.   

   Note that neither of these modifiers apply to missile fire unless the character is able to see the missile coming; in order to do so, the character must either take a Pass action the round in which the attack occurs, or must change his tactics to say that he is not

making an attempt to attack in the same round that he will use his enhanced skills to avoid being attacked. 

[29.4] Hand-to-hand combat skill can be used against opponents who are wearing armour with a protection rating of more than 4 Damage Points. 

   A character who is using hand-to-hand combat skill can attack opponents wearing armour that has a rating higher than 4 DP of protection, but will take damage himself if he is bare-handed (i.e., no gloves).  In such a case, the character will take damage to Fatigue equal to the protection rating in DP of the armour in question.  (At the GM's discretion, some forms of natural armour may have a similar effect.) 

   A character may only attempt to use hand-to-hand combat skill against an opponent wearing armour that has a protection value of 6 DP or higher if his fists are mailed or the character is wearing cesti or the equivalent. 

[29.5] A character with hand-to-hand combat skill may render an opponent unconscious when he strikes his opponent successfully. 

   A character who successfully attacks an opponent and does effective damage has a chance of rendering his opponent unconscious.  The success chance that the defender will be rendered unconscious is equal to [(« the effective damage) + (1/3 the cumulative damage from Hand-to-Hand Skill)]%.  For example, if Javian has taken 10 damage points from hand-to-hand combat attacks and suffers another 6 points of effective damage, he has a [(« x 6) + (1/3 x10)] = 6%

chance that the current blow will render him unconscious. 

   A character using hand-to-hand combat skill to attempt to perform a Knockout attack (DragonQuest Section 16.5) against a character who is not wearing metal armour will increase his chance of doing so by (Rankx2)%.  There is no bonus in this regard for Knockout attacks made against characters wearing metal armour. 

[29.6] When a character achieves Rank 5 with hand-to-hand combat skill, he is able to make multiple attacks per Pulse. 

   Once a character achieves Rank 5 with hand-to-hand combat skill, he is able to make more than one attack per Pulse.  The character is permitted to make (Rank/2) attacks per Pulse, rounded down, once he achieves this Rank. 

   The character does not suffer a penalty for this multiple attack.  However, if the character attempts to combine hand-to-hand combat with other weapon use to make the multiple attacks, he is subject to the normal multiple strike penalties.  It should be noted that the attacker with hand-to-hand combat skill cannot combine hand and kick attacks in this method unless he has an Agility of 21 or greater. 

[29.7] The character with hand-to-hand combat skill may attempt to attack and damage a character who has a strangle hold on him. 

   While this form of maneuver is usually not permitted, the hand-to-hand combat skill provides certain refinements that allow this option.  The Base Chance of the attack being successful is equal to [25 + (PS + AG)/2 + (Rankx2)]%.  If this attack is successful, the character will inflict (D10-3)(+1 per Rank) damage to the target. 

[29.8] A character with hand-to-hand combat skill gains additional defense against a Restraint attempt, if both his hands and arms are free. 

   A character can gain additional defense against the Restraint attempt (see DragonQuest Section 16.5) if both his hands (there is no weapon in hand) and arms are free.   

   At Ranks 0-2, increase the character's Defense by 1/5 of his PS; at Ranks 3-5, increase the character's Defense by ¬ of his PS; at Rank 6+, increase the characters Defense by 1/3 of his PS. 

[29.9] A character with hand-to-hand combat skill must spend a total of [50 + (Rank x 100)] Silver Pennies per year in order to maintain his combat skills at the peak of his capability and to constantly learn from other hand-to-hand combat specialists the current trends. 

   A character with the hand-to-hand combat skill who does not spend this amount of Silver Pennies per year is treated as though he was three Ranks lower in his skill proficiency.  If the character fails to pay his yearly fees for a period of three consecutive years, he loses the skill and is treated as if he were Rank 0.  In such a case, the character must be retrained in the skill from the beginning, and must spend Experience Points and time to learn said skill. 

30. Herald

   Heralds are the professional distributors of information in a land.  It is their job to know what is happening in formal environments such as courts.
[30.1] To pass second level a herald must have at least Rank 6 in reading in the main language in the area.  (For Heralds whose field of knowledge crosses language borders, the GM may require a level of literacy in other languages as well).

[30.2] Heralds will remember the name, face, title and crest/device/flag (Symbol) of any person formally introduced to them for 6 months.  

   After more than 6 months without meeting the person again the herald must roll 2 x Perception + (12 x Rank) - (weeks more than 6 months)% to remember.  Bonuses may be added if the person was important to the herald (No herald ever forgot the name of their king). 

   Heralds may recognise  an unknown symbol. Success on a roll of Level + 1 on d10 modified as below means the name and reputation of the symbol are known.

[30.3] Status of area of origin Modifier 

local area 


+4

known neighbour 

+2

unknown neighbour 

+1

known, non neighbour 

-1

unknown, non neighbour 
-5

historical 


-10

[30.4] Personnel modifiers

famous 



+4

well travelled 


+2

current news 


+2

   A herald begins with knowledge of the protocols and etiquette, names and reputations of their local area.  Each time they go up by a Rank they should select one from the following.

1. Name/Symbol/Titles - Who seems to have power

2. Protocol/Etiquette - Relationships with other areas and general manners

3. Reputations - Personalities, Background, some skills

4. Power structure - Politics and real power

5. Secrets  - Each selection gives d10/2 secrets about people in chosen field.

[30.5] Multiple selections increase the size of the area covered

1. Local area (single court)

2. Immediate neighbours, regular contacts

3. Regular contacts of neighbours

4. Large area and several levels of power

5. Greater domain (e.g. empire, kingdom, etc.)

6. Known world

    Reputations in an area requires the names for that area.  Protocol/Etiquette is required before the power structure can be  understood.  Must know all others before secrets can be learned.

   Example.  a 7th level Herald may have taken one of each type of knowledge for their home area (2 picks after starting knowledge is counted) expanded their knowledge of names out to the contacts of the neighbours (2 picks), know reputations in neighbouring courts (1 pick) and have learned the names and protocol of a distant court (2 picks).

   This same herald could know names throughout the known world (5 picks) and know the protocols among their neighbours contacts.

31. Herbalist

     Due to the presence of mana in the DragonQuest world, there exist a great variety of magical plants and herbs with unique properties, as well as more ordinary plants with which magic can be worked.  The

Herbalist is an individual who has detailed knowledge of magical plants and their properties as well as extensive education in the uses of non-magical plants.  When it comes right down to it, the Herbalist can be a highly valued character in groups where Healers are not present. 

[31.1] A character who wishes to take the herbalist skill must be able to read and write in one language at Rank 0 or better before progressing Ranks.   

   The character should be able to read and write one language, in addition to their native language, at Rank 0 before being able to progress Ranks with the herbalist skill.  If the character lacks the second language, increase the Experience Point costs to

increase Ranks by 10%.   

[31.2] The herbalist's training is particular to a specific terrain, and his ability to use his skill in other terrains is somewhat limited. 

   The herbalist will be familiar with the plants of the terrain of her training.  Unlike a Ranger, the herbalist will be familiar with plants of different terrains, but primarily those from the area where hhe lives.  It will be necessary for the GamesMaster to outline the boundaries of the particular ecological zones and to

determine which plants are native to that environment.  A useful guide in this respect is Arcane Wisdom, Section 94. 

   For game purposes, the ecological zone whose plants a herbalist is familiar with is divided up according to the terrain types as listed in the DragonQuest basic rules, Section 63.2.  The herbalist

is able to choose a specific terrain in which to specialize in once he reaches Rank 1.  Instead of choosing a specific terrain type, the herbalist can expend an extra 100 Experience Points and choose

a specific locale in which to specialize.  Examples of this latter step would include Mountains of Morravik, the Grey Reaches, or other specific locations, possibly including an entire country and/or region. 

   The herbalist understands and is familiar with the effects and uses of all plants native to his particular terrain and ecological niche.  The herbalist has her Base Chance of working with plants and herbs in her terrain of specialty increased by (Rankx2)%. 

[31.3] A herbalist has the ability to identify plants that are common or uncommon within the limits of his field of expertise starting at Rank 0. 

   A character with herbalist skill learns to identify common and uncommon herbs or plants once he achieves Rank 0 in the skill.  The character has an automatic success chance of doing so.   

   The character is able to use this skill to know some of the basics of the properties of the plant or herb in question, as well as being able to identify most of the common edible herbs and plants as well.  This aspect of the skill has a Base Chance of [(PC x 2) + (Rank x 5)] % of success.  The use of this skill takes the herbalist [70 - (Rankx6)] minutes, although in some cases this may be more difficult than at others. 

[31.4] A herbalist gains certain abilities as he increases Rank with the herbalist skill. 

   A character who chooses herbalist skill gains one or more of the following abilities at each Rank he achieves, according to the following schedule: 

   Rank     Ability(ies)

     0      Identify Common Plants and Herbs

     1      Use of Common Remedies

     2      Perfumer

     3      Basic Herbalism

     4      Cure Infections

     5      Cure Diseases, Create Painkillers

     6      Cure Wounds

     7      Advanced Herbalism

     8      Formulate Drugs   

     9      Create Poisons and Antidotes

    10      Elixirs

[31.5] The herbalist is required to build a herbal workshop at some point during his career, and is required to pay a yearly fee for upkeep of the shop. 

   As a general rule, the herbalist must construct a herbal workshop in order to undertake most of the tasks of herbalism that he will do, or can pay to rent the space in another herbalist's workshop.

   The herbalist must obtain a facility to practice his skills before he achieves Rank 4, and may not progress beyond Rank 3 in the skill until he does so.  A herbalist without access to a herbal workshop performs as if 3 Ranks lower than he really is in the skill in all aspects of the skill with the exception of the assayal skill. 

   In order to construct the herbal workshop, the herbalist must pay about [200 + (Rank x 250)] Silver Pennies for the cost of the building, plus an additional [1500 + (Rankx3)] Silver Pennies for starting up the workshop.  The herbalist can pay 20% less than the

standard cost, in which case the shop is considered to be "poorly stocked" and suffers a -15% to all herbalist skill rolls made in the shop.  Conversely, a shop is considered to be "well stocked" if the herbalist pays at least 1.5 times the standard cost, and gains a modifier of +5% to all herbalist skill rolls in the shop.   

   The character must pay a certain amount of upkeep per year to keep the workshop running smoothly.  The herbalist must pay a sum of 10% of the shop's initial cost in Silver Pennies per year to maintain the herbalist shop, and another (Rank x 100) Silver Pennies to reflect the upgrading of the herbalist shop to meet the herbalist's needs.  If this sum is not paid, the value of the shop is devalued by 20% (possibly altering its status as poor- or well-stocked).

   All herbalist workshops are rated by Rank; the Rank of the shop is determined by the Rank of the herbalist at the time that the shop was constructed.  The Rank of a herbalist's workshop or storefront can be increased by one for each 2,100 Silver Pennies the herbalist

is willing to spend for this purpose.  If the workshop is not maintained on a yearly basis, it is treated as if it were 2 Ranks lower than it is; this effect is cumulative for each year that the workshop is not maintained. 

  A herbalist is allowed to rent a workshop at a cost of 10 Silver Pennies per day.  However, the herbalist must pay separately for all ingredients used during the course of his work in the other herbalist's workshop.  If the character chooses to employ others in his workshop, the herbalist must pay these employees a sum of no less than (Rank x 3) Silver Pennies per day.  While this is not the fee that is most commonly paid to employees, it is the suggested amount.   

   In addition, a herbalist can construct a greenhouse at an additional cost of 1200 Silver Pennies.  It costs [250 + (Rank x 100)] Silver Pennies for the herbalist to maintain the greenhouse each year.  If the herbalist has no greenhouse (or garden, which is generally not paid for in this manner but can be at the discretion of the GM), all the plants will have to be acquired from some other source at additional cost.  The Games Master will require the herbalist without a greenhouse or garden to pay to acquire the necessary herbs and plants from another source.  The Games Master can also permit the herbalist to gather herbs, but this matter is one that is dependent on the rules from Arcane Wisdom, Section 94.0. 

[31.6] The herbalist may attempt to analyze a new or unfamiliar herb or plant in order to determine its properties. 

   The herbalist has the ability to analyze new or unfamiliar herbs or plants, provided he has access to equipment and a herbal workshop. 

   The Base Chance of successfully analyzing the properties of the herb or plant is equal to [(PC x 2) + (Rank x 8)] % if the plant is found in his native ecological zone of specialty.  If the plant is not native to his own area of knowledge, the Base Chance is equal to [(PC + (Rank x 5)] %.  If the plant is Common, the success chance is increased by +10%; if the plant is Uncommon, this chance is not modified; if the plant is Rare, the chance is reduced by -10%; and if the plant is Extremely Rare, the chance is reduced by -30%.  The properties of the plant or substance can also modify the success percentage, at the discretion of the Games Master.  The herbalist must spend 120 - (Rank x 10) hours in a herbal laboratory (although not necessarily all at one time) to perform the analysis. 

   If the Games Master's die roll is above the herbalist's success chance, the herbalist may be given partial information or erroneous information about the properties of the plant or herb in question, depending on the dice roll.   

[31.7]  A herbalist may create perfumes and dispense common remedies.

   The herbalist is able to create perfumes and market these substances at a profit.  The herbalist has a Base Chance of (PC + [MD x 2] + [Rank x 3]) % of successfully creating the perfume.  The character is able to create ¬ of an ounce of perfume, plus ¬ of an ounce per 5 points by which the roll succeeded under the chance of success.  The herbalist must spend (12 - Rank) (+1 per extra ¬ oz.) hours distilling the perfume.  It will cost the herbalist (100 + [Rank x 5]) Silver Pennies to distill each ¬ of an ounce of perfume

oils.   

   In addition to creating perfumes, the herbalist is able to dispense common folk remedies.  Some of these common folk remedies are easily found in the wild or can be grown by the herbalist if the raw source of the plant or herb is available.  An example of this sort of herbalism would be the chewing of a herb that cures aching muscle spasms.  The herbalist can charge a fee for these common remedies, usually no more than (Rankx50) Silver Pennies, but the usual fee might be barter or some such. 

[31.8] The herbalist can learn to create herbal compounds for a variety of purposes. 

   The herbalist is able to create herbal compounds that serve a variety of purposes.  This is covered under Basic Herbalism, but there is also Advanced Herbalism that a character with this skill learns upon reaching Rank 7.  By their very nature, herbal compounds serve a variety of purposes from relieving the symptoms of a headache to curing the affliction of minor chills and fevers due to a cold.   

   The herbalist has a Base Chance of creating the herbal compound equal to ([MD x 2] + [Rank x 7]) %; this success chance is modified by between -5% to -40%, depending on whether the herbalist is familiar with the compound desired and whether the herbalist has ready access to the ingredients required for the compound.  The herbalist requires some 60 - (Rankx6) hours to create the herbal compound, but this can be increased by a variable amount according to the Rank of the herbalist and the type of compound being made up.  The herbalist must pay (50 + [Cost of the Required Herbs] + [Rank x 20]) Silver Pennies to create the herbal compounds in question. 

   The Games Master must create a list of basic and advanced herbal compounds for the player characters to use when they play herbalist characters.  These may be for such things as sleeping draughts, headache remedies, and the like.  Advanced herbal compounds are more complex, and serve different kinds of effects and purposes, such as the enhancement of the senses, sleeping potions, and so forth. 

[31.9] A herbalist can create unguents, salves, and other such herbal remedies to cure infections, wounds, and disease as well as to formulate pain killers. 

   The herbalist can use a variety of different plants and herbs to cure a variety of different ailments and diseases.  The Base Chance of successfully making a mixture of plants and herbs for this purpose is equal to (10 + [Rank x 9]) %.  The herbalist requires 180 - (Rank x 10) minutes to create such a mixture of herbs.  The Base Chance that the plant will do the job that it's supposed to is equal to (100 - Potency Loss of all ingredients) %.  Note that some plants and herbs are more efficacious at what they do, and will have a much more likely success rate. 

   The herbalist is able to use a variety of plants and herbs to cure wounds, and alleviate infections.  The Base Chance of success is ([MD x 3] + [Rank x 5]) %.     The herbalist must spend an amount of time equal to 300 - (Rank x 15) minutes mixing and preparing the herbs.

   The herbal remedies for curing wounds and alleviating infections will require (12 - Rank) hours to take effect, and will cure wounds equal to (D10 + [Rank-5]) Damage points.  Whether a remedy will

also cure damage caused by infections is a matter that left to the discretion of the Games Master.  Note that some herbal remedies will only affect Fatigue or Endurance, although several are good for use on both at the same time. 

[31.10]  A herbalist can prepare therapeutic and recreational drugs.

   While it is true that many inhabitants of the DragonQuest world use recreational drugs, it is equally true that some cultures use drugs such as opium and marijuana as natural painkillers.  The herbalist is able to formulate concoctions that have some of the properties of these natural drugs, and can also create several artificial, blended herbal concoctions that simulate these effects. 

   The herbalist has a Base Chance equal to (PC + [MD x 2] + [Rank x 3]) % of successfully creating such a herbal therapeutic or recreational drug.  It requires approximately 30 - (Rankx3) days to create such a concoction.  The herbalist must pay a sum of (100 + [Cost of required herbs] + [Rank x 10]) Silver Pennies to create one dose (approximately 3 drams) of the drug in question.  The herbalist can sell this drug for up to 100 times the cost of its creation.   

   It should also be noted that the therapeutic and recreational drugs can also be toxic.  If the drug does not have a given Kill Chance listed with it, the drug will have an automatic Kill Chance of (100 – [Rank x 10]) % in the event that it could be a lethal substance if used unwisely.  The Games Master must create a list of therapeutic and recreational drugs for use in the game world, as appropriate. 

[31.11] The herbalist may brew and distill poisons and may create poison antidotes. 

   A character with herbalist skill is able to brew and distill poisons from a variety of natural sources.  In addition, the herbalist is able to create herbal remedies for a variety of poisons.  Both the poisons and antidotes created by a herbalist will be of a natural variety (as detailed in the Alchemist skill) and will either be classed as a Nerve Agent or a Blood Agent (also as described there).  In some cases, it is possible that a poison antidote may serve to act against a venom that is magical in nature, but this is only possible if the herb in question can be used for this purpose. 

   The herbalist will have a Base Chance of ([MD x 2] + [Rank x 5]) % of brewing a poison, although this will be partially based on the herb's Potency Loss (see the specifics on this in Arcane Wisdom, Section 94).  The herbalist requires some (20 - Rank) hours to brew or distill a poison.  The process of brewing a poison will cost the herbalist a sum of 700 - (Rank x 60) Silver Pennies for this purpose.  Any poison that is created by a herbalist will have a Kill Chance equal to (herb Kill Chance + [Herbalist Rank x 3]) %; if the herbalist poison does not kill the target or is not formulated to cause death, it will do (D10/2 + Rank) points of damage to the target. 

   The poison antidotes that a herbalist can create have a Base Chance of success equal to the same value for creating a poison.  The herbalist requires a period of time equal to (25 - Rank) hours to create the antidote, and will cost the herbalist a sum of 700 - (Rank x 60) Silver Pennies for this purpose; certain rare ingredients may increase the cost of any poison antidote.  The poison antidote will relieve the poison's symptoms in (12 -Rank) hours, will effect a cure of the symptoms (if such is possible), and will cure (D10 + Rank) points of damage per time increment as decided upon by the Games Master.  See the Alchemist Skill for more details.

[31.12] The herbalist who achieves sufficiently high Rank in this skill is able to create elixirs. 

   Once the herbalist has reached Rank 10 in this skill, he is capable of creating elixirs.  While not as potent as the potions manufactured by an Alchemist, the elixirs created by a herbalist are just as efficacious but have somewhat watered-down effects when compared to the potions created by an Alchemist.  By their very nature, elixirs use the natural or magical abilities inherent in certain plants and herbs to duplicate the effects that the plant has.  It is possible for a herbalist to combine his efforts with a Mage or a Healer to produce elixirs that are similar to those created by Mages and Healers in concert with an Alchemist. 

   The Base Chance to create one dose of an elixir is equal to ([Herbalist Rank x 8] + [Other Rank x 2]) %.  An elixir will take a period of (13 - Rank) days of work to create, although the person helping the herbalist to do so must be present for the entire period of time that it takes to create the elixir.  The cost to

manufacture the elixir is given under Alchemist skill, Section 50).

[31.13] A herbalist does not have to pay any set yearly fees for the maintenance of his herbalist skill. 

   It should be noted that the herbalist character does not have to pay a yearly fee for his skill expertise.  As a general rule, the character must pay maintenance for his herbal workshop (once she has reached Rank 4), and must pay for the privilege of renting a workshop and space for use in creating herbal remedies and the

like.  Naturally, a herbalist is required to pay a fee for the various herbs and plants that she requires, but this may be avoided by owing (and paying maintenance fees on a garden/greenhouse or by picking one's herbs in the wild.  See Section 55.5 for more details on this aspect of the skill. 

Designer’s Notes: Because an herbalist’s surroundings may comprise more than one particular environment, he is not restricted to one particular environ the way rangers are.  This is because an herbalist’s knowledge is scholastic rather than direct.  The boundaries on this region will be subject to the GM’s judgement. To use North America as an example, there are probably only 15-20 environmental regions as they would be classified under the herbalist skill.
32. Hunter

   A character who does not know how to hunt for food may starve if forced to live off the land - a shortfall in rations is potentially catastrophic. 

   While a random encounter may turn up something edible, who would want to hunt for food in an environment where the only game consists of creatures formidable enough to put on an encounter chart?  Mammoth-hunting might have been a way for some early humans to make a living, but many more of them made an even better dying at it.

The Hunting skill is the ability to locate and dispatch from this mortal coil various small, lovable, furry animals who are tasty, as well as to locate edible plants and reasonably fresh water.

[32.1] A character must possess an Agility of at least 15 in order to choose the hunter skill. 

   A character must have a good physical speed and sense of feel for the woods environment or other environment of specialty, and thus must have a good Agility.  In addition, the Hunter must have skill with at least one weapon at Rank 2 or better in order to choose to take the hunter skill. 

[32.2] A character with hunter skill must be able to use at least one type of missile weapon before he can progress past Rank 3 in this skill. 

   The character with hunter skill must be able to use a missile weapon in order to progress past Rank 3 in this skill.  Additionally, the hunter must be able to use this missile weapon at Rank 4 or better before he can progress past Rank 6 in the hunter skill.  If the weapon in question is a spear thrower or blowgun, the character must achieve Rank 8 with it before he can progress past Rank 6 in the hunter skill. 

[32.3] When a character takes the hunter skill, he must choose an area of specialty for himself in one type of terrain. 

   Once a character takes the hunter skill, he must choose a terrain or environment of specialty once he achieves Rank 1 in the hunter skill.  This area of specialty is done in a manner similar to that of Ranger skill, with the exception noted above.  Once the hunter

achieves Rank 8 in the hunter skill, he may choose a second terrain specialty.  He may not choose the first specialty a second time. 

   The hunter develops a deeper knowledge and understanding of the type of terrain surrounding his home and the terrain chosen as his specialty area.  The hunter receives a bonus of (Rank x 2) % to all hunter skills used if the character is in the terrain of his specialty.  This bonus applies to all skills, and is cumulative with other applicable bonuses. 

   Every three months that a hunter spends in his home terrain practicing his craft, the hunter adds one (1) mile to the home area radius to a maximum of his (Rank) miles.  Note that this practice of hunter skill requires the expenditure of 220 Experience Points,

but the hunter character may use the Experience Points gained through practice for this purpose (see DragonQuest, Section 86.4 for more details). 

   A character with hunter skill adds (Rank x 2) % to his Stealth skill when he is in the environment of his specialty. 

   A character with hunter skill increases his chance of remaining undetected in setting an ambush by (Rank x 3) % when in his home terrain. 

[32.4]  A character must hunt alone and for a number of hours a day to catch small game.

   A character may attempt to hunt each day.  A hunter is assumed to operate independently (small game is frightened away by large parties), and so encountered creatures may ambush individual hunters rather than the main party, there being an even chance for each "detachment", including the main body, to be the target of a random encounter.

   The hunter spends a certain number of hours each day hunting.  The party is slowed to that extent, as food cannot be brought back to camp if the hunter does not know where the camp is.  It is possible to spend "zero" hours hunting and still catch something; this represents making the best traveling time possible while still taking advantage of potential targets along the way.  It will often involve some additional cost in lost missiles.

[32.5] A successful hunt will result in a variable amount of usable food.

   The success of a hunt is determined at the end of the day.  The Base Chance for hunting is (Perception + [5 x Rank] + [Rank in Ranger]).  The bonus due to the ranger skill is doubled if the ranger is hunting in the type of terrain in which he has specialized.  The Base Chance is modified by other conditions:

Condition


                   Modifier

Armed with a missile weapon or net      Rank with weapon

In desert (or other waste)


-20

In forest/swamp (or other life-dense)

+10

Per hour of hunting



+2

   To determine how much food was gained, divide the hunter's percentile roll by 10.  The result, rounded up to the nearest whole number, is the number of person-ration-days obtained in the day's hunting efforts.  Special and critical successes have no effect on the result of a hunting roll.  Fresh food can be kept for up to three days before it becomes inedible. 

The number of party members this food will feed is a function, to some extent, of who and what those members are.  A giant consumes three human-sized rations per day, and even the smallest of the humanoids in the group consumes at least one ration a day.

[32.6] Hunting large animals is usually a group activity.

The hunting of animals such as deer, boar and bear should be handled using the combat rules (see V.) rather than the rules in this section.

[32.7] A hunter has the ability to identify plants within the limits of his field of expertise. 

   The character with hunting skill has the ability to identify plants and edible forage as part of this skill, although it is important to note that the hunter character does not have the expertise of a Ranger or Herbalist in this field.  The character has a success

percentage equal to [(PC x 2) + (Rank x 3)]% of being able to identify plants and edible substances.  The character is also able to use this skill to determine some of the properties of the substance in question, but strictly as part of the hunting skill, and does not

allow the character to identify herbs and plants with magical properties. 

   The hunter's chance of identifying the plants and edible forage is based upon how common the plant/edible herb is.  If the plant is common, the success chance is increased by +10%; if the plant is

uncommon, this chance is not modified; if the plant is rare, the chance is reduced by -10%; and if the plant is extremely rare, the chance is reduced by -30%.  The properties of the plant or substance can also modify the success percentage, at the discretion of the Games Master. 

[32.8] A hunter is familiar with a variety of animals and has some knowledge about the various animals that he hunts. 

   The character with hunting skill has the ability to identify animals in the wilds, and to have some degree of familiarity with and knowledge of the habits, customs, and natural habitats of the animals.  This applies in the case of both game and non-game

animals.  When dealing with game animals, the Base Chance of success is [(PC x 3) + (Rank x 5)] %.  When the hunter is dealing with non-game animals, the Base Chance is equal to [(PC x 2) + (Rank x 3)] %.

The character will be familiar with the various properties of the animal concerned, as well as having a knowledge of the uses to which the animal parts can be put.  In addition, the character will have an idea of what sort of habits and customs the animal tends to

have, the natural habitat of the animal, and the most likely reason

for the animal's (re)actions at a given time. 

   It should be noted that the character will only be able to use this skill when dealing with animals and creatures that are normal in their manner and are not magical in any way at all.  The character will have a success percentage of [PC + (Rankx2)]% of being able to utilize this skill when dealing with animals or creatures that are magical in nature.  Some other skills, such as the Fantastical Beast Lore secondary skill (or its derivative), will act as complementary skills in this endeavour. 

[32.9] A hunter is able to hunt and fish for game animals and provide their meat for the sustenance of others. 

   The character with hunter skill is able to use his ability to find and hunt down animals for their meat and other sustenance value and to fish in lakes and streams for edible fish and seafood.  The character must hunt for a minimum of (Hunter Rank) hours, and must hunt within an area of (Hunter Rank) miles of the camp that the characters have established.  If more than one hunter is searching to find prey in the same area, the hunter must expand the search range by [(Hunter Rank x 2) + (Number of Hunters)] miles, and the time for hunting by (Hunter Rank + Number of Hunters) hours. 

   The hunter will have a Base Chance of success equal to ([PC x 2] + [Rank x 4]) % of successfully hunting down a kill.  This chance of success is modified by the following: 

    For every hour of hunting beyond the minimum required +2

    Per Rank with hunting weapon

                   +1

    Per Rank with a bow weapon                                     + (Rank x 2)

    Ranger Skill in correct terrain                                    + (Rank x 2)

    Ranger Skill in other terrain                                       + Rank

    Character is hunting by lake/river                                     +20

    If game is plentiful   


                              +15

    If game is found in normal amounts                                  +0

    If game is scarce                                            
                  -15

    If game is rare                                             
                  -30

    Per additional person to be fed by hunting                         -5

   If the character is successful at the hunting skill roll, he will have been able to find and kill game animals.  This could be a brace of rabbits (20 lbs. of food), a deer (small, 200 lbs.; medium, 400 lbs; large, 600 lbs.; very large, 800 lbs.), a game bird (8 to 12 lbs.), or some other animal that the character chased down. 

[32.10] Humanoids also require water to survive.

   Finding water is easier than finding food, for several reasons.  Water does not hide, sources of water are much larger than the typical game animal and one source will suffice for the whole party to slake its thirst.  Searching for water occurs during the same time as normal hunting and has the same Base Chance.  For the effects of varying conditions on the chance of finding water, use the modifiers below:

        Condition


                   Modifier

        Per hour of hunting


+ 2

        Mapped source of water in area

+60

        Forest




+30

        Desert



 
-30

        Swamp



 
-10

   The resulting number is the percentage chance of finding a water source during the day.

   If the character is successful at the hunting skill roll, he will have been able to forage for a supply of food and to find water.  This could be a small bunch of herbs, a large clump of berries, a small pool of water that is relatively clean, and the like.  The Games Master should use a modicum of discretion in this matter. 

[32.11] A character with hunter skill is capable of using the snare and small traps, and can capture food and game animals through their use. 

   The character with hunter skill is able to use his knowledge to lay snares and small animal traps for the purpose of capturing game animals and the like.  The character will have a Base Chance of ([MD x 3] + [Rank x 5]) % of laying out snares and the like for the

purpose of capturing prey.  The snares must be laid out for a period of at least eight (8) hours of time, after which they can be checked.   

   The minimum area of spread for the character's snares and/or traps is (Rank x 30) feet, and the character may only lay a maximum of (Rank x 3) snares or traps at one time.  The hunter must lay out the traps and snares, and this process will require (60 – [Rank x 5]) minutes to do.  The greater the character rolls under the success chance of the skill, the more likely the character is to have caught some edible game in the trap.  This could include rabbits, small squirrels, and the like.  The larger the animal trap used, the bigger the animal that could be trapped. 

[32.12] The hunter is an individual who is skilled in the ability to track animals and game animals of all sorts through certain types of terrain. 

   The character with hunting skill is trained to be able to spot the tracks of game animals and other beasts, but may only track animals through terrain that will show traces of the animals' passage.  The character has a success chance of ([PC x 2] + [Rank x 5]) % of tracking the animal or beast in question.  If the beast did not attempt to conceal its trail, this chance is doubled; if the tracks have been covered or somehow concealed, this chance is decreased by four times the hunter or Ranger Rank of the creature or beast.  If the character is attempting to hunt a person or other character with any form of intelligence, the character reduces the success chance by -10% to -30%, depending on the creature or being.  This is independent of the reduction due to hunter or Ranger skills the target might have, since the hunter skill version of tracking is meant to be used against animals, not against men and other creatures that have intelligence. 

   It should be noted that the character cannot track the animal or creature with the passage of time, and may only follow tracks that are no older than ([Rank Squared] + 2) days old. 

[32.13] The character with hunting skill is skilled at the skinning and preservation of hunted game and forage, and can preserve skins for various uses and market purposes. 

   The character with hunter skill has the ability to skin an animal and make use of all its various body parts for whatever purposes are desired.  The character has a Base Chance of ([MD x 2] +

[Rank x 5]) % of successfully skinning an animal in the proper fashion without damaging the skin in any way to lower its market value.  If the character's roll is a critical success, the skin is perfect and can be marketed for a 10% to 25% mark-up in value and cost.  The character has a chance of having an accident when skinning the animal equal to [30 - ((Rankx2) + MD)]%.  If the character has an accident, he will take an amount of damage equal to +1 to +5, depending on the nature of the item being used to skin the animal. 

   A character with hunting skill is also skilled at the use of various preservative techniques for keeping food fresh and edible during the course of long periods of time.  The character's knowledge and familiarity pertains to salting, smoking, pickling, and other techniques of food preparation and preservation.  It should be noted that fresh food can be kept for up to three days before it becomes inedible.  The character has a Base Chance of ([PC x 3] + [Rank x 3]) % to successfully preserve up to 40 pounds (lbs.) of food, +25 pounds (lbs.) per Rank.  In order to preserve the food in the manner desired, the character must have approximately 10 pounds (lbs.) of preservatives per 100 pounds (lbs.) of food that is to be preserved.  Certain preservative techniques, such as smoking, do not require this material although if a special taste is desired, special herbs and/or spices might be required.  The character must take (12 - Rank) hours to preserve the food and package it properly.  If the character fails the preservation roll, the food will be useless and spoil relatively quickly. 

[32.14] A character with hunter skill expends less Experience Points for the skill if he possesses Ranger skill. 

   If the character has a higher Rank with Ranger skill than he does with hunter skill, the character expends one-half the necessary Experience Points to progress Ranks in hunter skill, provided that the terrain of specialty is the same for both skills. 

[32.15] The hunter must spend a sum of (100 + [100 x Rank]) Silver Pennies per year to purchase and repair his hunting weapons and equipment, and to upgrade his knowledge of hunting techniques. 

   A Hunter who does not spend the above amount of money operates as if he were two Ranks less proficient.  If the Rank of the Hunter is reduced to a negative number, the skill is permanently lost and must be relearned as if new once more.

Designer’s Notes: While there is a fair amount of overlap with Ranger, Hunter is a separate skill, and should be viewed as a complimentary skill, much like Spy and Thief.
33. Inquisitor

   An inquisitor is a religious investigator determined to preserve the purity of his faith against the threat of magic and heresy.  To qualify as an inquisitor the character must possess the fanatical [deity] disadvantage.
[33.1] Inquisitors because of their zealous faith add 1% per Rank to their magical resistance.

[33.2] Inquisitors may investigate the faithful.

   After interviewing a person for 11 – Rank hours an inquisitor has a ([60 + 4 per Rank] – [10% per Philosopher’s Rank of interviewee])% chance to determine if the person being interviewed is orthodox in their faith or not.  Such a determination requires that the person discuss their faith with the interrogator.  The being may merely choose not to answer any question put by an Inquisitor in which case this ability will produce no information.

[33.3] An Inquisitor may gain a confession from a victim through torture.

   The Inquisitor must torture his victim for a period equal to ([Victim’s WP] ÷ [Inquisitor’s Rank]) hours to try to gain an admission of the victim’s heresy or involvement in magic. The Inquisitor’s chance of forcing the victim to reveal his secret is ([10  Inquisitor’s Rank] ‑ [4  Victim’s WP]) %. If the GM’s roll on percentile dice is equal to or less than the success percentage, the Inquisitor gains the exact information he requires.

   If the Inquisitor fails to gain the desired information, he may try another torture attempt. A victim can withstand a number of torture attempts equal to one‑fifth his Endurance (round down) before he dies.

   If the information an Inquisitor seeks is not of great importance to the victim, the GM should decrease the time required to gain it and increase the Inquisitor’s success chance appropriately.

[33.4] Inquisitors may convert unbelievers.

   If an inquisitor spends five minutes talking to an individual whom they have tortured the individual must roll under ([4 x WP] – [5% per Rank of the inquisitor]) or the character will convert. Such conversions are permanent unless reversed later by another inquisitor or by psychic surgery from a telepath. 

[33.5] An Inquisitor may stir up a number of believers against any band of heretics or magic users he has found.

   A number of believers equal to 10 + (5 x Rank) can be sent on a crusade if they fail to roll under 2 x their WP.  Crusading faithful go into battle fearlessly against the selected foe, and benefit from resist pain, and add +10% to all Base Chances involving combat for a number of days equal to the inquisitor’s WP.  This ability may only be used again after the first group raised by the inquisitor has dissipated or been killed.

[33.6] An Inquisitor may excommunicate anyone proven to be a heretic or magic user.

   An inquisitor has a Base Chance equal to (20 + [5 x Rank] – [4 x Piety]) % of successfully excommunicating a heretic or magic user.

   Any excommunicated being loses all their special abilities if they are a Priest, Monastic or Paladin.  In addition anyone excommunicated will permanently suffer the following penalties:

1. Be unable to be resurrected by a Healer.

2. Lose all Faith Points.

3. Suffer a penalty of -2 x Rank of Inquisitor to any Piety roll attempted by the excommunicated character.

[33.7] An Inquisitor increases his chance to use the Gather Information skill by 2% per Rank he has achieved.

[33.8] An Inquisitor must give 50% of all monies earned to his church.  Failure to do so will result in the loss of all his abilities and the need to confess his sin and go on a quest to atone.

34. Kenjutsu

   Kenjutsu is the sword art of the warriors of the east, and is usable only with the following swords: Katana, Wakizashi, No-Daichi, and Ninjato. 

   It is not possible to add both Warrior and Kenjutsu bonuses at the same time, but where bonuses from both skills would apply the character gains the benefit of the greater. 

[34.1] The Student gains a bonus to their engaged initiative whilst they have an appropriate sword prepared of 1 (+1/Rank).

[34.2] The Student's Base Chance with an appropriate sword is increased by 1% (+1/Rank).

[34.3] The Student inflicts an extra point of damage at Ranks 5 & 10, and gains a bonus of +1 at Ranks 4 & 8 to the Parry Calculation.

[34.4] The Student gains a bonus to their Defense whilst they have an appropriate sword prepared of 1% (+1/Rank). 

[34.5] At Rank 4 the Student gains the ability to make a Piercing Thrust with their sword. The attack is made with a penalty of -25% (+2/Rank) and if successful does A class damage. In addition, if a Specific Grievous injury is achieved, roll 2D10 (rather than D100) to ascertain the exact injury.

[34.6] At Rank 8 the Student gains the ability to make a "reverse cut", an attack into any of their flank or rear hexes. The attack is made at -10% if made to a flank or rear-side hex, and at -20% if made directly to the rear. Reverse Cut may be used with a Piercing Thrust.

[34.7] Kenjutsu also contains 3 sub-skills each of which Ranks for both time and EP as Main-Gauche.

   The Student's effective Kenjutsu Rank may not be higher than the Rank they have with the swords being used, and they may have none of the sub-skills at higher Rank than they have Kenjutsu. 

a) Yadomejutsu                                                                       This sub-skill is the art of cutting missiles from the air. Whilst Evading, the Student is able to deflect missiles or thrown weapons with their sword or bare hands. The missiles must either be aimed at the Student, or aimed through the hex they occupy. The Base Chance is MD + Weapon Rank + 4/Rank of Yadomejutsu. If the roll is 15% of BC then the missile may be "cut" and broken. If the roll is 5% of BC then the missile may be caught. At Rank 4, 2 missiles may be deflected in a Pulse, at Rank 8, 3 missiles, and at Rank 10, 4 missiles. 

b) Iaijutsu                                                                                 The Lightning Draw sub-skill allows a Student to draw a sword and strike as a single action. This Melee Special Attack is made at -30% (+2/Rank), and the Student's dice roll is reduced by 1 per Rank, min. 0. This is not cumulative with the Assassin ability to cause Grievous Injuries, but may be used with a Piercing Thrust. 

c) Nito Kenjutsu                                                              This sub-skill is designed around the use of 2 swords, either the Daisho (Katana & Wakizashi), or 2 Katana or 2 Ninjato. The Student may attack with one of the swords and defend themselves with the other as though it were a main-gauche. The Student gains 1/2 of this "main-gauche" defense against attacks made from their flank or rear. At Rank 4, the Student learns the Okuden of Fire & Stone. The Student may make an attempt to Disarm using both swords (at the normal disarm penalties), but if successful the defending weapon must either be dropped or be broken. (Some magical weapons may not be broken in this manner but will in that case certainly be wrenched from their wielder's grasp). 

35. Knight

   Within the scope of the fantasy roleplaying game, knights have been an extremely popular choice for players to choose as their characters.

   A knight represents all the good, the romantic, and the chivalric from the history of mankind.  The DragonQuest fantasy RPG is no exception to the rule, and it is possible that a character may have the desire to play a knight during the campaign. 

   The knight is a superior horseman who has trained from a young age to be the elite warrior of the noble class.  This training begins at roughly the age of eight (8) years old, when the young noble is placed in the care of a landed knight as a page.  As a page, the

aspiring knight waits on his master at the dinner table and begins to learn genteel pursuits and the rudiments of such skills as riding, heraldry, and chess.  At the age of thirteen, the page becomes a squire and more intense weapons training begins.  During war, the squire will assist his liege as a retainer, helping him to arm and rescuing him if he falls in battle.  Between the ages of eighteen and twenty-one, the squire if worthy, is knighted by his liege and assumes the full duties of knighthood.  Some cultures require a quest for the young squire to prove his worth. 

   The foregoing describes the traditional path to knighthood.  However, it is true that sometimes worthy warriors are knighted on the battlefield or for other exceptional service to the king or a powerful noble.  Historically, this is the distinction between a

knight of the sword and one of the bath.  While the perfect knight is supposed to be chivalrous, giving his life for his Honour, in reality many fall short of the ideal.  Just because one has been trained in the Ways of Chivalry does not mean that the Chivalric Code will be adhered to.  Indeed, many are the black knights and robber barons who prey upon the land.  Even some unholy warriors have been trained as knight. 

[35.1] A character must be of a certain Social Status in order to become a knight and learn the skills pertaining to knighthood. 

    A beginning character must be of the Lesser or Greater Nobility (see DragonQuest Section 8.2) to purchase the knight skill.  Game Masters might extend this privilege to those of the Merchant Prince lineage as well.   

   Once play has begun, a character who wishes to become a knight and choose this skill must first be squire to a knight of at least Rank 1 to learn the skill and be able to achieve Rank 0.  Note that a character cannot study from a book or instruct himself in this skill.  This is an exception to section 48.2.   

   In order to progress to Rank 1, the character in question must quest after an accolade; once the accolade has been given or received, the character may expend the Experience Points to progress to Rank 1.   

   At Rank 0, the character is called a Squire.  A female knight is called a Dame.  

[35.2] A character who wishes to become a knight requires certain minimum characteristics. 

   A character who wishes to take the knight skill must have certain minimum characteristics.  The character must have a minimum Physical Strength of 16 and a minimum Endurance of 18. 

   If the character has not got the minimum requirements in characteristics, the character may still choose the knight skill, but must pay an additional 10% in Experience Points to progress Ranks.  If the character has a Physical Strength of 22 or better or

an Endurance of 24 or better, he pays three-quarters the Experience Points to progress Ranks.  The modifiers are cumulative. 

[35.3] A character who wishes to become a knight must adopt the chivalric or evil code of honour.

[35.4] A knight must possess the lance skill at a minimum of Rank 1 before he can progress past Rank 0 with this skill. 

   If the character does not possess the lance skill at Rank 1 or better, he may not progress to Rank 1 with the knight skill.   Knights must be full Rank in lance before advancing beyond Rank 5 as a Knight.
[35.5] A character with the knight skill may not progress past Rank 1 with the skill until such time as he is proficient with certain other skills. 

   If the character does not possess the horsemanship skill at Rank 2 or better, he may not progress to Rank 2 with the knight skill. 

   A character with the knight skill must possess skill with the broadsword, hand-and-a-half, longsword, flail, battleaxe or mace at Rank 1 or higher before he can progress as a knight past Rank 1. 

[35.6] A knight receives a bonus to making attacks with specific weapons that are peculiar to knights. 

   A character with the knight skill receives a bonus to any form of attacks made with weapons that are common to knights.  The character receives a bonus of  (Rank x 1)% to any attack made with the broadsword, longsword, hand-and-a- half, mace, flail, battleaxe or shield. 

[35.7] When using a lance the knight may topple his opponent.

   If the knight wins IV and attacks his target in a charge, the target must roll under 2 x PS + AG – damage (Total damage not just that which effects FT) of the charge to remain standing even if the hit does not stun the target.  If the target fails and falls he may not attack the knight during that pulse [unless possessing the instant stand ability] and must roll to maintain hand held items.
[35.8] A knight receives a bonus to his defense when wielding a shield. 

   A character with knight skill is skilled in being able to defend himself with a shield.  The knight receives a bonus of +2 per Rank to the Rank of his shield when he is using it for Defense only. 

[35.9] A knight's training conditions him to the wearing of armour. 

   A knight's training teaches him to offset the Agility loss penalty incurred when wearing armour.  The Agility loss penalty of wearing chainmail or any type of plate armour is reduced by -1 at Ranks 1-7 and by -2 at Ranks 8-10. 

[35.10] A knight receives a bonus to all actions involving horsemanship. 

   A character with knight skill is extremely familiar with horses, fighting from horseback, and the like.  The character receives a bonus of +2% per Rank for any action involving horsemanship (see 83.2) due to his skill. 

[35.11] A knight may insist on the right of trial by combat whenever he is charged with a crime.

   A character with the knight skill, when charged with a crime in his own culture, may insist on proving his innocence through combat.  The challenger [the character nominates the time & place the duel will occur & the one challenged nominates the weapons used.  If the one challenged is untrained in weapon use or is too young to be expected to endure combat then the being so challenged may nominate a champion of his choice.  

[35.12] A character with knight skill receives certain abilities as he progresses Ranks, due to his genteel nature and the chivalric behaviour that he displays.   

   A character with knight skill is chivalric and has learned all manner of genteel behaviors.  The character gains one of the following abilities at Rank 0, and receives one new ability at every 2 Ranks thereafter.  All of the abilities noted below can be

performed skillfully by the character. 

     1. Play a board game (chess, backgammon, etc.).

     2. Dance (especially court dances).

     3. Play a stringed instrument.

     4. Knowledge of courtly etiquette.

     5. Knowledge of judicial procedures and feudal law.

     6. Recognize heraldic symbols and devices.

     7. Estate and land management.

     8. Recite stories and legends.

     9. Sing or chant.

     10. Care for horses.

     11. Animal husbandry (especially horses).

     12. Play group games (blind man's bluff, capture the flag, etc.).

     13. Hunt with raptors (falconry).

     14. Knowledge of siege craft and fortifications.

   A knight may gain additional abilities from this list after achieving Rank 10 by the expenditure of 500 Experience Points per ability. 

[35.13] A knight must spend (650 + [150 x Rank]) Silver Pennies per year for finery and other marks of his class and station. 

   A knight who does not spend the above amount operates as if he were two Ranks less proficient.  If the Rank of a knight is reduced to a negative number, the use of the skill is temporarily lost. 

   The above amount does not include extraordinary aids, such as armour or weapons, but it does include clothing and money spent to maintain a wealthy appearance.   

36. Mage Hunter

   A Mage-Hunter is a highly trained warrior who can overcome hostile magic through martial discipline and indomitable willpower. Part of the power of the Mage-Hunter comes from ritual purity. A Mage-Hunter may never channel magical forces or use any magical item; this blank slate becomes his shield, severing his connection with the world of the supernatural. In addition to this defense, he learns a variety of offensive techniques that aid him when he is battling spell-using opponents. 

[36.1] The character cannot possess any sort of spell-casting ability. 

   Races or creatures with spell-like abilities (such as elves) cannot become Mage-Hunters. If the character ever acquires a level in a skill (like Troubadour) that grants spell ability, he loses the skills’ spell resistance and all Mage-Hunter special abilities. In order to become a Mage-Hunter, a character must receive instruction from an experienced Mage-Hunter. 

[36.2] In order for a character to become a Mage Hunter he must possess a WP of 20 or higher. 
[36.3] Mage Hunters add 2% per Rank to their magical resistance.
[36.4] The presence of a Mage Hunter increases the Fatigue cost of spells.

   If a mage is within 20 feet (+10 feet per Rank) of a mage hunter the mage must expend an extra 1 point of fatigue [+1 every 5 Ranks the Mage Hunter possesses] each time he casts a spell.
[36.5] A Mage Hunter is a disrupting influence.

   Any mage immediately adjacent to a mage hunter must make a concentration check to cast a spell.  For each Rank of the mage hunter 2% is subtracted from the mage’s concentration check.
[36.6] The presence of a Mage Hunter increases the severity of any backfire from failed spells.

   Any mage within 20 feet (+10 feet per Rank) of a mage hunter has 4 x the Rank of the mage hunter added to his roll to determine backfire. 

37. Magician

   By its very nature, the concept of magic in the world of DragonQuest is very much monastic in structure and style, as evidenced by the nature of the Colleges of Magic in the game.  Yet there are those whose lives never really fit the College of Magic structure for one reason or another; perhaps the character was found not to have the mental perseverance or the inner strength to master the true nature of magic, or perhaps the character was found to be a wild talent (one who could never master true College magic). 

   Whatever the case, the magician in DragonQuest is a jack-of-all-trades in the field of magic.  As such, he has a much greater variety of spells than the average Adept, but he can never achieve the true power and sheer magnitude of spells that an Adept of one of the Colleges can.   

[37.1] A character who wishes to choose Magician skill must meet the minimum with certain Characteristics. 

   A character who wishes to be a magician must have certain perceptual abilities as it relates to magic.  A character who wishes to take the magician skill must have a Magical Aptitude of at least 15 or better, and must have a Willpower of 13 or better.

   If the character's Magical Aptitude and/or Willpower are below these values, he may not take the magician skill.  If the character has a higher Magical Aptitude or Willpower, he does not receive any benefits or deficits (see 58.2 below).  After all, he's not a true Mage. 

   By nature, the character is considered to be Neutral in attitude to all the Colleges of Magic, and he will never be accepted into any of the Colleges at all. 

[37.2] A character who takes the magician skill is subject to all of the restrictions of any other caster of magic.   

   A character who takes the magician skill is subject to all the restrictions imposed on Adepts.  These restrictions are covered in DragonQuest, Section VI. 

[37.3] A magician may never achieve a Rank above 5 with any talent, spell, or ritual that he chooses. 

   Because a magician is not a true spellcaster, the character will be unable to achieve higher than Rank 5 with any talent, spell, or ritual that he learns, with the exception of the Detect Aura talent (see below); this talent may be raised to Rank 20 in the normal

fashion. 

   The character may never know more talents, spells or rituals (other than the Detect Aura talent) than are indicated by his Magical Aptitude characteristic (see DragonQuest, 34.6). 

   Furthermore, the character may not take any talents, spells, or rituals specific to the Colleges of Faerie Magics, Image Magics, Shamanistic Magics, Shaping Magics, Time Magics, Transformation Magics, White Magics, or Witchcraft without the

permission of the Games Master. 

[37.4] A character with the magician skill gains a bonus to his use of minor magics. 

   While the character is not a true Adept of any College, he does gain a certain proficiency with the use of minor magics (see DragonQuest 4.2).  The character increases his Cast Chance of minor magics by + (Rank x 3) %. 

[37.5] A character with the magician skill is adept at the use of sleight-of-hand. 

   A character with magician skill is adept at the use of

sleight-of-hand or prestidigitation.  This sleight-of-hand can be as simple as the shell game, more complex, such as card tricks and optical illusions, or highly complex, as in the use of the "sawing the woman in half" trick.   

   The character has a Base Chance equal to [MD + (WP x 2) + (Rank x 5) - (Target's Perception)] % of using sleight-of-hand and prestidigitation to fool people into thinking something has happened which hasn't or vice versa.  As a general rule, the character tends to prepare to do the sleight-of-hand trick, since these are very infrequently done as spur of the moment creations,

illusions, and events. 

[37.5] A magician gains several basic rituals and spells when he achieves Rank 1. 

   When a magician character achieves Rank 0, he is able to use the four basic rituals of magic (that is, the Ritual Spells of Preparation, Purification, Investment, and Warding; see DragonQuest, section 32).  In the case of the rituals, except for the Preparation one, the character has Rank 0 in them. 

   In addition, the magician is able to learn one General Knowledge counterspell of any one College.  This counterspell is treated as a Rank 1 ability at this time. 

   All of this learned knowledge may be increased in Rank through normal Experience Point costs, but see 58.3 above. 

[37.6] When the magician achieves Rank 1, he gains the a talent magic spell. 

   When the magician achieves Rank 1, he gains the Detect Aura Talent as per the College of Naming Incantations (T-1, pg.  43).  The character begins with this ability at Rank 1. 

   Note that this is the only true spell ability that the magician can increase beyond Rank 5.  He may progress to Rank 20 with this ability. 

[37.7]  A magician gains additional spells as he increases in Rank.

    As a magician increases in Rank above 0, he gains one General Knowledge spell or one General or Special Knowledge counterspell of his choice from any of the Colleges (but see the limitations noted above).  The magician may not learn additional rituals in this manner.  If the magician is Rank 6 or higher, he may instead choose a Special Knowledge spell of any College he wishes, subject to the following restrictions. 

   1.  The magician may never possess more Special Knowledge spells (including counterspells) than General Knowledge spells. 

   2.  The magician may never learn Special Knowledge spells of a College which is aligned opposite to any from which he has already learned Special Knowledge spells; this primarily involves the Elemental Colleges. 

   These additional spells can be increased in Rank through the normal Experience Point expenditure costs, but can never be increased beyond Rank 5.  See DragonQuest, Section 87.4. 

[37.8] A magician must spend [100 + (100 x Rank)] Silver Pennies per year on miscellaneous material components for spell research. 

   If the magician fails to pay this yearly cost, the character's Rank with all spells is reduced by two, until the fee is paid.  If the magician acquires new spells (increases his own Rank), he will have to learn the new spells normally (taking a number of weeks equal to the ordinal number of the spell) instead of getting them automatically.  

[37.9] Each additional Rank beyond Rank 10 in Magician costs an additional 1500 Experience Points.

38. Martial Artist

   A Martial Artist is a master of self-defense and the use of the body as a weapon.  This skill is restricted to humans, elves and half-elves and is a prime skill for the Monk profession.  The abilities and talents gained by a Martial Artist can border on the supernatural at higher levels, as the character draws incredible inner strength to aid him.

 [38.1] A character who wishes to take the martial artist skill must meet certain minimums in his Characteristics. 

   If a character has an agility, manual dexterity, physical strength or willpower (or all four) of less than 15.  Then the experience cost to progress Ranks is increased by 10%. (+10% after the first characteristic). If the character’s agility or willpower is greater than 22, then his cost to progress Ranks is decreased by 10% (or 20% if both over 22). 

[38.2] A character with the Martial Artist skill faces a restriction if he wishes to advance beyond Rank 2.

   A character can not go beyond Rank 2 in Martial Artist unless his Unarmed Combat skill is Rank 2 or higher. After Rank 2 the Martial artist must maintain his Unarmed Combat Rank at no more than 1 Rank lower than his Rank in Martial Artist.

[38.3] A Martial Artists defensive use of his skill is affected by his armour.

A Martial Artist's Defence goes up 2 percent per Rank when he is wearing leather armour (or equivalent in weight or less) or no armour. This is for armed AND unarmed combat. BUT, a character in chain armour (or equivalent) only gets a bonus of 1 percent per Rank to his Defence. Also, a character in plate armour (or equivalent) only gets 1/2 percent per Rank added to his Defence.
[38.4] A Martial Artist may use his skill to trip an opponent.

[38.5] A Martial Artist increases his chance of performing an action involving stealth by 1% per Rank he has achieved.

[38.5] A Martial Artist may increase his chance to restrain an opponent by 4% per Rank.

[38.7] A Martial Artist increases his strike chance in Unarmed Combat by +2% per Rank.

[38.6] A Martial Artist causes his target increased damage when attacking in Melee Combat.

   A Martial Artist does 1 point of extra damage in unarmed combat per 4 Ranks (with the Martial Artist skill).  If the Martial Artist is using a Tonfa, Nekoda or Cestus the extra damage may also be added to these weapons.

[38.7] A Martial Artist may add his Rank to his chance to successfully knockout an opponent.

   A Martial Artist adds 2% per Rank (in Martial Artist skill) to his chance to knock an opponent unconscious, but ONLY in unarmed combat AND only if the opponent is wearing leather armour or no armour. If the opponent is in chain armour (or equivalent) the Martial Artist adds 1% per MA Rank to his chance to knock an opponent unconscious. If the opponent is in plate armour (or equivalent) the Martial Artist adds 1/2% per MA Rank to his chance to knock an opponent unconscious.

[38.8] A Martial Artist may increase his chance to stun an opponent.

A Martial Artist adds 1/2 point per Rank (in Martial Artist skill) onto his one-third Endurance for stunning purposes, BUT only against class B and C weapons. In other words, normally a character is stunned when he is hit for damage equal to or higher than one-third of his Endurance. This rule would add 1/2 point per Martial Artist Rank onto that one-third. Here's the reasoning behind this: Martial Artists spend a lot of time doing breathing and toning exercises. The purpose for this is to strengthen up the muscles so when those muscles are hit, they won't take as much damage.

[38.9] A Martial Artist may increase the number of attacks he may undertake per Pulse.

   A Martial Artist gets 1 extra attack per 5 Ranks (with the Martial Artist skill) in unarmed combat.  I repeat, this is ONLY for unarmed combat. Also, at Rank 10 when the Martial Artist would have three attacks, the Martial Artist can instead chose to attack once, then evade.

   NOTE: Martial Artists with high Agility do NOT get to compound their extra attacks under this rule with their extra actions for having a high AG. In other words (for example), a high Ranking Martial Artist Elf with an AG of 28 does NOT get to make 4 or 5 unarmed attacks per round plus other actions. This Elf might get multiple actions, but he or she must decide at the beginning of the specific combat round whether he or she is following this Martial Artist rule or the high AG rules. If there are any problems, the GM has the final say.

[38.10] A Martial Artist may throw his opponent.

A Throw requires two free hands (only allowed weapons are Cesti or Nekode, which allow free use of hands). A Throw will place a target 180 degrees opposite of the hex it started in, at a range of 1 hex + 1 foot per +5 points over 15 of PS possessed, and 1 foot per 3 points of TMR used by an advancing figure. Damage is equal to D10+(1 per foot thrown after the first hex).  Any figure the target impacts on takes half this damage. Target must make 2 x current Fatigue or be Stunned (with no loss of EN necessary) as in 19. A roll of 10 x Rank in Martial Arts may be substituted for FT check.

[38.11] A Martial Artist has the option of learning Special Manoeuvers at additional Experience Point cost.

   These are special knowledge abilities and become available to a character when he has attained Rank 5 in both Unarmed Combat and Martial Artist.  The Martial Artist may continue to learn new special manoeuvers as he increases his Rank in both skills.

a) All-around Attack:- Attacks from the Rear (or Flank, if applicable) hex of the Martial Artist are not automatically allowed to proceed before all other engaged actions. Instead, the Martial Artist may choose to attack a single opponent behind him, calculating the Martial Artist’s IV with a -5 penalty. If the Martial Artist has the highest IV against his Rear opponent(s), he may act first to attack an opponent behind him with a -20 penalty to the Strike Chance (counted as a Combat Modifier -- see Compensatory Training, below, under the Weapons Master section). [7, 300]

b) All-around Defence:- Any Melee Combat Modifiers opponents receive against the attacking martial artist are halved, provided the martial artist is aware of the opponent’s presence. [7, 225]

c) Arm-Lock:- Treat as a restrain except the Martial Artist remains standing and may attack the following Pulse with his feet. [4, 000]

d) Back Kick:- Martial Artist may kick an opponent directly behind him without changing facing.  His strike chance and damage are unmodified. [3, 000]

e) Bearhug:- With this manoeuvre a Martial Artist may both restrain and inflict damage on an opponent simultaneously.  The strike chance is modified by subtracting –20% but the Martial Artist adds an extra +3 to damage per Pulse until the hold is broken. [8, 000]

f) Body Weaponry:- The martial artist is a master of focusing internal energy, capable of feats with unarmed attacks that are otherwise unable to be accomplished. Any grievous injury result is applied, regardless of type! This means that the martial artist is capable of severing heads and puncturing stomachs in addition to crushing skulls. In cases where the "weapon is dislodged" or "broken" (grievous injury table results 21-25 and 06-07), the martial artist must spend a Pass action removing his hand/foot from the poor sap’s body instead of suffering the result written. Unarmed attacks are still considered C class weapons, new grievous injury capabilities notwithstanding. [10, 120]

g) Body Throw:- The martial artist must successfully hit with two attacks, the martial artist then grabs his/her opponent and flips the opponent over the back, opponent drops anything held in hands, and must roll under 2 x EN + Current FT or be knocked unconscious. [7, 000]

h) Bone-Break Attack:- Takes two attacks and will do double damage, this attack will incapacitate an opponents limb for 8 hours.  EN or less will break arm or leg, if made against opponents head martial artist must - 20% and a successful hit will knock opponent out if the he/she does not roll under current EN.  Grievous will automatically break neck. [10, 000]

i) Cartwheel Attack:- Martial Artist is able to attack up to three adjacent opponents with his feet as he cartwheels around.  Hand held items are dropped unless they roll under MD, and each is hit for +2 damage from hands & feet.  The Martial Artist must attack each opponent once with normal percentage for hands & feet. [8,500] 

j) Choke Hold:- The Martial Artist may attempt to strangle his opponent.  This manoeuvre functions as a garotte but damage is as per the Martial Artist skill. [3,000]

k) Circle Kick:- The Martial Artist builds up speed and momentum by by spinning in a circle before he kicks out [counts as two attacks].  This adds +1 to his damage and opponent must roll under 3 x AG or fall down and drop whatever he is holding if he fails to roll under 2 x MD.  If unsuccessful the Martial Artist loses his next attack as he recovers his balance. [8,500] 

l) Combat Awareness:- Martial artists may attempt to repulse attempts to go in Close that originate from a rear hex, with a -2 penalty to the roll (an exception to [13.6]). [5, 250]

m) Dim Mak:- The legendary Dim Mak technique is nearly impossible to learn and feared when it is utilized. The technique utilizes the internal power of the martial artist to disrupt the internal energies of the opponent struck to the point where the opponent dies. To attempt this strike, the martial artist expends 6 FT, whereupon he makes a single, ordinary unmodified unarmed combat attack. If the Strike Check is 15% or less than the Modified Strike Chance, and the resulting damage is at least a single effective point, then the target must roll (3 x [WP of target – WP of attacker] + 10) or less, or die. This is only effective on humanoid opponents. Please consider carefully whether or not to allow this technique into your game. [10, 800]

n) Double Fist/Kick:- The Martial Artist uses both fists to attack a single opponent.  The manouvre does damage for both blows but has only one strike chance and counts as a single attack. [8, 500]  

o) Eagle Claw:- This manoeuvre adds +1% per Rank to the breakage of a weapon being used by the Martial Artist’s opponent. [6,000]

p) Escape:- Martial Artists trained in the arts of escape are able to wriggle their way from holds with ease. Their limbs are amazingly limber, and the Artist is quite adept at moving all joints in unnatural ways. This skill modifies attempts to escape from Close Combat (as per [13.7]), as well as avoid Restraining attempts (as per [16.5]). When escaping from Close Combat, the martial artist may add (3 x Unarmed Rank) to the die roll, rather than PS. When avoiding Restraining attempts, the martial artist may subtract [4 x Rank + PS + AG] from their opponent’s Base Chance, rather than [PS + AG]. Finally, Escape Artists can escape from successful Restrains by making a die roll: (Unarmed Rank – Opponent’s Unarmed Rank) + D. A result of ‘10’ or more before or after modification allows the Martial Artist to escape. [6, 275]

q) Flying Kick:- This kick requires 5 feet of running space.  The Martial Artist leaps up and kicks out at his opponent.  The opponent must roll under AG or fall down, will be pushed back one hex no matter what and must roll under MD or drop hand held items, this is the only attack the Martial Artist may make.    If a grievous or endurance is scored the neck of the opponent is broken. [3,000]

r) Flying Roundhouse Kick:- May effect up to three other opponents if they are all adjacent, +2 is added to damage and opponents must roll under AG or fall down and drop hand held items.  –20% is subtracted from the Martial Artist’s strike chance when using this manoeuvre. [4,000]

s) Ghost Fighter:- The Martial Artist is a living weapon, and can focus their internal energy to effect even insubstantial creatures. When striking, a Ghost Fighter is unaffected by the touch-induced damage common to undead; as well, the Martial Artist's attacks count as 'magic'. A Ghost Fighter is still normally affected by strikes from the undead. [8, 300]

t) Great Blow:- Using this manoeuvre the Martial Artist increases his chance of performing a grevious injury by 1% x Rank. [6, 800]

u) Great Shield:- The Martial Artist adds +1% per Rank to his defence when using his art to parry.  [2, 500]

v) Heightened Defence:- Martial Artist may forfeit a strike to gain +10% to defence for each strike that is forfeited. [3,000]

w) Hypnotic Hand Movements:- Takes one attack and any opponent in melee with martial artist must roll under 3 x WP or subtract –4 to IV and -15% to defence for that pulse. [6,000]

x) Immovability:- This manoeuvre adds +2% per Rank to the Martial Artist’s defence against any trip, push or throw. [5,000]

y) Incapacitator:- The Martial Artist can violently twists his opponent’s limb.  If 4 or more points of effective damage are inflicted his opponent’s limb is unable to use that limb until a roll of 1 x EN is made. [8,000]

z) Instant Stand:- The Martial Artist can instantly stand from a prone position.  He may then perform any other action.  [2,000]

aa) Iron Skin:- The martial arts train their students to receive blows in such a manner to reduce their impact. In addition, they enjoy the benefits of training designed to increase their fortitude. This ability gives the martial artist a natural Protection rating, essentially giving the artist natural armour. The artist has a Protection rating equal to half their Rank, rounded down. This natural armour does not add to the Protection rating of any worn armour. [5, 300]

ab) Iron Fist:- This ability allows a martial artist to shatter material with the force of his mind and hands, if the Martial Artist rolls under ([2 x WP] + MD + [5% per Rank]), he/she may shatter a wooden or re-enforced door, shatter a 3 by 3 section of rock, or break a lock open without destroying it, if the attempt fails nothing happens, this ability may not be used in combat and takes 10 seconds of concentration to perform. [4,000]

ac) Jinx Palm:- The jinx palm technique is used to place the opponent’s internal energies in disarray. To attempt a Jinx Palm strike, the Martial Artist expends 3 FT and then attempts a normal unarmed combat attack. If the attack is successful in causing effective damage, the opponent is affected by the Jinx Palm: he is treated as if he were out of Fatigue for the duration of the combat, regardless of the amount of Fatigue the opponent has. This does not actually remove the Fatigue for purposes of calculating damage, but does modify the opponent’s strike chances as if he had no Fatigue. If the opponent goes on to lose their Fatigue, they do not suffer the effects of the 'No Fatigue' penalty twice. [6, 300]

ad) Legsweep:- With the manoeuvre the Martial Artist possesses the ability to trip an opponent through the use of his leg, thus leaving his hands free to attack or defend. [3,000]

ae) Lightning Strike:- Using this technique the Martial Artist is able to blind his opponent unless he rolls EN + PC.  This blindness will last until such a roll is made. [3,000]

af) Mantis Chop:- Opponents must roll under 3 x EN or loose one attack and suffer D10-3 damage for the following two pulses. [3,000]

ag) Mantis Leap:- If Martial Artist wins IV he may leap backwards up to 10 feet after striking opponent once.  Martial Artist must roll under 4 x AG to land on his feet or fall prone. [4,000]

ah) Martial Dodging:- For each Rank in Unarmed Combat, the martial artist receives a +2 DEF bonus. The martial artist need not evade to receive this bonus. [6, 300]

ai) Martial Holds:- The martial artist can use either (PS) or (3 x Rank) for purposes of keeping opponents in Close Combat. The martial artist may add (4 x Unarmed Combat Rank) to attempts to Restrain an opponent (modifying [16.5]). In addition, the martial artist must be Stunned in order to be forced to release the restraining hold (further modifying [16.5]). [7, 325]

aj) Mind over Body:-Iignore the effects of a non-fatal grievous for up to three hours. [2,000]

ak) Mongoose Strike:- If the Martial Artist scores even one point of effective damage his opponent must roll under 2 x EN or be short of breathe for the next two pulses and may only execute a pass action, the opponent also has     -25% subtracted from his DEF. [4,000]  

al) Nerve Pinch:- This ability permits a Martial Artist to inflict injury on an opponent he has successfully restrained. Once the restraining hold has been placed on an opponent, the Martial Artist may attempt to attack the restrained opponent once per round in a normal manner, inflicting normal damage. A miss results in no damage, though the hold is still maintained. [7, 450]

am) Nerve Strikes:- The martial artist receives a bonus to the chance to inflict Endurance wounds when using Unarmed Combat, equal to +1% per 2 Ranks. This does not increase the chance of inflicting Grievous injuries. Essentially, this works like the Assassin ability, except it provides no additional bonus for surprise or rear attacks. [9, 500]

an) No Shadow Attack:- The martial artist is capable of making several blinding strikes within a single round. The martial artist may choose to make up to three extra attacks in a round. However, for each extra attack attempted, a -15 penalty to his Strike Chance is assessed to ALL attacks attempted that round. This penalty is treated as a Miscellaneous Modifier (see also Multi-Strike Training, below, under the Weapons Master section). This means that at maximum, a martial artist may attempt up to 6 attacks in a single action: one main attack, a free trip for being Rank 3+ with Unarmed Combat, a second attack with his off-hand, and three extra attacks from the primary hand due to this ability; it will also mean a -55 to the main strike, a -45 to the trip, a -75 to the off-hand strike, and -55 to all the extra attacks. [8, 450]

ao) One Finger:- This manoeuvre gives the Martial Artist the ability to push his opponent without touching him.  The Martial Artist may stand up to 5 feet away and push his opponent.  In all other ways this functions as pushing hands. [4,000]

ap) Prone Fighting:- While prone the Martial Artist is able to fight a standing oppoent with no penalty. [2,000]

aq) Pushing Hands:- With this manoeuvre the Martial Artist may push his opponent backward a distance of 5 feet [+5 feet at Rank 10].  The opponent must roll 2 x AG or fall and take normal damage. [2,000] 
ar) Ranged Strikes:- The Martial Artist with this skill can mystically strike opponents up to 10 feet away by concentrating. This cannot be used in conjunction with any other damage-enhancing Martial Artist or Weapon Master ability; as well, you cannot pin, grapple, choke, or otherwise attack someone at a distance, other than to punch/kick them with a normal unarmed attack. [9, 350]

as) Resist Pain:- The martial artist gains access to the Sorceries of the Mind talent of the same name, starting at Rank 0. [8, 500]

at) Reverberating Strike:- The martial artist strikes with the internal power of his chi behind every attack. Therefore, for purposes of determining which opponents are stunned by the artist’s blows, calculate the strikes as if they had caused additional damage of one-half the artist’s Rank (round down) with Unarmed Combat. For example, an unarmed combat blow struck by a Martial Artist of Rank 7 skilled in Reverberating Strikes has been calculated to cause 8 points of damage; for purposes of determining if the opponent struck is stunned, treat the blow as if it had caused 11 points of damage, though in actuality no additional damage will be done. This extra 'stun damage' is NOT considered 'effective damage' for purposes of those abilities that require it -- 'effective damage' is the damage that actually comes off of the opponents FT or EN. [6, 450]

au) Scissors Kick:- This manoeuvre enables the Martial Artist to leap up and deliver kicks to two separate opponents simultaneously.  The opponents must be within 5 feet of each otherfor both to be attacked.  Each attack is made at –10% to the strike chance and does normal damage.  If the character misses both attacks he must execute a pass action the next Pulse. [4,000]

av) Speed Training:- The Martial Artist has trained intensively to increase the speed of his attacks.  Add +5 to the IV of his Martial Art attacks.  [3,000]

aw) Spot Weakness:- When a Grievous injury is possibly committed by the martial artist using Unarmed Combat, the character may modify the Grievous injury roll by ±1 per Rank. [9, 450]

ax) Sticking Hands:- With this manoeuvre the Martial Artist adds 1% per Rank to his defence against any unarmed attack using the hand. [2,500]
ay) Strike of Iron:- The Martial Artist can focus his inner energy to make a powerful unarmed strike with his body. The character must spend 4 FT and then strike with supreme force, doing an additional +6 to his DM. If attempted in addition to other attacks, the other attacks will suffer a -30 to their Strike Chances. [7, 400]

az) Super Leap:- This ability allows the martial artist to make great leaps and bounds. By using this ability, the martial artist may: A) jump high over opponents (in a straight path trajectory), travelling up to a distance of (TMR-2) hexes. The martial artist cannot move after making a leap in this manner. B) jump into opponents. They may leap up to (TMR-2) hexes in a straight line, and attack at the end of their movement (applying the penalty for a non-pole weapon charge). Martial artists may move further than half their TMR and still attack, so long as they jump into their opponents in this manner. They are ineligible to make multiple attacks while leaping into opponents. [6, 250]

ba) Touch of death: Once a week for the duration of 1D10 minutes, a Martial Artist can focus his spirit while using his Hands of Steel skill to perform this action. The attack causes a vibration to begin in the opponent’s body which destroys internal organs. If opponent(s) is hit, they must roll their EN or die within D10 minutes.  The target hit by this attack falls to the ground immediately, starts to roll grabbing at his midsection in agony until dead.  Targets that make their magic resistance roll receive regular hands of steel damage. [10,000]
bb) Touch of Pain:- Any effective damage from this technique causes intense pain in opponent for 3 Pulses:  The opponent suffers a subtraction of -15% to his strike chance, -10% to his defence, and -4 to his IV.  No extra damage is done from this technique, just the intense pain it causes. [7,000]

bc) Thunder Strike:- Using this technique the Martial artist is able to deafen his opponent unless he rolls EN + PC.  This deafness will last until such a roll is made. [3,000]
bd) Unarmed Disarm:- The Martial Artist may train extensively in the disarming of opponents. If this ability is taken, the Artist receives a bonus of (3 x Rank) to attempts to disarm opponents while unarmed. This ability only works for the Special Attack: Disarm, rather than increase the effectiveness of the Martial Artist’s chance to disarm an opponent while Evading. This cannot be used in conjunction with the Weapon Master skill, Unarmed Disarm. [6, 350]

be) Weapon Catcher:- The weapon catcher technique allows martial artists to increase their chances of dodging ranged attacks when evading, by deflecting and even catching some objects hurled at the artist. The effect of learning this technique is to increase the Defence of the martial artist against ranged attacks by twice the Rank of the artist in Unarmed Combat. In addition, if the Strike Check is 30 or more above the Modified Strike Chance, the artist may actually catch the object. Treat the attack as a Melee attack, and determine the result of the Catch as if it were an attempted Parry (as per [17.4]); if the result is 3 or less, the martial artist is thrown off balance by his dodge, and must execute a Pass action next pulse; if the result is 4 through 7, the martial artist may catch the offending object (at his discretion); if the result is 8 or higher, the attack has been thwarted to the extent that the martial artist may catch and throw back at the attacker the offending object, using the martial artist’s Strike Chance for the weapon (or the Base Chance, if unranked). This ability to catch ranged attacks can be modified as the GM sees fit. Some guidelines include: halflings will not be able to catch giant-sized weapons, and no one can catch an arrow (though they may deflect it). Feel free to add to this list of restrictions, or even ignore the rule regarding the catching of weapons. [8, 475]
bf) Weapon Kata Training:- When using a melee weapon, the artist may add his Unarmed Combat Rank to the Strike Chance. [6, 300]
39. Messenger

   Within the confines of fantasy worlds, there are no telephones, no radio, no Western Union service, and no Can Par services.  The only way to communicate, aside from magic, is to have messages and courier dispatches delivered by hand.  Communications can mean victory or defeat in times of war.  Furthermore, diplomacy requires runners who are fleet-footed.  Mediaeval nobles did not host ambassadors in one another's courts - negotiation and other political dealings were conducted by couriers, although under extreme circumstances, ambassadors and other representatives were sent. 

   Within the DragonQuest game world, couriers and those who can deliver messages are considered a vital cog in the world's economy and political structures. 

[39.1] A character who wishes to take the messenger skill must meet the minimum requirement in certain Characteristics. 

   A character who wishes to take the messenger skill must meet certain minimums in characteristics related to the ability.  A messenger must have a Willpower of at least 12, an Agility of at least 15, and must have an Endurance of at least 18.   

   If the character's Willpower, Agility, or Endurance are below the minimum values needed, the character expends one-quarter extra the Experience Points necessary to progress Ranks.  If the character's

Agility or Endurance are 22 or better, the character only expends three-quarters the Experience Points to progress Ranks.  These modifiers are cumulative. 

[39.2] A character who is a messenger must learn to speak/and read write a certain number of languages to continue working as a messenger. 

   A character who is a messenger must learn to speak and read/write a number of languages as a condition of increasing Ranks.  In order to go beyond Rank 2 with messenger skill, the character must be able to read the main language in the area that he works and lives at Rank 6 or better.  If the messenger whose field of work crosses borders, the GM may require the character to be able to read all of the main languages in the areas he works at Rank 6 before progressing past Rank 2.   

   In addition, the character must be able to speak one language at Rank 8 before he can achieve messenger skill of Rank 2.  He must achieve a second spoken language at Rank 6 before he can achieve messenger skill at Rank 5, and he must speak an additional language at Rank 6 and read/write two additional languages before he can achieve Rank 8 messenger. 

[39.3] A character who is a messenger must be able to defend himself in combat and must be able to ride by a certain Rank, and may not progress Ranks until these skill levels are met. 

   A character who is a messenger must be able to wield one weapon at Rank 1 and a second weapon at Rank 0 before he can progress to Rank 1 in this skill.  As a general rule, the preferred weapons for the messenger are the dagger or knife and the short sword. 

   In addition, a messenger must have horsemanship skill at Rank 1 before he can achieve messenger at Rank 2. 

[39.4] A messenger has a basic ability to speak, read and write other languages that are foreign to him. 

   While messengers are required to learn additional languages, both in a spoken and a read/written form, messengers have an innate gift for languages.  A character with messenger skill has a Base Chance of ([PC x 2] + [Rank x 3]) % of being able to converse in a basic fashion with any being in a given language, even if they are not familiar with that language.  The messenger must hear the other language being spoken for a period of (12 - Rank) minutes before this ability takes effect.

   Note that this does not apply to extra-planar languages. 

   In addition, a messenger receives a benefit when attempting to learn to speak new languages.  The messenger may learn the language in three-quarters the amount of time it would normally take, and has the Experience Point costs to learn to speak new languages reduced by (Rank) %.  This is in addition to the basic rules for learning new languages in a spoken form. 

[39.5] A character with the messenger skill increases his horsemanship skill. 

   By necessity, a character with the messenger skill must be able to ride animals.  The character increases his success chance of using horsemanship skill by (Rank) % with the messenger skill.   

[39.6]  A messenger has a basic loyalty and devotion to his job.

   A messenger has a basic loyalty and devotion to his job that makes him relatively more difficult to bribe or get information out of in terms of what he is delivering in his messages and the like.  The messenger receives a bonus of (Willpower + Rank) % to any magic resistance rolls, torture, questioning, interrogation, and the like attempt to gain information from him about his messages or items being couriered. 

[39.7]  A messenger has the ability to memorize complex passages.

   A messenger has the ability to memorize complex passages and the like.  The complexity of the material that the messenger can memorize increases as the messenger goes up in Rank.  The messenger has a Base Chance equal to ([PC x 2] + LC + [Rank x 5]) % of being able to memorize a specific passage as noted below.   

   A messenger can memorize 1 sentence (+1 per Rank) up to Rank 5, and then 1 paragraph (+1 per Rank) up to Rank 10.  It should be noted that the messenger will remember the message for a period equal to (Rank x 3) weeks, after which time the success chance is reduced by -5% per additional week. 

[39.8] A messenger has the ability to move through crowds with little if no difficulty. 

   A messenger is adept at navigating through crowds of people in order to achieve his goal.  The messenger has a Base Chance equal to ([PC + [AG x 2] + [Rank x 4]) % of being able to manoeuvre through a crowd of people without mishap.  This will only work in situations in which there are less than [WP + (Rankx5) people present. 

[39.9]  A messenger can serve as a town crier and bell ringer.

   A character with messenger skill is able to partake in all the functions that pertain to a town crier and a bell ringer.  The messenger can shout out messages, he can read proclamations, and can serve as a bell ringer. 

   This ability allows the character with the messenger skill to influence crowds and persuade people.  The Base Chance of success is equal to ([WP x 2] + [Rank x 5] – [Highest Willpower in crowd]) %.

   The character must use the ability for a period of (11 - Rank) minutes, with a minimum of 1 minute, and may influence a crowd of up to (Willpower + [Rank x 10]) individuals.   

[39.10] Once a character achieves Rank 2 in the messenger skill, he must choose whether to be a messenger or a herald. 

   A character who has messenger skill must choose at the time he achieves Rank 2 whether he will be a messenger or a herald.

Messengers are couriers and those who deliver messages, information, and packages to people or places by those who hire them.   

   Heralds, on the other hand, are the professional distributors of information in the land.  It is their job to know what is happening in formal environments, such as courts. 

[39.11] A messenger of Rank 6 or above is treated with honour and receives certain social benefits. 

   When a messenger reaches Rank 6 or higher, he begins to recognised as an honourable emissary.  As such, the messenger becomes exempt to most tolls, duties, and tariffs levied against travellers.   

   In addition, the recipient of a message or packet from a messenger may not attack the messenger except in self-defense.  This applies even to the messenger's enemies under such circumstances.

Attacking a messenger is considered a grave breach of social values and etiquette, and nations have been known to go to war over such a slight. 

[39.12] Messengers are able to recognise and remember heraldic symbols. 

   Messengers can recognise and remember the name, face, title, and crest, device, or flag (called a Symbol) of any person formally introduced to them.  A messenger can recognise a heraldic symbol with a Base Chance of ([LC x 2] + [Rank x 4]) %.  In the case of Heralds (see 177.9 above), this is modified by (Rank x 7) % instead.   

   The messenger can remember heraldic symbols for a period of time equal to (Rank/2 + 5) months.  After this time, the herald must roll ([PC x 2] + [Rank x 12] - Time Over in weeks) % or less to remember.  The character may add a bonus if the person was important (i.e., a herald will not ever forget the name of their king). 

[39.13] A messenger may recognise an unknown heraldic symbol.

   A messenger may recognise an unknown heraldic symbol.  The character has a Base Chance equal to ([LCx3] + [Rank x 3] % of being able to do so, modified as noted below.  If the character is a herald, the Rank used is (Rank x 5) % instead. 
   Status of area

        Modifier

   Local area                     

+15 

   Known Neighbour                 

+5

   Unknown Neighbour                
  0

   Known, Non-Neighbour            
-5

   Unknown, Non-Neighbour         
-10

   Historical                     

-15

   Personnel                  

        Modifier

   Unknown                         

-5

   Famous                         

+10

   Well-Travelled                 

+15

   In the news                     

+5

[39.14] A character with messenger skill must pay (250 + [400 x Rank]) Silver Pennies per year to keep his equipment and knowledge of the skill up-to-date. 

   This does not include making sure his horse is kept shod and well-tended.  It insures the messenger keeps his knowledge of the courier and heraldry services current, and keeps the herald/messenger in good, clean clothing of above average quality.  If the character fails to pay this annual fee, he is considered to be a messenger of two Ranks below the actual Rank he has with the skill.  If the character does not pay the fees for two consecutive years, his messenger Rank is permanently reduced by 1. 

40. Miner/Prospector

   Miner and Prospector are 2 related but separate skills that involve locating, retrieving, and refining valuable mineral and gem deposits from the natural environment.

   A Miner is skilled at safely tunneling in the earth to extract minerals and gems and smelting ores into metal.

   A Prospector is skilled at locating and identifying minerals and gems in nature.  A prospector has some limited skill in extracting ores and minerals.

[40.1] A character with the Miner or Prospector skill may search an area to determine the resources available.

   Searching an area to determine the resources available takes (15 - Rank) days. An area covering (Rank/2) square miles can be searched in that time period. This assumes aboveground searches. Underground searches cover (Rank/4) square miles in the same time frame.

   This time assumes no distractions (such as orc raids, inclement weather, etc). Distractions add more time to search and/or reduce the area covered.

   The chance of finding something is ([2 x Rank] + [Perception x 5])%.  If the roll is over by 20 or more, then the character is totally wrong (i.e. he thinks he's hit the mother lode, but when mining gets under way, they find nothing). If the roll is a success, something is found. Note that whatever is found may not be exactly what the character was looking for! i.e., You may go prospecting for gold, and find a copper deposit instead.

   This can also work the other way around; a character searching for an iron ore vein instead finds Mithil!

   What is found will depend on the GM's wishes. Obviously, if the GM decides there's nothing there, or very little, a successful roll will show that. A bonus or penalty may assigned to the roll, depending on the "richness" of the find.

[40.2] Miner is the skill used when the decision is made to start digging to obtain the desired resources.

   There are a few mining methods available. The old-fashioned sluice (water chute) or pan mining is common in small operations near rivers.  Only gold, silver, and platinum can be found using this method. 

   All other resources are underground, and must be tunneled.  These type of mines have a lifespan of (2D10 x Rank) hours. Once that time is spent, any available ore is obtained (or lost).  Tunnels consist of digging a tunnel or shaft into the ground, which follows the path of the ore vein. Tunnels must be supported with wood frames or stone pillars every 10', up each wall and across the ceiling.  Failure to do this can (and usually does) result in collapse or cave-in of the unsupported section.  These mines can be mined for up to (2D10 x Rank) weeks before running dry.

   The mine lifespan above assume a single miner. Divide the number of weeks by the number of miners to obtain the exact lifespan.

   Strip mining usually gets every Earth Adept within 100 miles chasing after you. Even Pacifistic adepts will go for blood upon discovering someone doing this! (String mining is a method of excavating by removing the entire layer of earth above the ore. It's extremely damaging to the local environment, and leaves everything as a wasteland when finished).

Example: Forgan the Hill Dwarf is looking to strike it rich. After checking the geology of the nearby hills, he determines that there's a good chance of finding a vein of silver. The DM makes a roll to determine if Forgan finds anything. If the roll is successful, he hits pay dirt. If unsuccessful, Forgan finds nothing, or thinks he found something (but didn't!)

   Let's assume that Forgan is lucky, and finds a nice rich silver load.  Now, he starts mining. Since it's hills, he's going to have to dig a shaft down. It's too much for one person to do (even a dwarf), so Forgan runs back to the clan with pouches full of samples. He shows it to the Thain, who starts drooling with thoughts of filling the royal coffers.

   In exchange for a percentage of the profits, he assigns a company of miners, engineers, and other support troops to assist. 

   Forgan now has some assistance. Everyone shows up at the site, and sets up a mining camp. The picks and shovels come out, and everyone starts digging down. Once the shaft is down far enough, branch tunnels are then created to follow the vein of ore, which is dug out, hauled to the surface, and smelted down to extract the silver.

41. Monk

   This skill represents the eastern ascetic monk and his search for enlightenment through mental & physical discipline.
[41.1] A Monk learns to resist disease, infections and toxins.

   Through a mystical control of their body the Martial Artist is better able to resist the effects of disease, infections and poisons. The Martial Artist’s chance of resisting or throwing off a disease or infection is increased by 5% (+5/Rank), and the damage taken in total from poisons is reduced by 1 (+1/2 Ranks). 

[41.2] A Monk develops a sixth sense for danger.  

   Monks add 5 (+1 per Rank) to their chance of detecting an ambush or trap.

[41.3] A Monk develops the ability to reach a state of self-induced trance in which the mind is totally relaxed but able to react immediately.  

   By using meditative technique the Monk enters a form of trance. The Base Chance of achieving this state is (WP + [5/Rank]), with each failed attempt wasting ½ hour. Whilst meditating the Monk focuses and regains his internal energies. Each hour spent meditating is equal to 2 hours of restful sleep. Whilst meditating the Monk is oblivious to hunger, thirst, and harsh temperatures. A Monk may remain meditating for up to 1 hour (+1/Rank), after which he may not use the meditation ability for a period equal to half the time spent meditating. 
[41.4] A Monk adds +1 to his TMR at Ranks 2, 4, 7 and 10.

[41.5] A Monk increases his chance to perform any stealth related activities by 1% per Rank he has achieved.

[41.6] A Monk may work at hard manual labour for extended periods.  

   The monk may reduce his Rate of Exercise by one level (e.g. Strenuous becomes heavy; heavy becomes medium & so on).

[41.7] A Monk may continue to fight after incurring extensive damage.

   The Monk is so well trained that he can continue fighting even after receiving extensive damage.  Once endurance is reduced to 0, the Monk gains an additional 1 point x Rank to his original Endurance.  Upon completion of battle, the Monk dies unless he immediately receives the assistance of a Healer.

[41.8] A Monk learns to still his mind thus increasing his ability to resist magic.

   A Monk adds +1% per Rank to his magic resistance.

[41.9] A Monk increases the distance he may jump.

· Standing Leap: (5 feet +1 per Rank) + 1 foot  for  every AG point above 20.

· Running Leap: (8 feet +1 per Rank) +1 foot for every Ag point above 20

· Upward Leap: (5 Feet +1 per every two Ranks) + 1 foot for every 2 AG points above 20, and every 2 PS above 20. 

[41.10] A Monk’s body resists the effects of aging.

   A Monk character adds + 5% per Rank to all aging rolls.

[41.11] A Monk adds +2% per Rank to any Characteristic roll involving WP or MD and not otherwise covered by the abilities noted above.

[41.12] The Monastic may sense karma.

   All sentient creatures have karma, a record their misdeeds in this life. A monastic may gain an impression of how bad these are by the use of this ability, he must roll under PC + 10 x Rank – 1 for every hex of separation and – WP of the target if he does not want it sensed. What is considered bad is based on the Monastic’s ideas of what is bad, but in all cases crimes such as murder are bad.

 [41.13] A Monk may recall his past lives.

   All monastics have past lives and there is a 50% + Rank chance that a Monastic will be able to recall a past life dating to the time of events he is interested in, but this is reduced considerably if the event is localised as the past life may have been in any culture at any location. As a guide line for events happening at the village scale there is a 1% chance of the past life knowing something of the event, a further 1% of being someone directly involved in the event. The meditation required for the recall takes 1 hour.

[41.14] A Monk may recall a past life skill.

   All monastics have past lives and there is a 50% + Rank chance that a Monastic will be able to recall a past life with that skill. The chance is reduced depending on the rank of skill sought; 3 x the rank of the skill sought is subtracted from the success chance. If the Monastic successfully recalls the skill he may use it at the equivalent to Rank -5 for one action only. The meditation required for the recall takes 1 hour

42. Naval Scientist

   This skill covers the tactical and strategic use of ships in combat. It also covers leading a crew of sailors, marines, and navigators, both daily operations, and in battle.

   Players with this skill are usually officers aboard a ship. Warrant officers may also possess this skill. Petty officers and crew usually will not be Ranked in naval scientist.

[42.1] A Naval Scientist is required to read at a certain level.

   Naval scientists must be able to read and write at least one language at Rank 8, due to having to deal with maps, rutters, ships logs and letters of marque, as well as the daily running of a ship/naval centre.

[42.2] A naval Scientist can command a certain number of people.

   A naval scientist can command (12 + [Rank squared] + 4 x Willpower]) sailors, marines, and other crew and officers in tactical situations.

[42.3] A Naval Scientist can determine the tactics of the enemy.

   A naval scientist can attempt to "guess" the tactics an enemy ship is about to employ. The success chance is (Perception + [9 x Rank])%. If the roll is over the chance, and within 20 over, the character doesn't see it coming until its too late. Anything higher, and the GM can either give them wrong info, or none, as seen fit.

[42.4] A naval scientist is familiar with the daily operations of a ship, or fleet of ships. 

   This includes:  a general idea of required maintenance and schedules (but not necessarily how to do the maintenance - that's the crew's job)

· provisioning for voyages (ie food, water, misc suppliers)

· administering law and punishment at sea (includes marriage/burial too)

· general administration
· hiring of crew and officers for voyages
· storage of cargo for best balance and speed.
[42.5] A naval scientist is familiar with signalling methods commonly used on ships. 

   This includes colours (banners and/or flags) and semaphore. Other cultures may also use drums as a signaling device. The ship's bell can also be used for signals. Signals allow basic messages to be transmitted between ships, or between ship and shore. Distance is line of sight, or hearing range for drums/bells.

[42.6] Punishment for offences is usually:

   Minor - lashes with a bullwhip or cat'o'nine tails

   Major - serious flogging with whip or death by hanging or keelhauling

   Note - instead of death, sometimes an offender is stranded for life on a deserted island with a cask of rum, a knife, a machete, a rifle or crossbow, and a month of food.

[42.7] A naval scientist must maintain skill in Navigator at a minimum of one Rank less than the naval scientist skill.  

   There isn't much sense (to me, anyways) of knowing how to command a ship, but not know how to steer it!

   Leading marines in combat comes under the military scientist skill.

43. Orator

    A Orator is a gifted orator, negotiator, politician, and statesman.  He is charismatic, ambitious, and extremely dangerous. 
    A Orator’s weapon is not his sword, but his tongue. A Orator understands the innate power of words and how to use them with people. They are masters of will and perception, and make their business the subtle persuasion of others.  A Orator is not interested in interacting directly with the world, but in convincing others to act in accordance with his wishes.  A Orator is an invaluable member to any political body. Those who attempt to challenge the political machinations of a city without one find themselves quickly outmatched.  Those who follow the path of the Orator start out in many walks of life. Those who train as Orators are typically ambitious and egotistical, although the most powerful of Orators are selfless champions of the good.  Those with aspirations of becoming a politician typically train to become Orators. 

[43.1] Characters must be skilled in reading, writing and speaking two languages at Rank 8 besides their original language before they can become a Orator.

[43.2] Characters with the Orator skill may deduct –20% from his experience point cost for Ranks 0-4 if the character also has the Troubadour skill.

[43.3] The Orator’s use of his ability increases with Rank.

Rank 0 - Prepare/present short speech (up to 5 min.)   

Rank 1 - Utilizes eye contact; effectively uses logical persuasion

Rank 2 - Prepare/present medium length speech (up to 20 min.)

Rank 3 - Utilizes proper body language; effectively uses emotional persuasion

Rank 4 - Improvises well; can speak extemporaneously

Rank 5 - Prepare/present long speech (up to 1 hour)

Rank 6 - Understands all effective debate strategies

Rank 8 - Prepare/present exhaustive speech (up to 3 hours)

Rank 10 – Prepare/Deliver historic and memorable speech
[43.4] As an Orator advances in Rank he may choose one of the following abilities as they advance he advances in his training.  One ability per Rank may be chosen, but all begin with Delay at Rank 1.

a) Delay: All Orators begin their training with the ability to persuade a person to listen to them for a moment unless they are already in combat.  The success percentage is ([10 x Orator's Rank] - [2 x Being's Willpower]) %. This ability can effect (2 + [2 x Rank]). Those affected will pass for the next two pulses unless attacked.
b) Taunt: Orators gain the ability to embarrass, mortify, and chagrin others around him. To use this ability, a character must speak clearly to a single individual, taunting and continually berating him with words. The success percentage is ([9 x Orator's Rank] - [2 x Being's Willpower]) %. Those affected make all non-combat rolls at -20% and if they decide to attack they suffer -10 IV for the first pulse. This ability takes 3 pulses to take effect and will remain in effect as long as the Orator continues talking or combat ensues.

c) Pacify: Perhaps a Orator’s most useful defensive ability, pacify allows a Orator to calm and stop opponents in combat. To pacify an opponent or group of opponents, a Orator must spend two pulses doing nothing but speaking to them calmly in a language 
they understand (evading is permissible). Allies of the Orator, even those perceived as allies, must not attack during the pulses in order for the power to have any chance of being effective. At the end of the pulse, those hearing the Orator must roll under 4 x WP – 5% 
for every Rank the Orator has achieved. If the WP roll fails, all opponents stop fighting and listen to what the Orator has to say. The effect of pacify lasts while the Orator speaks to the opponents and for 1D10-5 pulses thereafter. Any hostile actions even those perceived as being hostile break the pacify effect 
d) Outrage: A Orator has learned to direct his words to inspire anger, outrage, and action in those who hear them. This ability is normally used to direct someone’s anger at another, although it is possible to use it as a taunt to try to incite violence against the Orator. To use this ability, a Orator must speak upon the ills of the target of his outrage for a full minute to willing listeners. The Orator is free to perform other nonverbal actions as long as they serve to fan the fires of his outrage. At the end of the minute, all who hear and are able to comprehend must roll under 5 x PC or their attitude becomes hostile toward the target. This effect lasts for one hour per Rank of the Orator. If the targets of outrage have less perception and willpower then the Orator they subtract 15% from their resistance.
e) Convey: A Orator learns to speak in such a way that all within earshot, regardless of language, can understand the meaning of his words. This ability has a duration of 10 minutes, and any of the Orator’s other abilities can be used in conjunction with convey. This ability does not work with creatures that do not possess a spoken language.  This ability cost 2 FT to use.
f) Tempt: A Orator can spend a full minute speaking to an individual in order to implant into its mind an intense desire for something. Typically, this desire is to possess an object, but it can take many forms. A person may be tempted to eat a particular morsel, to mate with a certain individual, or to undertake a quest. The tempted creature is allowed to roll under 2 x WP. If the roll is failed, the individual becomes obsessed with what has been offered and does all he can to possess it. A tempted person may commit foolish, but not suicidal, acts. This effect lasts for one hour per Rank the speaker has taken in Orator, or until the temptation has been sated. Failure for a creature to follow through on its temptation results in a -20% all attack rolls, and skills checks and actions take twice as long to accomplish. Should a creature fail to adequately fulfill its temptation by the expiration of the temptation, the negative effects remain in place for 24 hours. This ability cost 3 FT to use.
g) Convince: A Orator becomes adept at convincing others to form particular opinions. In order to use this ability, the Orator must argue the point with someone for at least a full minute. At the end of that time, the creature is allowed an opportunity to resist. A person listening to the Orator must roll under 5 x PC – 5% for every Rank above 5 that the Orator possesses. If the roll fails, the creature’s mind has been changed on a particular issue. If the target resist by rolling under 15% (what is needed for endurance), they react in a hostile manner to the Orator. Creatures with a deeply seated belief against the argument posed — such as a priest’s faith in his god or the code of a templar — cannot be affected by this ability. This change is permanent, but does not prevent a character from changing his mind again if further evidence, arguments, or events lead him to other conclusions. For example, a Orator may convince a moneylender that he is able to repay a particular loan if it is given to him. The moneylender then believes this to be the case until the Orator doesn’t make his payments, at which point he again believes the Orator to be a scoundrel. This ability cost 3 FT to use.
h) Humiliate: A Orator now begins to understand how to use his words to make an individual look laughable in the eyes of others. To use this ability, a Orator must speak to an audience for at least a full minute, convincing them of the subject’s fallibility. Anyone who hears the speech must roll under 4 X PC, or look upon the subject in a new light. Whenever a creature under the effects of the humiliate ability sees or hears of the subject, he will be unable to refrain from laughing out loud, chuckling, or otherwise acting in a suitable manner.  This effect lasts for one day per Rank the speaker has taken in Orator. The Orator may influence up to PC + Rank number of individuals.
i) Filibuster: A Orator gains the ability to captivate the attention of all who can understand his speech. This ability lasts as long as the Orator continues talking. Anyone within range of his voice is unable to perform any actions other than listen intently and stare at him. If a listener attempts to break his attention, he must roll under 2 x WP to do so. Failure means that he is compelled to listen to the Orator as long as he continues to talk. This ability has no effect on someone engaged in a fight, and it is immediately broken if the listener is attacked. A character may use any of his other Orator abilities while filibustering. Filibuster is used most frequently as a stall tactic, but it also may be used to force a listener to be exposed to other abilities.
j) Control crowd: A Orator learns to magically amplify and project his voice over a sizable area. Anyone within range of the Orator’s voice is able to make out his words clearly, regardless of other sounds or noises, and can be affected by any of his abilities. Creatures still have to be able to comprehend the language spoken in order to be affected, although control crowd can be used with any combination of the Orator’s other powers, including convey. Magical silence and one foot of wood or rock keeps this ability at bay. The range of control crowd is 250 + 4 x WP ft. This ability cost 2 FT to use.
k) Incite a riot: This ability takes 5 minutes minimally to work and cost 4 FT. The Orator gives a rousing speech to outrage and convince his or her listeners to demand physical or financial restitution from an individual or institution. After 5 minutes those listening to the Orator they must roll under 5 x WP -5% per Rank of Orator or they will heed the words of the Orator. This effect last until the goal is accomplished; the riot is quelled, or dispersed by the death of the Orator or 25% of the mob. A Orator must posses the abilities of outrage and convince before choosing this ability.
l) Quell the masses: This ability has the opposite effect of incite a riot, and can enable a Orator to stop a riot or persuade a mob. Those hearing the Orator must roll under 4 x WP -5% per Rank of the Orator or they will stop rioting and disperse. This ability takes 2 minutes to take place and cost 4 FT. A Orator must possess the abilities of pacify and filibuster before being trained in this ability.

44. Plague Blighter

   Blighters are never welcome in civilized areas because their entire existence is dedicated to spreading disease and sickness.   Blighters become the living embodiment of suffering and sickness.  Usually dedicated to a deity of death or disease they have been known to dedicate themselves to demons.  One would be tempted to think that a Blighter would not be a serious physical opponent, but they are quickly surprised when they face one in battle.  Blighters may never seek healing for their diseases or to be healed in combat.  They are fearless combatants and will engage opponents who are vastly superior knowing that the disease may well kill them even if they personally do not.  Blighters may not be resurrected, but their bizarre regeneration keeps the strongest ones from succumbing to death.  With all a blighters abilities he has a Base Chance of 50% (+5% per Rank).

[44.1] Blighters gain immunity to 1 disease [+1 per Rank].
[44.2] Blighters can inflict increasingly nasty diseases as he rises in Rank:

Rank

        Disease

0

Spoil food by touch

1

Boils

2

Create Blight

3

Infect Animals

4

Cold

5

Flu

6

Dysentery 

7

Heart & Lung Disease

8

Typhus

9

Plague

10

Dar Kosis

Spoil Food by Touch: By expending 1 FT a blighter may make inedible any food he touches for 10 seconds (+10 per Rank).

Boils: By expending 1 FT anyone struck by the Blighter must roll under 3 x EN or be struck with boils that will reduce dexterity, agility and beauty.  Victims of this plague loose 20% in using any weapon because of painful boils, their TMR is reduced by half and the PB is decreased by 5 because of the boils.
Create Blight: By expending 1 FT a Blighter may kill off all normal vegetation within 10 square feet (+10 per Rank).
Infect Animals:  By expending 1 FT the blighter may infect all animal life within 10 feet (+10 per Rank).  Any animal infected must roll under 2 x EN to avoid coming down with a wasting disease that will cause them to loose 2 EN per day until cured or dead.

Cold: By expending 2 FT a blighter can infect his victim with a severe cold. See Infections and Diseases 24.5 for details.

Flu: By expending 3 FT a blighter may infect his victim with a severe case of the flu.  See Infections and Diseases 24.5 for details.

Dysentery:  By expending 3 FT a blighter may infect his victim with a severe case of dysentery.  See Infections and Diseases 24.5 for details.  

Heart & Lung Disease:  Blighter’s bodies now become awash in strange and exotic diseases that will splash on their opponents whenever they are cut or stabbed in melee or close combat.  Opponents must roll under 2 x EN or suffer from a lung and heart disease that reduces the number of their attack by half and their damage by -5.  Victims of this dread disease regain no FT or EN while resting or sleeping and will die within 3 days if not healed. 

Typhus: By expending 4 FT a blighter may infect his victim [through breathing on him] with a severe case of typhus.  See Infections and Diseases 24.5 for details.

Plague: By expending 5 FT a blighter may infect his victim [through breathing on him] with a severe case of the plague.  See Infections and Diseases 24.5 for details.

Dar Kosis: By expending 5 FT a blighter may infect his victim [through breathing on him] with a severe case of Dar Kosis.  See Infections and Diseases 24.5 for details.

45. Priest

    A Priest of a magical religion has considerable advantages, such as social status.  The chief one, however, is that he is allowed access to magic but with a socially acceptable moral face and code. He is accountable ultimately to his god. In many societies mages will be seen as irresponsibly dangerous but an Priest with the same abilities could be seen as a pillar of society. This is, of course, culturally dependant and will not be true of all a GM's nations, races and religions. A downside is that he will have to conform to the expected behaviour of an Priest of that religion, and have obligations to a religious group. 

[45.1] The Priest not only has a skill to learn but can also learn magical abilities. 

   The magic abilities are detailed in section [111.]. These are Ranked separately from the Priest skill. An Priest may not be a member of a Magic College, and must renounce all non-religious Magic on becoming an Priest. 

[45.2] Magical abilities can be gained as the Priest advances in Rank and up the hierarchy of the religious organisation 

   The magical abilities are only available once the Priest has reached certain Ranks. 

Rank
Abilities Available 

0
Talents 

3 
General Knowledge Abilities 

5           Special Knowledge Abilities 

   The Experience points for gaining the spells have to be paid before use. The experience points to achieve Rank 0 is 2 x the experience multiple. 

   The magical abilities are also dependant on the deity worshipped and/or pantheon. 

   The Rank of Talents may not exceed 5x the Priest skill Rank (4 at Rank 0), General knowledge spells and rituals 3x and special knowledge 2x the Priest Rank. 

[45.3] Priests must at all times be acting in accordance with the principles of the Religion.

   Priests who fail to live up to the high standards of a religion or break its rules can be punished. The punishments (in order of severity) will include, but is not limited to:- 

1. Reduced EXP awards by the GM for poor role-playing 

2. The deity may refuse contact (as [12.8]) with the consequences stated 

3. Loss of status within the religious organisation 

4. Prevented from advancing in Ranks (particularly the Ranks where new magical abilities are gained) 

5. Loss of Ranks in religious abilities (if the Priest drops to a Rank below that required to access certain magic he may not use those abilities) 

6. Loss of all Ranks of religious abilities. The character is no longer an Priest 

7. Loss of all Ranks of religious abilities and initiate status. The character is no longer an Priest 

8. Curses from the Religious organisation and/or the deity 

Some of these can be restored by the performance of an act of penance, offering or heroic act that is commensurate with the original offence. 

[45.4] Priests may either officiate exclusively for one deity, several or may officiate of an entire pantheon.

   This is dependant on the culture and pantheon. The rules, as presented here, are for a single deity. The rules for multiple deities in [12.12], the rules for a pantheon are in [45.13] 

[45.5] An Priest may also benefit from reduced experience cost to increase Ranks in another skill appropriate to his religion.

   Temples, and other religious communities, dedicated to a deity will provide training to an Priest in other skills that an Priest of that religion should have. The skill choice is limited to the ones that a deity has an interest in, e.g. healing to a healing god. In addition to the reduction in experience point cost the cost in sp will be halved. An Priest may benefit from this in only one skill and having once made the choice of skill he can never pay reduced cost to advance in another skills whilst an Priest of that religion by this means (he may be trained in other skills by the temple, but pays full costs). 

   The procedure for an Priest of a pantheon is different; instead bonuses are given to certain skill rolls see section [12.13]. 

[45.6] An Priest may preach in order to influence several beings at once.

   An Priest may influence up to 2 + (2 x Rank) beings who can understand the language. Each being must make a willpower check at (10 x Rank) – (2 x beings WP). If the roll is less than this figure the being is charmed as The College of Ensorcelments and Enchantments Spell of Charming G1 [36.]. If the roll is over this chance the preaching has no effect. 

This skill may not be used in combat.

[45.7] An Priest can collect followers. 

   An Priest may have up to WP followers. These must be individuals he has initiated personally. The Priest must spend 12-Rank weeks seeing the intended initiates at least once a day before initiation. Once initiated they become that Priest’s followers. They must be active members of the religion; paying all dues to the temple, and placing an offering to the temple at least once a year. To retain them as followers the Priest must be involved in a religious ritual (any in [111.9] or [111.11]) with them once a month. The Priest need not officiate, but the ritual must be of the religion 

   The Priest gains +1 for every follower to all D100 success chances for performance of all Priestly abilities. This includes rituals and spells gained from being an Priest, but not other skills, even if gained at reduced cost due to the religion. 

   If an Priest is to go on a long mission on behalf of the religion it can make arrangements so the Priest will not be adversely affected by loss of contact 

   Followers make loyal companions, but can judge an Priest’s actions more harshly than a god would. If they decide to leave the Priest’s following they can do so by a simple declaration and the Priest loses derived benefits immediately. The person can still be an initiate of the religion and my join another’s following or no one’s as they wish. 

[45.8] An Priest is required to pay tribute to his religion frequently or risk losing contact with his deity. 

   The tribute is some form of successful religious ritual performance (any ritual listed in [111.9] to [111.11]) at least once a month and successful prayer once a week. Failure to perform this function will result in a -15% penalty to all rolls of this skill as the Priest has a weakened contact with the gods. The Priest must then atone for his lapse by making an offering (see [111.9] Q-4) from his own pocket of one week’s income per ritual or prayer missed. 

[45.9] An Priest is required to devote a certain amount of time to studying the doctrines of his religion. 

   An Priest cannot attain the next Rank until he has devoted at least (10 x Rank he aims to get) hours studying the theology of the religion. He will be asked to attend an oral interview with Priests of higher Rank (or go through another form of test) to trial his knowledge and commitment. The chance to pass this exam is 50% + 2 per hour over the required amount of time. If he passes he may increase in Rank. If he fails he may not increase, but may sit the test again in at least a month’s time at no penalty, i.e. the experience point spent to gain the Rank are not lost. 

[45.10] An Priest does not need to achieve Rank with any additional languages, but certain religious functions require extra language Ranks. 

   While an Priest is not required to have any extra language skills, it is suggested that the Priest be familiar with the spoken form of the Religious Common language at Rank 8, and the written form of the Religious Common language at Rank 7. 

   In addition, it is suggested that for an Priest to rise above Rank 5, he must speak and read/write an extra two languages of his choice (preferably related to the area in which he serves), and that to rise above Rank 7, the Priest must speak and read/write an additional two languages of his choice. 

[45.11] An Priest must spend ([50 x Rank] + [number of followers]) silver pennies per year towards upkeep of the temple, and the trappings and accoutrements appropriate to the religion. 

   A temple is any structure or natural feature that is venerated by a religion and considered particularly sacred.

   If no temple exists, the cost is 20 x (Rank + number of followers) per year. He may generate income from his followers, at the rate of 10% of their income and any offerings they make to the religion. If an Priest fails to pay this amount offerings will be down 10%. A temple should increase the value of offerings, and should increase the number of worshippers to cover the additional cost of the temple. 

[45.12] In certain religions an Priest may officiate in rituals for more than one Facet of a God or even more than one God. 

   This is dependant on the pantheon and generally only occurs in societies that do not have the centres of population to allow the Priests to specialise. If an Priest wishes to become an Priest for more than one god or facet of a god the following restrictions apply: 

1. The Priest must meet all requirements to be the Facet’s or God’s Priest 

2. The gods must be of the same pantheon 

3. The gods must not be opposed 

4. The Priest must perform a Ritual Purification [111.9](Q-8) or [32.2] in between officiating in rituals for the different gods or using a talent or spell or ritual of different deities. 

5. The Priest has separate Ranks for each of his deities, essentially they are separate skills. The Priest chooses a main and one (or more) other deity. The skill in the other deities cannot exceed Rank 3 

6. The experience point cost for improve religious talents, spells and rituals is separate. Therefore these must be Ranked individually for each god and the experience points to gain these spent individually. For example Ranks gained in Payer for one god will not make gaining Ranks in Payer for another god cheaper. 

7. The Priest may collect followers, but the limit for all followers of all religions is still his WP. The Priest collects followers for his god individually. So, for example an Priest may have 4 followers for one deity and 3 for another to a total of his WP, if his WP is 7 then he can have no more followers. 

8. The rules of individual Gods and facets may prohibit this 

   The Priest has a reduced obligation to contact the deity. At least one contact with any deity must be made as [45.8] and the contacts must be shared between the deities, but one contact of some form must be made at a minimum of once per month per god. The God will require that its festivals are observed. Failure to comply will result in the penalties of [45.8] to all religious success chances irrespective of deity. The same contact rules apply to retaining followers 

   All other restrictions and powers of Priests remain unchanged 

[45.13] In certain religions an Priest may officiate in rituals for all deities in a pantheon. 

   This is dependant on the pantheon and generally only occurs in societies that do not have the centres of population to allow the Priests to specialise. If an Priest wishes to become an Priest for an entire pantheon the following restrictions apply: 

1. The pantheon must have a unified overall philosophy and this must be specified in the pantheon’s description 

2. The Priest must perform a Ritual Purification [111.9](Q-8) or [32.2] in between officiating in rituals for the different gods or using a talent or spell or ritual of different deities. 

3. The Priest will have one body of magic spells, talents and rituals. These are for all deities. Their use might be modified depending on what deity the Priest chooses to serve at the purification ritual. 

4. The skills appropriate to a deity will receive a bonus to their success chance depending on what deity the Priest is purified for. This will be in the form of an effective increase in Rank. If the Priest is not Ranked in that skill the Priest gains no benefit. Generally this increase is at the cost of reduced effective Ranks in other skills. There is no reduced experience point cost to advance in Ranks for any skill 

5. Followers are as [110.7], except that the followers may follow the Priest in the rituals for all deities in a pantheon 

6. Any contact with any deities of the pantheon count as contact for all the deities, but a deity will require that his festivals are observed 

All other restrictions and powers of Priests remain unchanged. Wherever individual deities are mentioned in the rules the pantheon should be substituted.

46. Psychic Warrior

   Psychic warriors are fighters who have learned to 
combine the power of fighting with the ability to use their mind to augment their natural abilities. Psychic warriors strive for harmony of thought and action and believe that by training and practice they can make the mind and body work in deadly union. Psychic warriors must possess a minimum MA of 10 and be maximum Rank in their primary weapon before becoming a psychic warrior.

[46.1] Psychic warriors may choose one of the following abilities at each Rank certain abilities require that other abilities be chosen beforehand.

a) Telekinetic grab: You may telekinetically grab something within 10 feet per Rank. The object may weigh no more then 2 pounds per Rank. This ability cost 2 FT to use.

b) Telekinetic wielding: You may use a weapon with the same skill telekinetically. You may wield the weapon at a range of 5 feet per Rank at a cost of 1 FT per pulse. While wielding a weapon in this way you may move and converse, but not fight. You must possess telekinetic grab before gaining this ability.

c) Multi-wielding: You must possess telekinetic wielding in order to use this ability. This ability allows you to wield a weapon telekinetically while fighting, or you may wield two weapons simultaneously and choose not to fight. This ability cost 3 FT per pulse to use.

d) Push: You telekinetically push against an opponent or object forcing it back one hex.  You may do this in a gentle fashion for 1 FT, or forcefully for 3 FT and cause them to roll under 3 x AG to remain standing. Object wise you may push up to 25 pounds per Rank as a warrior. The range is 5 feet per Rank. You must possess telekinetic grab to use this ability.
e) Blood shift: You may subtly shift a person’s blood away from their head. This will cause drowsiness and disorientation. The person may resist by rolling under 3 x WP, if they fail they begin to fall asleep. If they succeed, they must roll under 4 x PC to see if they detect anything abnormal. This ability cost 1 FT to use and has a range of 10 feet per Rank. You must possess telekinetic grab before gaining this ability.

f) Psionic Movement: You use your Psionic ability to double your TMR for a pulse. You may also use it to leap forward 5 feet per Rank, or upwards 3 feet per Rank. This ability cost 2 FT to use.
Springboard retreat: You may leap backwards up to 5 feet per Rank and land safely on your feet for 1 FT. If you win IV you may leap and withdraw without any repercussion. This ability requires that you first possess Psionic movement.

g) Body equilibrium: You control your body in such a way that you can walk on water, across a spider web or other surfaces. This ability cost 1 FT per minute to use.

h) Expunge poison: By expending 4 FT you may expunge all poison from your body. This action requires you to do nothing else for that pulse.
i) Bond Weapon: You become bonded with a single weapon that you manage to psionicly conceal within your body.  By simple willing it to appear the weapon will be in your hand. This ability cost 1 FT to use.

j) Concussive force: You may add concussive force to your hits that do D+1 per Rank damage to your hit. This damage is absorbed by armour, but causes the target to be knocked back one hex if they fail to roll under 3 x AG.  This ability cost 1 FT to use per pulse.
k) Reflective barrier: You may create a barrier that reflects thrown and ranged weapons as part of a psychic defense. The barrier cost 4 FT and has an 8% chance per Rank of knocking aside a ranged attack. The barrier lasts for 1 minute per Rank.

l) Psychic catch: You may opt to catch an item that is thrown or shot at you by rolling under 6 x PC, if successful you catch the item right before it hits you. This ability cost 1 FT per attempted use. It can be set on “auto” but could serious deplete your fatigue.
m) Preconscious power: You mind stays alert even when you aren’t. You may wake from sleeping by rolling under 6 x PC, you may also use this ability to recover from being stunned, but not knocked out. If you successfully make the roll you may immediately use another psionic ability.  This ability cost 2 FT when it is successfully used.

n) Power hit: You may use your Psionic power to add to the damage of you hits but at the cost of less precision, -20% to hit but double damage. 1 FT per pulse to use.

o) Body Fuel: This ability allows you to convert 1 EN into 4 FT. This ability must be used at the beginning of a pulse.

p) Psionic fist: You encase your first with kinetic energy doing +1 damage per Rank. This ability cost 1 FT per pulse to use. You may spend 2 FT to make it +2 damage per Rank.

q) Spectral claws: You must possess psionic fist before taking this ability. When using psionic fist ½ the damage you do is transferred to your FT.  You may heal your FT with this ability but not surpass its normal total. This ability cost 1 FT to use in conjunction with psionic fist.

r) Deep breath: You may use your psionic ability to triple the holding capacity of your lungs. This ability cost 1 FT to use.

s) Telepathic Link: You may link you mind to that of another person. The range is 50 feet per Rank and cost 1 FT per minute to use.
t) Multi-link: You may link with 1 additional mind per Rank, you must possess telepathic link before taking this ability.  This ability cost 2 FT per minute to use and has the range of your telepathic link.
u) Implant Idea: You may suggest a simple idea to a non-hostile person. If they roll under 4 x WP they do not take the suggestion, if they fail they will follow the simple suggestion. This ability cost 1 FT to use. The idea is implanted in the person’s mind as the psychic warrior mentions it to them. This ability has the range of your telepathic link.

v) Telepathic location: Allows you to head in the general direction of anyone you have previously communicated with by means of the telepathic link. The ability cost 1 FT to use.

w) Extra strike: This ability is a result of your increased training as a fighter and does not depend upon any psionic abilities.


[46.2] Psychic warriors must pay 500 + 100 x Rank per year for training and maintaining their skills.

47. Riaj Nor

   The Brotherhood of the Riaj Nor is dedicated to protecting the lives of various individuals.  Often they are called upon by the powerful and wealthy to serve as bodyguards and protectors of individuals.   Only select individuals answer the call to the Brotherhood since service will often terminate in death.   
   Members of the Brotherhood are sworn to defend the life of their ward at all cost, and their special training allows them to carry out this duty most effectively.  While not as deadly as Gladiators, Riaj Nors are formidable fighters.   Their special abilities allow them to effectively carry out the duties of protection and security.

[47.1] To protect at all cost.

   Riaj Nors must be faithful in their efforts to protect those who have contracted with the Brotherhood.  Normal contracts will last anywhere from 1 week to 6 months during which time the member will faithfully carry out his or her duties to protect their ward.


[47.2] To Honor the Brotherhood.

   Members must be careful not to tarnish the reputation of the Brotherhood by activities that would impair their ability to protect, or would cause others to think less of the Brotherhood.   Lying, cheating, excessive drinking, carousing, and bar brawling are frowned upon by the Brotherhood and repeated neglect or abuse will lead to the member being barred from the Brotherhood and loosing the special abilities gained from membership.

[47.3] Death of Ward.

   Immediate suspension of special abilities takes place because of the bond that exists between the ward and the Riaj Nor.  The character must find the nearest Guild house so that a Ritual of Inquiry may take place to either reinstate the Riaj Nor or to lead to a period of suspension and purification.


[47.4] Support of the Guild House.

  Brothers must tithe 10% of the pay they receive from a contract; in turn they are able to call upon the knowledge and strength of the Brotherhood in their mission.   Support can be given in terms of knowledge available from Guild Scholars, possible equipment, or the military support of fellow members.  If Members seek assistance before going on an adventure they must pledge to tithe 10% of their monetary treasure to the Guild.


[47.5] Death of a Brother.

   When a riaj nor dies on a mission the Guild will conduct a Ritual of Inquiry to determine the nature of the attack and what retribution is necessary from the Guild.  Members above Rank 5 who die on a mission will be raised from the dead if at all possible, and the apprehension of the culprit will become the mission of that Guild house.


[47.6] Riaj Nors & adventuring parties.

  Player Characters who opt to pursue this skill can become bonded to a party member and will do their utmost to protect that member from death and potential harm.   The Brotherhood realizes that the nature of adventuring places the riaj nor and his ward in direct harm.  As such some of the stipulations are lessened because of the dangers inherit in adventuring.  Death of the ward does not lead to suspension of special abilities while adventuring, but abandoning the remains of the ward does.  The Riaj Nor must make it his top priority to return the deceased to the nearest safe haven for burial or resurrection. 

 
[47.7] Blood Bond.

  At the Guild House the riaj nor & his ward are bonded by special ritual that allows them to share some mutual awareness.   The degree of this bond increases with the training and Rank of the guild member.   The range of this special bond is 20 feet per Rank and the Riaj Nor may only be bonded to one person at a time.  The one exception of this is when a Riaj Nor reaches Rank 8 and gains an awareness of fellow members of the brotherhood.
 

[47.8] Immunity to Pain.

   Riaj Nors are immune to pain. They cannot be tortured or stunned.  

 
[47.9] Degrees of Awareness:

Rank 1:  A Riaj Nor is aware of the general health of the ward and overall general emotions.


Rank 4:  Riaj Nor is able to sense the presence of any poison affecting the ward or within 50 feet of the ward.   The Riaj Nor does not know the exact type of poison, just poison within the area or affecting the ward.


Rank 6: The ward and Riaj Nor establish a bond that allows them to telepathically communicate and the Riaj Nor can identify if any disease is affecting the ward or is an immediate threat to the ward.   Riaj Nor can identify poisons by rolling under 5 x PC + 4% per Rank after 6.


Rank 8: If separated from the ward the Riaj Nor can tell the general direction of the ward as well as the status of the ward in terms of health, poison and disease. This works within a range of 10 miles.  Riaj Nor is also able to identify if any spells are adversely affecting the ward within the normal range of the blood bond.  
   The Riaj Nor is also aware of the presence of any other Riaj Nor in the same area and communicates with them by expending 1 FT per person they contact.


Rank 10:  Riaj Nor can telepathically communicate with the ward at any range as long as they are on the same plane of reality.  The Riaj Nor is able to heal the ward of poison, disease or a spell by having the cure administered to him or herself.

[47.10] Danger Sense.

   The Riaj Nor’s chance of detecting an immediate threat to the ward is ([Rank x 4] + [PC x 2])%.  This detection only applies to the ward and the Riaj Nor.   Detection allows the Riaj Nor to identify an ambush, or potential assassination attempt or attack.  The Riaj Nor is able to act in a preventative manner giving a 1 Pulse warning for every two Ranks.  Thus a Rank 8 Riaj Nor has a 4 pulse warning before some danger occurs and can move to prevent it or place him or herself in the appropriate area.  Additionally, the riaj nor’s ability to detect natural traps and pits is increased by 6% per level.  This is regardless of whether he or his ward will be effected by them.

[47.11] Shared Health.

   Because of the special bond the Riaj Nor is able to sacrifice some of his or her FT to help the ward.  The range is the same as the awareness bond and allows the Riaj Nor to sacrifice 2 FT for one point of FT or EN for the ward at Ranks 1 – 4, 1 for 1 exchange at Ranks 5 - 7, and 1 for 2 at Ranks 8 – 10.  This exchange can only heal FT or EN loss caused by damage, poison, or disease and not by spell casting or using some other ability.


[47.12] Fighting Benefits:

   Immune to fright table and fear based spells.  +1 to IV with primary weapon at every other Rank starting at Rank 1.
   Extra strike with primary weapon at Ranks 4 & 8 +3% to defense at each Rank.

   If the Riaj Nor is fighting in an adjacent hex to his ward he may apply the defense bonus of the shield to his ward instead of himself.  


[47.13] Intercept Danger.

   At Rank 4 the Riaj Nor may intercept damage to the ward if danger is detected or if the ward is already involved in combat.  ([3 x AG] + [4 x Rank]) % chance of running in the way to take an on coming attack. The ward must roll under (2 x AG) to remain standing when pushed out of the way. The Riaj Nor can use this ability as long as the ward is within the TMR range of the Riaj Nor.  In effect the Riaj Nor forfeits attacks for that pulse in order to intercept the threat.  This must be done before the attacks are made on the ward. Even if the Riaj Nor looses IV he or she may still opt to defend the ward.  Riaj Nor may also sacrifice 2 FT to have a spell intended for the ward to target him or her instead.

[47.14] Increased Perception

   The riaj nor gains an addition of 1% per Rank to any check against Perception.

[47.15] Chosen Foe

   The riaj nor may choose a favored enemy that he will dedicate to thwarting in his life.  Such a chosen foe may be any monster listed in the DragonQuest Bestiary.  Generally, the chosen foe should impose some threat to the riaj nor’s ward.  A riaj nor gains a +20% bonus to his strike chance as well as a + 4 damage against this enemy.  At Rank 10, the riaj nor may choose a second enemy that he add to his mission in life.  He will gain +10% to his strike chance and +2 to damage when fighting this foe.

[47.16] Knowledge of his Foe

   The riaj nor adds 1% per Rank to any attempt to use knowledge concerning his chosen foe(s).

48. Samurai

   A samurai is a cultured soldier who strives to be courteous, brave, and unswervingly loyal to his overlord.

[48.1] A samurai may not use any shield.

[48.2] A samurai has the ability to fight in total darkness.

   Due to intense training in darkened conditions the samurai gains an additional +4% per Rank to his strike chance.  NOTE:  This may only be used to offset combat penalties due to lighting conditions.

[48.3] A samurai gains an addition of +2% to any use of the etiquette skill.

[48.4] A samurai is highly resistant to fear.

   A samurai gains +2% x Rank to any WP check involving fear.

[48.5] A samurai may resist pain.

   A samurai learns to isolate pain within their mind.  They are stunned when they receive damage equal to ¾ of their Endurance.  They also gain a bonus to recovery from Stun of +4 every 3 Ranks.  Samurai do not fall unconscious when their Endurance is reduced to 3 or less.

[48.6] A samurai may heal at an increased rate.

   A samurai adds +1 every 3 Ranks to his recovery.

[48.7] A samurai sleeps lightly.

   A samurai adds +5% per Rank to his chance to awaken from sleep if an opponent attempts to approach him.

[48.8] A samurai may go without sleep for extended periods.

   A samurai may go without sleep for up to 1 day (+1 every 3 Ranks) with no ill effects.  After the duration expires the Samurai must rest for 10 hours (+4 hours each additional day without sleep).

[48.9] A samurai learns to use his secondary hand.

   Due to intense training in the use of his secondary hand the samurai gains an additional +2% per Rank to his Strike Chance.  NOTE:  This may only be used to offset combat penalties due to use of the secondary hand.     

[48.10] A samurai gains an addition of +1% to any action involving horsemanship.

[48.11] A samurai gains the ability to jump from a prone position to a standing one almost instantly.

  The samurai using this ability may stand instantly when thrown from a horse, or after being thrown in a fight providing that he is physically capable of doing so (e.g. has not had a leg chopped off).  This does not require the use of an action in combat but does require a roll of (AG [+7 x Rank]) %.  If the samurai fails his roll, then standing up will require a Pass action.   If the roll is made or fails the samurai still takes damage from the fall.

[48.12] A samurai develops an awareness to his surroundings.

   Through his awareness the samurai is increasingly better at defending against attacks from his flanks and rear.  The samurai subtracts -3 x Rank from the penalty an attacker gains from a rear attack.

49. Scholar

     In most societies, there are those who spend their lives in the pursuit of knowledge.  They may be historians, philosophers, scientists, or monks adding to the lore that is collected in their libraries.  Their goals are discovering new knowledge as well as

preserving the old.  In a typical DragonQuest realm, not many people are literate; in fact, the majority of learning occurs through the verbal histories passed on by minstrels and troubadours and the telling of tales from father to son, mother to daughter.  There are,

however, those individuals who desire to learn more and they become Scholars, seeking out knowledge wherever it may be found and preserving their findings for the good of the whole realm.

[49.1] A character who wishes to be a scholar must meet certain minimum requirements for his Characteristics.

   A character who wishes to take the scholar skill must have certain minimum characteristics.  The character must have a minimum Language Competance of 15.

   If the character has less than the minimum Language Competance required to take the scholar skill, he may still do so, but must expend 10% more Experience Points to progress Ranks.  If the character has a Language Competance of 22 or more, he expends 10% less Experience Points to progress Ranks.
[49.2] A scholar must be literate.

   A character must be literate in order to choose this skill.  The character must be able to read and write at Rank 6 in one language to choose this skill.  When a scholar has reaches Rank 8, he must learn at least one additional read/written language at Rank 6 or better, and one spoken language at Rank 8 or better.

   Finally, a scholar may not advance to a Rank in scholar skill higher than his greatest Rank in reading and writing of any one language. 

[49.3] A character who takes the scholar skill learns languages with less effort.

   A character with the scholar skill is able to learn new languages with more ease.  A character with this skill expends only three-quarters the Experience Points necessary to learn new languages or to increase his Rank with languages already known.

[49.4] A scholar chooses an area of specialty at Rank 0, and gains new specialties as he increases in Rank. 

SPHERE: At Ranks 0, 4, 7, and 10, the Scholar may learn a Sphere of knowledge. Each Sphere provides a thorough grounding in the basics associated with it (see the individual Spheres for more details). If, at one of these Ranks the Scholar wishes to forego learning another Sphere, they receive an extra 8 Sub-fields (which may be traded for Fields as below).

FIELDS & SUB-FIELDS: At each Rank above 0, the Scholar receives a number of Sub-fields. They receive: at Ranks 1 to 4, 3 Sub-fields; at Ranks 5 to 7, 5 Sub-fields; and at Ranks 8 to 10, 7 Sub-fields. 3 Sub-fields may be traded for 1 Field. Any part of the Sub-field allotment may be retained and used in conjunction with the allotment received for further Ranks. Once a Scholar has achieved Rank 10 they may not Rank their Skill further, but may acquire new areas of knowledge. A new Sphere costs 8 weeks and 4000ep, a new Field 3 weeks and 1500ep, and a new Sub-field 1 week and 500ep. 

FIELD RESTRICTIONS: A Scholar must learn the relevant Sphere before learning any Field or Sub-Field within that Sphere.
THE SOCIAL SPHERE – The sub-fields of this Sphere include: Area, Race & History.  The fields of this sphere are:

· Art & Music

· Bardic Lore [legends, legendary heroes]

· Culture & Laws

· Ethnology

· Famous People [in a particular skill]

· Gladiatorial Lore [weaponry use, gladiatorial schools, traditions]

· History [ancient, modern, local]

· Literature

· Oracular lore [omens]

· Personality Lore [recognition of various emotional disadvantages in an individual]

· Philosophy

· Politics & Custom

· Religion & Theology

· Tribal Lore

THE MATERIAL SPHERE – The sub fields of this Sphere include: Area, Race & History.  The fields of this sphere are:

· Anatomy

· Astronomy

· Geography

· Geology & Mineralogy

· Lock Lore

· Metalurgy

· Oceanography 

· Poison Lore [various poisons and their attributes]

· Physics

· Sea Lore

· Wine Lore

THE MAGICAL SPHERE – The sub-fields of this Sphere include: Area, History.  The fields of this sphere are:

· College Lore (politics, famous people)

· Deities (pantheon, religion)

· Demonic Lore (demons, devils, pacts & invocations)

· Dragon Lore (type, genealogy, behaviour)

· Elements (any element or amalgam)

· Fantastical Beings (any group)

· Faerie Lore

· Lore of Darkness

· Magical Animals

· Magical Artifacts & Magical Items

· Magical History & Theory (college divisions, backfires)

· Magical Plants

· Mana Zones (places of power)

· Naming (structure)

· Other Planes 

· Planar Beings

· Sigil Lore [read & interpret various arcane symbols]

· Undead Lore [lesser & greater]

· Warding Lore [recognise wards and glyphs and deter-mine their type and purpose].

THE ANIMAL SPHERE – The sub-fields of this Sphere include: Area.  The fields of this sphere are:

· Apes & Prehumans

· Aquatic Mammals

· Canines

· Common Avians

· Felines

· Fish

· Great Land Mammals

· Insects & Spiders

· Lizards & Kindred

· Others [eels, krakens, octopi, etc]

· Small Land Mammals

· Snakes

THE PLANT SPHERE – The fields of this Sphere include:  Area.  The fields of this sphere are:

· Aquatic Plants

· Fungus

· Flowers

· Grasses & Cereals
· Herbs

· Magical Plants

· Root Plants

· Shrubs & Bushes

· Trees

   The scholar character will become especially knowledgeable in any topic that he chooses.  The character gains (Rank x 2) % in his area of specialty when attempting to answer a question.  

   If the Scholar wishes to gain additional areas of expertise after attaining Rank 10, he must expend 2,000 Experience Points for each new area of knowledge gained.   

[49.5] A character with the scholar skill must build and maintain a library in order to progress Ranks beyond Rank 2. 

   A character with the scholar skill must construct and maintain a library in order to proceed past Rank 2.  The initial cost of the library is equal to 10,500 Silver Pennies, for the construction of the library, and this process requires up to two years of game time.  In addition, the scholar must stock the library with books, scrolls, and other works at an initial cost of 3,500 Silver Pennies.  The scholar can pay 20% less than the standard cost, in which case the library is considered to be "poorly stocked" and suffers a -15% to all scholar skill rolls in the library.

   Conversely, a library is considered to be "well stocked" if the scholar pays at least 1.5 times the standard cost, and gains a benefit of +5% to all scholar skill rolls while in the library.   

   The character must pay a certain amount of upkeep per year to keep the library running smoothly.  The scholar must pay a sum of 10% of the library's initial cost in Silver Pennies per year to maintain the library and keep the place clean and organized.  If this sum is not paid, the value of the library is devalued by 20% (possibly altering its status as poor- or -well-stocked).  All libraries (be they magical or not, see Arcane Wisdom pg, 29) are rated by Rank; the Rank of the library is determined by the Rank of the scholar at the time the library was constructed.  The Rank of the library can be increased by one for each 5,000 Silver Pennies spend by the scholar willingly for this purpose. 

   The scholar can rent out the use of the library to others for a fee of approximately [(Library Rank x 10) + (scholar Rank x 5)] Silver Pennies per day.  Many scholars will charge a slightly lower fee to other scholars, but not to those who are obviously not scholars.

   While certain other charges, for quills and ink may be added on top, this fee is sometimes paid off in a percentage of the money owing to the scholar who borrowed the use of the library for the day.

   Furthermore, once a scholar achieves Rank 5, the structure and contents of his library are too big for the character to handle them alone.  If the character chooses to employ others in the library, he must employ a number of others equal to [(Library Rank/2 + scholar Rank/2] in the library.  He must pay his employees and assistants a sum that is no less than (Rank x 5) Silver Pennies per week, although it more common to pay them a wage of (Rank/2) Silver Pennies per day. 

   A scholar who is working in a library (assuming he owns it or has paid to work there temporarily) has a higher chance of successfully answering a question.  The maintenance of a library determines whether information can be found in it.  If the library is poorly

kept, add (« scholar Rank)% to the chance of successfully finding out the answer to a question.  If the library is well-kept, add [(scholar Rank x 2) + (Library Rank)] % to the success chance.  If the library is well-kept and the area of speciality is the one in question, add [{scholar Rank + Library Rank) x 3]% to the success chance. 

   As a general rule of thumb, a scholar will increase his chance of being able to answer a question contained within a library by (Library Rank x 2)%, but only if the library in question has information that pertains to the answer to that question. 

[49.6] A scholar has the ability to assess the value of an item that is relevant to his area(s) of specialty. 

   A scholar has the ability to assess the value and quality of any items that pertain to the area of his specialty as a scholar.  The minimum amount of time that must be taken for this endeavour is

equal to (12 - Rank) minutes, and this time can be increased by hours by GM, depending on the nature of the item, its rarity, and other factors that must be left to the GM's discretion.   

   The scholar's Base Chance of assessing the value of an item or object depends on the rarity and scarceness of the object in question.  The Base Chance of assessing a Common object is (PC + [Rankx10]) %, to assay an Uncommon item has a Base Chance of (PC + [Rank x 7]) %, and to assay an item that is Rare or Costly has a Base Chance of (PC + [Rank x 5]) %. 

   If the Games Master rolls equal to or less than the success percentage, the character is told the exact value of the item in question.  If the roll is greater than the success percentage, the Games Master tells the character a value that diverges from reality more sharply as the success roll diverges more from the percentage.

   An odd result means the quote is below the actual price, an even result means the quote is above the actual price.

[49.7] The ability of a scholar to answer a question is a function of his Rank, his areas of knowledge, and his racial specializations (if any).   

   A scholar is knowledgeable about areas of specialty, and is able to answer questions about the subjects that he knows.  The Base Chance that a scholar will know the answer to a question is equal to the formula [5 + (N x Rank x Difficulty Factor)] %.  The value of N will vary according to the expertise of the scholar in the area of knowledge to which the question pertains, as determined below: 

   N=1 if the Scholar has no specialized knowledge of the area in question. 

   N=3 if the Scholar has specialized knowledge of the area in question, but has not specialized by race. 

   N=5 if the Scholar has specialized knowledge of the area in question, and has specialized by race.  Note that the question must pertain to the race chosen, or the Scholar will be treated as not having specialised in the area of knowledge (i.e. N=1). 

   The Difficulty Factor (DF) is applied by the GM based on the difficulty of the particular question being answered.  This is entirely in the GM's hands, because it relates to the flow of information in his campaign.  As a guideline, a general type of question would have a DF of 5; a specific query would have a DF of 3, and a very exacting question would have a DF of 1 or less. 

   The GM should roll percentile dice, and compare the result with the scholar's success chance.  If the result is equal to 5% of the success chance the Scholar will be able to provide 3 facts concerning the subject.  If the result is equal to 15% of the success the scholar will be able to provide 2 facts concerning the subject.  If the result is equal to the success chance then the character has correctly divined the desired information and will able to provide 1 fact concerning the subject.  Otherwise, he is unsure of the answer to the question posed.  If the dice roll was greater than (90 + Rank) % (or was a roll of 100), then the scholar will unknowingly gives an incorrect answer (as determined by the GM). 

[49.8] A scholar who works in a library has a better chance of finding an answer to a question. 

   A scholar has a better chance of finding an answer in a library, and can determine the information in a shorter period of time if he has access to a library.  Libraries are considered to be of the Rank and Specialties of the scholar who built and stocked them. 

   A scholar will require an amount of time to find the answer to a question equal to ([50/Rank] + [DF x 5]) hours to possibly find an answer, but after that time has elapsed, the Difficulty Factor of the question is raised by the scholar's (Rank/3, round up).  Note that a truly simple question could take the scholar a mere hour, but this is at the discretion of the Games Master.  In a library, the scholar reduces the amount of time necessary to find the answer to a question successfully by (Library Rank/2) hours, with as minimum of one hour being spent in research. 

   Normally, if the scholar misses the roll by 10% or less, then they do know the information or it does exist in the library, but they cannot remember or find it.  In such cases, a second attempt can be made.  There should be a bonus on the second attempt if the

character takes some time to think about this or something happens that may jog their memory (ranging from +5% to +25%).        

[49.9] A scholar sometimes has a second chance to discover an answer.   

   If the question to be answered was posed during an adventure in which the scholar did not have access to his library, or the library method proved to be futile and the scholar has gained access to other written sources through the above method, he can attempt to roll again to see if he has discovered the answer.  The success chance remains the same.  If this attempt also fails, it can be assumed that with his present sources and knowledge the scholar cannot answer that particular question.  The only time another roll may be attempted for that question is when the scholar has subsequently raised his Rank, and only then if three months of game time have elapsed since the question was first posed.   

[49.10] A scholar has knowledge of the locality of other libraries in the world.   

   If a scholar is unable to divine the answer to a question, he may be able to know the location of a tome or scroll which would give him a second chance to attempt the answer.  The Base Chance that the scholar will know the location of such a tome is equal to his (Perception + [Rank x 6]) %.  Obviously, this knowledge does not allow for unforeseen circumstances, such as the book being recently stolen or on loan.  This success chance also applies to sources of information other than the written word, such as oracles, other scholars, and so forth.   

   Upon finding the new source of information, the scholar would either have a second chance to answer the question in the case of a written source (see 170.9), or simply gain whatever the source has to give in the case of an oracle or other scholar (presumably played by the GM).   

[49.11] A scholar will develop a good (if not photographic) memory for details of objects or events which he has spent time studying. 

   Since the scholar's interest is primarily concerned with gaining and preserving knowledge, a scholar will tend to study things that he finds of interest.  If possible, scholars will take notes on any such things, but in cases where that is not possible, they will

consign as much information as they can to memory for later recording.  The chance of success for correctly remembering details is ([PC x 2] + [Rank x 10]) % for a period of (1 + Rank) days.  For recalling information beyond that time limit, treat the scholar as 1 Rank less per day when determining his success chance.   

[49.12] A character with the scholar skill may charge a fee for answering questions and determining where answers to questions can be found. 

   A character with scholar skill may charge a fee for answering questions, and for determining where answers to questions might be found.  The costs of renting time and space in a library for use are covered above (see 170.7). 

   A scholar may charge a fee for assaying an item or object, usually of no more than (Rank x 5) Silver Pennies. 

   A scholar may charge a fee for accepting a commission to find the answer to a question equal to (Rank) Silver Pennies, and could even double this sum.  This fee serves as a retainer while the scholar determines whether to hear a question that a seeker of knowledge wishes answered, or whether the scholar attempts to determine whether he can answer a particular question to begin with. 

   In the event that the scholar decides to answer the question, he may charge a fee for these services equal to (30 + [Rank x 6 – DF] x 10) Silver Pennies, where "DF" is the Difficulty Factor of the question being asked.  A DF of 0.5 is an extremely, tough question

that could take weeks or even months of research to find the answer.  A DF of 3 is a question of average difficulty, which will be something of a challenge to the scholar but not all that difficult to find the answer to.  A DF of 5 is a question which is relatively simple and which the scholar will have a minimum time of

researching the answer.  Note that this fee may be charged by the hour, by the day, by the week, or by the month, at the discretion of the scholar and the Games Master. 

   If the scholar does not know the answer to the question and cannot research said answer, but does know someone (most likely another scholar) who can, he may charge the individual a fee of (Rank) Silver Pennies for his work to that point. 

[49.13] A scholar must pay [600 + (150 x Rank) Silver Pennies per year for several premium payments, guild fees, and other assorted costs. 

   If the scholar fails to pay these fees, he operates as if he were two Ranks less than he actually is.  If this Rank is reduced to a negative number, the scholar temporarily loses the use of this skill.  Furthermore, the scholar cannot advance in skill if there is no available library of Rank at least equal to the scholar's current Rank. 

50. Scribe

     As noted in the Scholar skill, the majority of the inhabitants of fantasy roleplaying games are illiterate, and bare 5% of the population would be able to read and write.  There are those, such as merchants, and others of the nobility, who are taught their letters

when they are young or who learn to read and write in secret, but by and large, they are the exception.  In a typical DragonQuest world, not many people are literate; in fact, the majority of learning occurs through the verbal histories passed on by minstrels and troubadours and the telling of tales from father to son, mother to daughter.

   There are, however, those individuals who make a living by writing down everything, from the day's events in their small village to the tax accounts of the local castle, from the story told by the young girl to her friends to the old knight recounting how his armour protected him at the Battle of Coldwell Pass and how he saw the young queen-to-be, Alethia, destroy the Shadow-born.  Such is the stuff of legends, and thus it is the duty of the scribe to preserve everything they come across in writing. 

[50.1] A character who wishes to be a scribe must meet certain minimum requirements for his Characteristics. 

   A character who wishes to take the scribe skill must have certain minimum characteristics.  The character must have a minimum Manual Dexterity of 15, and must have an Language Competance  of 15 or more to qualify as a scribe. 

   If the character has less than the minimum Manual Dexterity or Language Competance  required to take the scribe skill, he may still do so, but must expend 10% more Experience Points to progress Ranks.  If the character has a Manual Dexterity of 22 or more, he expends 10% less Experience Points to progress Ranks.  These costs are cumulative. 

[50.2]  A scribe must be literate.

   A character must be literate in order to choose this skill.  The character must be able to read and write at Rank 8 in one language and Rank 6 in a second language to choose this skill.   

   Furthermore, a scribe character must have a number of read and written languages equal to (Rank/2), not including Trade Argot.  In addition, he may not advance to a Rank in scribe skill higher than his greatest Rank in reading and writing of any one language. 

[50.3] A character who takes the scribe skill learns languages with less effort. 

   A character with the scribe skill is able to learn new languages with more ease.  A character with this skill expends only one-half the Experience Points necessary to learn new languages or to increase his Rank with languages already known.  Note that this only applies with written languages. 

[50.4] A scribe chooses an area of specialty at Rank 0, and gains new specialties as he increases in Rank. 

   A scribe chooses one area of knowledge in which to specialise when he achieves Rank 1, and may gain a new area of specialty at Rank 5, Rank 8, and Rank 10.   

   The list of areas of knowledge specialty are provided below.  These list of knowledge specialties is not exhaustive, and the Games Master should feel free to add other categories suite to his own campaign. 

     Language, Local Area
Magical Languages

     Language, Nation

Codes and Ciphers

     Language, Foreign

Cants, Guild     

     Ancient Tongues

Cants, Non-Guild

     Regional Dialects

Non-Human Languages

     Barbarian Languages
Other Planar Languages

     Runic Languages

Heraldry and Signs

   The scribe character will become especially knowledgeable in any area that he chooses.  The character gains (Rank x 2) % in his area of specialty when dealing with any language matter if it is relevant to his area of specialty.  If the scribe character wishes to do so, it is possible to specialise by race in any area of knowledge noted above.

   In the case of racial specialization, the scribe does not necessary gain the ability to scribe older versions of the language, unless he chooses to take this element of the specialty. 

   If the scribe wishes to gain additional areas of expertise after attaining Rank 10, he must expend 1,200 Experience Points for each new area of knowledge gained.                                                              

[50.5] A character with the scribe skill must have a workplace or shop in order to practice his skill by the time he reaches Rank 5, or he may not progress Ranks beyond this point. 

   A character with the scribe skill must have a workshop or place out of which to operate once he reaches Rank 5.  The initial cost on the shop or storefront is equal to [1500 + (Rank x 1200)] Silver

Pennies for the building costs, and an additional 600 Silver Pennies worth of initial stock to equip the place.  The scribe can pay 20% less than the standard cost, in which case the shop is considered to be "poorly stocked" and suffers a -15% to all scribe skill rolls in the shop.  Conversely, a shop is considered to be "well stocked" if the scribe pays at least 1.5 times the standard cost, and gains a modifier of +5% to all scribe skill rolls in the shop.   

   The character must pay a certain amount of upkeep per year to keep the shop or workplace running smoothly.  The scribe must pay a sum of 10% of the shop's initial cost in Silver Pennies per year to maintain the shop or workplace.  If this sum is not paid, the value of the shop or workplace is devalued by 20% (possibly altering its status as poor- or well-stocked).  All scribe workshops and storefronts are rated by Rank; the Rank of the shop is determined

by the Rank of the scribe at the time the shop was constructed.

The Rank of the shop or workspace can be increased by one for each 3,000 Silver Pennies the scribe is willing to spend for this purpose.   

   The scribe can rent out the use of work or shop space to others for a fee of 25 to 50 Silver Pennies per day.  It should be noted that the scribe to whom the shop is lent out must pay for materials and the like, in addition to the rental fee, but sometimes this is dealt with by the renting scribe paying a percentage of the profits on the item to the owner of the scribe workshop.  Once a character achieves Rank 6 in scribe skill, he is required to employ others in his workshop or space.  If the character chooses to employ others

in the storefront, he must pay his employee a sum of no less than (Rank x 3) Silver Pennies per day.  While this is not the fee that is most commonly paid to employees, it is the suggested amount. 

   A scribe who is working in scribe shop or storefront may increase his success chance with any of the tasks listed in this skill by (Shop Rank x 2)%. 

[50.6] A scribe has the ability to understand the written form of any language or writing he comes across. 

   While a scribe may not be capable of actually translating a given written document or set of writing (such as that found on a tablet in an ancient stone temple), he will have the ability to understand

the gist and basics of the document in question.   

   The Base Chance of this task is equal to [(PC x 3) + (Rank x 5) x DF] %, where the Difficulty Factor is a number that ranges from 1 to 5, based on the type of lettering, the sophistication of the content, and other factors left to the discretion of the GM.  If the character wishes to get the basic gist, this will require some (11 - Rank) minutes of concentrated effort; if the character wishes more than just a basic idea of the writing's content, this will take (12 - Rank) hours, with a minimum of one hour being required. 

[50.7] A scribe has the ability to translate any document or written item that he comes across. 

   A character with the scribe skill is knowledgeable about the translation of documents and items that have writing on them.  The Base Chance of the scribe being able to translate a document is equal to [(PC x 2) + (Rank x 7) x DF] %, where the Difficulty Factor is a number that ranges from 1 to 5, based on the type of lettering, the sophistication of the content, and other factors left to the discretion of the GM.  As a general rule, this task will take [50 - (Rank)] hours or minutes, depending on the complexity of the task, and the GM may choose to multiply this time by a variable factor

depending on some of the aspects of the task.       

[50.8] A scribe has the ability to assess the value of any items that is fashioned through the use of his craft. 

   A scribe has the ability to assess the value and quality of any item that is made of material that is relevant to his craft.  The minimum amount of time that must be taken for this endeavour is equal to [11 - Rank] minutes.  This might be applicable to an old

item with carved letters on it or a piece of parchment.  In order to assay the quality of a book and its binding, the scribe might require (11 - Rank) days of time to do so. 

   The scribe's chance of assessing the value of an item or object, depends on the rarity and scarceness of the item in question.  The Base Chance of assessing a Common object is [PC + (Rank x 12)]%, to assay an Uncommon item has a Base Chance of [PC + (Rank x 9)] %, and to assay an item that is Rare or Costly has a Base Chance of [PC + (Rank x 6)]%. 

   If the Games Master rolls equal to or less than the success percentage, the character is told the exact value of the item in question.  If the roll is greater than the success percentage, the Games Master tells the character a value that diverges from reality more sharply as the success roll diverges more from the percentage.  An odd result means the quote is below the actual price, an even result means the quote is above the actual price.

[50.9] A scribe has the ability to transcribe documents, word for word and illustration by illustration, with a degree of skill. 

   The character with the scribe skill has the ability to transcribe documents exactly as they appear, from words to illustrations, to other odd vagaries on the paper or parchment. 

   The Base Chance of successfully using this skill is equal to [WP + (MD x 2) + (Rank x 5)] %, and requires an amount of time equal to [50 - (11 - Rank)] hours for the work to be completed with (90 + Rank) % accuracy.  This time can be increased or decreased at the discretion of the Games Master, and tends to be a form of work that is very tiring and very tedious.       

[50.10] A scribe has the ability to create everyday items, as well as those with exceptional quality.  The latter ability is rarer than most would think, and therefore requires somewhat more time. 

   The scribe has the ability to create everyday items as part of his craft, such as scrolls, parchments, paper sheafs, ink, ink pots, and the like, and may also create books and the like.  This ability is dependent on the nature of the item to be created and the scribe's skill.  The scribe does not have to roll to create everyday items.  The minimum amount of time needed to create the item is equal to (11 - Rank) hours (and can be days at the GM's discretion).  However, a given item has a chance of being flawed equal to (15 - Rank)%.  If the item in question is one of the scribe's areas of specialty, he increases the Rank of his skill by 3, when determining if the item is flawed.  The Base Chance of

detecting the flaw in the item is equal to [(PC x 3) + (Rank x 7)] %.

   If the scribe detects the flaw, he may attempt to perfect the flaw, with a Base Chance of doing so equal to [(PC x 3) + (Rank x 6) - (Flaw Percentage)] %.  This extra work will add (11 - Rank) hours to time required to make the item. 

   A scribe can also fashion items of exception quality and beauty.  In this case, the scribe is required to make a Creation Roll.  The Base Chance is equal to [(WP x «) + (MD x «) + (Rank x 2)] %.  If the character fails to roll less than or equal to the success chance, the item or object will be of normal or slightly higher than normal quality.  The minimum time to create an item of exceptional quality is equal to at least +20% of the time to create an item that is normal for that craft field; in some cases, the time taken to create the exceptional item could be increased by as much as 75%.

   There is still a chance that the item created of exceptional quality is still flawed, and this chance is equal to (15 - Rank) %.  For every 10 points by which the success roll of creating the item was made by, reduce this chance of a flaw by -1%.  Note that the scribe has a Base Chance of [(PC x 4) + (Rank x 8)] % of detecting the flaw in an item of exceptional quality that he has made, but cannot repair or tidy up the flaw in question.  If a repair is attempted, the item will be treated as being merely of slightly above normal value. 

[50.11] A scribe has the ability to repair any paper or document that has not been damaged beyond repair. 

   A character with the scribe skill has the ability to repair parchments, papers, scrolls, and other documents that are capable of being repaired.  If the item in question is 80% damaged or more, the item cannot be repaired by the scribe, although the document can be re-transcribed (see 60.7), if such a thing is deemed worthwhile. 

   A scribe has a Base Chance of repairing a parchment or paper document equal to [(MD x 2) + (Rank x 7) - (% Damage of item)] %.  If the damage exceeds 80%, the document or scroll in question cannot be repaired.  If the scribe misses the success chance by less than 10%, the scroll is repaired but there is a flaw in it that the scribe can spot on a roll of [(PC x 4) + (Rank x 8)]%.   

[50.12] A scribe will develop a good (if not photographic) memory for details of objects or events which he has spent time studying. 

   Since the interest of a scribe is primarily the recording of information, either in accurate duplication or in a form to be preserved, the scribe will sometimes take notes on paper/parchment, but in cases where that is not possible, they will consign as much information as they can to memory for later recording.  The chance of success for correctly remembering details is [(PC x 2) + (Rank x 7)] % for a period of (2 + Rank) days.  For recalling information beyond that time limit, treat the scribe as 1 Rank less per day when determining his success chance.   

[50.13] A scribe has the ability to illuminate manuscripts.

   This is the ability to add images, colours, and other graphic enhancements into a document. (Think of monastics adding images to the Holy Bible). Depending on colours and details, this can get real expensive.  It can also be a nice intro to an adventure... Scribe needs rare items to create a particular hue for some ink, and hires party to find the items. The items are rather difficult to obtain (rare herbs in a valley protected by gryphons, blood of a giant snapping turtle, etc).

[50.14] A scribe has the ability to compose letters suitable for any occasion.

   The document will be the correct type, with appropriate levels of language. A letter requesting a loan of 10,000 gold crowns will be written in a totally different level than a love letter to the Duke's daughter. For anyone with a technical writing background, I'm referring to levels of register here, as well as the appropriate type of document.

[50.15] A character with the scribe skill may charge a fee for any services that pertain to his skill. 

   A character with scribe skill may charge a fee for any of the services covered under this skill.  In order to assess a written document or other item that has writing upon it, the scribe may charge up to (Rank x 3) Silver Pennies for the service.   

   The scribe can charge a fee of up to (Base selling price + Rank) Silver Pennies for any everyday items that he has made, and can increase that by (Rank x 4) Silver Pennies for items of exceptional quality and workmanship.   

   The scribe may charge a fee of [(Rank x 3) + (7 - DF)] Silver Pennies (per hour of work) for a mere providing of the gist of a written document or item, but may charge more depending on the item's difficulty and other factors as determined by the GM. 

   The scribe character may charge a fee for translating a document equal to [(Rank x 10) + (Number of pages)] Silver Pennies.  In the case of dangerous items or ones with potential dangers, the character may increase this fee by 20 to 40% (at the character and

the GM's discretion). 

   The transcription of documents, manuscripts, maps and other items is one that a scribe may charge a fee of [Rank x 5) + (Number of pages)] Silver Pennies for on a daily basis, until the job is done.  This fee is, again, at the discretion of the Games Master. 

   In order to repair a paper or other such item, a scribe may charge a fee of between 5% and 35% of the original cost of the item to be repaired.  This value may be higher or lower, depending on the materials needed for the repairs and their delicacy. 

[50.16] A scribe must pay a total of [(50 + (150 x Rank) Silver Pennies per year for various scribe supplies, such as paper and ink. 

   It should be noted that the scribe must pay for the use of a workshop or storefront to practice his skill if he does not own a scribe workshop or has not yet achieved Rank 5 in the skill.  See Section 60.5 for more details on this aspect of scribe skill.

This fee is separate from that noted above. 

   Furthermore, it should be noted that a scribe must practice his skill at least once every three months.  If he fails to do so, he is treated as if his scribe skill were two Ranks lower for the purpose of using the skill.  The modifier is cumulative for each three months that go by without the scribe practicing his skill.

   If the skill value becomes a negative number, the scribe loses 2 Ranks permanently, and the skill must be relearned back to its previous level.

   Halflings can develop this skill at 75% of listed cost. Many famous halflings have written stories about the adventures of their younger days.

51. Seahand

     On any world that is played using the DragonQuest game system, the odds are very good that there will be oceans and large bodies of water on which man (and other races) will wish to travel, engage in commerce, and of course, commit acts of piracy.  While the Navigator is necessary for guiding ships across the seas, these individuals would be relatively worthless if there was no one who managed the day-to-day chores of running and crewing the vessel.  The seahand is familiar with the handling of ships and boats, and is capable of working these ships and boats and surviving at sea. 

[51.1] A character must possess an Agility of at least 15 and an Endurance of at least 18 in order to take the seahand skill. 

   A character must have a good sense of balance and must be able to maneuver his body during choppy weather and the like while on board a sailing vessel, and thus must have a good Agility characteristic.

   In addition, the character must be able to handle the difficult weather at sea and smaller bodies of water, and thus must have an above average Endurance score. 

   If the character who wishes to take the seahand skill has an Agility or Endurance score below the minimum required, he expends 10% more Experience Points to progress Ranks.  If a character has an Agility of 22 or better, he expends 10% less Experience Points to progress Ranks.  The modifiers are cumulative. 

   Furthermore, any character who wishes to take the seahand skill must have at least one weapon at Rank 2 or better, and should have skill with the Dagger or the Knife at Rank 0 or better. 

[51.2] If a character’s Rank in Navigator is greater then his Rank as a Seahand, the character expends one-half the necessary Experience Points to acquire or improve the latter skill.

[51.2] A seahand is relatively adept at swimming and will rarely have problems in the water. 

   A character with seahand skill is treated as having a Swimming Skill at the equivalent of Rank 2, and may continue to purchase Swimming skill at one-half the normal Experience Points cost to progress Ranks.   

   It should be noted that most seahands will be able to swim and use the abilities under Swimming skill with no modifiers in normal seas and water.  Various modifiers should be applied, as per the various rules under Swimming skill (see Section 63), for rough seas, stormy weather, and the like. 

[51.3]  A seahand learns to climb through the rigging of ships with ease.

   Seahands are experienced at climbing ropes and receive a bonus of (Rank x 2)% to all attempts to climb made using the Climbing skill.   

[51.4] A seahand is able to tie a wide variety of knots, and can work rope and create interesting knots.  

   A character with the seahand skill is familiar with a wide variety of knots, and is able to tie a wide variety of different knots.  The seahand can create these knots with a wide variety of ropes (including hemp, twine, string, seaweed, vine, and other similar materials).  As a seahand progresses in the skill, he gains additional abilities at each Rank as noted below.   

   Rank     Abilities

   0-2
Identify basic knots; tie simple knots

   3-5
Identify any knot in common use, and most unusual ones; create/tie any knot on a ship; evaluate condition of rope; splice lines together to lengthen line; tie up persons securely (i.e., only a thief or a spy could get loose)

   6-8
Identify and unravel almost any knot; create own ropes, cords, and lines using materials; can repair rope (assuming materials and tools are available)

   9-10
Can unravel any knot; can repair any rope that is repairable; can create special items such as spider-silk rope; can tie anyone/anything up securely (ie., a Thief would use the Rank of the seahand as a modifier to undoing the rope or cords)

   The knots or rope that a seahand can tie become more reliable as he progresses Ranks.  The seahand has a Base Chance of ([PC x 2] + [Rank x 4]) % of knowing what a given knot is and how to correctly untie it.  The seahand has a Base Chance of ([MD x 2] + [Rank x 5]) % of doing up a knot correctly.  It will take a seahand (60 - Rank) seconds to tie a knot.   

[51.5] A seahand will become familiar with the handling requirements and the characteristics of an assortment of ship types as he increases in Rank with the skill. 

   As a character increases in Rank with seahand skill, he will become more familiar with the handling requirements and the characteristics of a variety of ship types.   

   At Rank 0, the seahand will be familiar with the rowboat.  At Rank 2, the character may choose to become familiar with one more type of ship.  This occurs again at Rank 5, Rank 7, and Rank 10.   

   The types of ships include Rowed craft (including canoes, rowboats, kayaks, and other small craft that are propelled by oars or paddles), Rafts (including pirous, rafts, and barges, and any other craft that is propelled by pole), Sailing Dinghy (including small sailing craft that are operated by 1 or 2 people and have a mast; this includes fishing boats and pleasure boats of merchants or the lesser nobility), Sailboat, Galley, War Galley, Caravel, and Catamaran. 

   A character may choose the same specialty a second time or a third time, and gains a +5 to the roll for each specialization taken in this fashion. 

[51.6] A seahand is familiar with the use of grappling hooks, and tends to be quite adept in their use. 

   All characters with sailing skill are familiar with the use of grappling hooks, and add a bonus of (Rank x 4) % when using a grappling hook as a weapon or during an attempt to use the hook for other purposes.   

   When using the grappling hook for such purposes as attack and defense, the seahand adds the Rank bonus noted above to the modified Strike Chance as calculated normally. 

   Grappling hooks and other items such as gaffs (see the weapon stats for this item) can also be used to entangle a character.  A successful hit means the weapon is hooked around the target's legs.

If the character misses the modified Strike Chance by less than 10 on the roll, the target is hit in the shins, instead of being entangled, and suffers (D10-3) damage. 

[51.7] A seahand is able to handle the ship in rough weather so as to reduce the risk of damage and loss. 

   A seahand gains the ability to handle a ship in rough weather, but the likelihood of preserving the ship in question is based more on the skills of all the seahands and seahands working at the time. 

The seahand has a Base Chance of maintaining a boat's speed.  The seahand can maintain the speed of the ship at (25 + [Rank x 5]) % of its optimum speed. 

   The seahand can predict weather at sea.  The character has a Base Chance equal to (Perception + [Rank x 3]) % of accuracy.  Generally, seahands aren't far enough out to sea to actually see the weather patterns building. 

   Seahands have a Base Chance of ([PC x 2] + (Rank x 3]) % of spotting non-magical dangers (submerged logs and/or rocks) in time to prevent mishaps.  If the roll is between 1 and 20 points over the modified Base Chance, the character sees the danger just before it hits, but is too late to prevent it. 

[51.8] Once a seahand has achieved Rank 2, he will become familiar with a number of crafts as he becomes involved in the repair and maintenance of his ship. 

   Once the seahand achieves Rank 2 in the skill, he will become familiar with the crafts of carpentry, sailmaking, and ropemaking.

   The seahand will be able to perform simple tasks under those crafts (see Craftsman Skill, 50) as if he were Rank 0 in those crafts.  If the character wishes to achieve Rank as a Craftsman in one of those crafts, they are considered to already be at Rank 0 for this purpose. 

   From a purely technical point of view, a character with Seahand skill can attempt to build a small boat, raft, or other such sea-worthy vessel.  This attempt should be governed by the use of Craftsman skill in both the time required to create such a vessel, and the actual skill chances of building such a vessel. 

[51.9] A Seahand can specialize in one particular craft.

When a Seahand reaches Rank 2 he may specialize in certain crafts which are restricted to seahands.  These include:

· Quartermaster:  ships stores, division of loot

· Master at Arms:  in charge of ship's weapons and security. Often the guy who wields the whip for flogging offences

· Petty Officer:  non-commissioned officer, akin to a lead-hand role

· Gunner:  works on the ships guns, aims and fires in combat, does general maintenance, also covers storage of powder.
[51.10] A seahand must spend a sum of (200 + [25 x Rank]) Silver Pennies per year for charts and maps, and to keep his seahand skills sharp. 

   A seahand who does not spend the above amount of money per year operates as if he were two Ranks less proficient in the skill.  This is accounted for by obsolete maps and charts, changes in waterways, and river paths, not keeping sharp with the skills associated with the maintenance and upkeep of boats, etc. 

52. Shinobi

  The Shinobi, "stealer-in" clans, may be found in the mountainous areas. They work for the great houses undertaking reconnaissance, spying, and assassination. A fully trained Shinobi will be skilled with many weapons (several concealable), unarmed combat, the Spy (or Thief) & Assassin skills, Stealth, Courtier (or Courtesan), and with Shinobi-jutsu, the "art" of the Shinobi, and Shinobi-do, the "way" of the Shinobi 

   Shinobi-jutsu and Shinobi-do are quasi-mystical skills and may only be correctly acquired at Rank 0 from a Shinobi-sensei (Teacher). Once acquired the skills may be Ranked normally, either with the Sensei, or with a student of higher Rank. It is not possible to increase Rank in either skill without the tutelage of a Sensei or a higher Ranked student. Should a character acquire the skills from a Shinobi who is not a Sensei they will have to pay double the normal EP costs and will never be able to Rank the skill above Rank 5. 

   Advanced forms of both skills are rumoured to exist but their secrets are well concealed by the Shinobi clans. 

[52.1] Shinobi-jutsu

(Note: A Character's Rank in Shinobi-jutsu may not be higher than their Rank in Unarmed Combat).

a) Basic Taijutsu: Acts as a bonus to Unarmed raising the Base Damage to D-2. In addition, the student may make Multi-hex Strikes. 

b) Iron Skin: By tensing specific muscles and rolling with blows the Student is able to lessen damage to their body. Providing that they are Evading and are aware of the source of the damage, the Student suffers 1/2 Ranks, min. 0 less damage from C class sources, and 1/5 Ranks, min. 0 less damage from B class sources.  This ability is not cumulative with armour, but the Student will receive the better of the 2 protections. 

c) Breakfall: By learning how to fall and roll properly the Student may reduce damage from Falling  or being Thrown (such as by TK Rage) by 1 (+1/Rank). 

d) Instant Stand: The Student learns to jump up from Prone almost instantly, providing that they are physically capable of doing so (e.g. has not had a leg chopped off). This does not require an action in combat but has a Base Chance of AG (+7/Rank). If the Student fails their Instant Stand roll then standing up will require a Pass action as normal. 

e) Flips & Leaps: The Student is able to leap 5 feet (+1/Rank) vertically. This requires a run-up of twice the height to be jumped. If no run-up is available then the height that may be achieved is halved. During leaps it is possible for the Student to change facing. If leaping over a opponent a comparison of IVs is made. If the opponent's IV is at least the (Student's IV -10), they may attempt an attack on the Student as they pass over. 

[52.2] Shinobi-do

a) Block Pain: The Student learns to isolate pain within their mind. They gain a bonus to recover from Stun of  2 (+4/Rank). Note that this is an advanced form of the Erelheine native Block Pain talent and is not cumulative with it, though the higher of the two may be used. 

b) All-round Sight: The Student becomes attuned to their surroundings and is increasingly better at defending against attacks from their flank and rear. Provided that the Student is capable of detecting an Attacker, the Attacker receives (3% x Rank) less advantage for attacking through a flank or rear hex, minimum of 0% advantage. 

c) Blind Fighting: The Student trains for long periods either blindfolded or in darkened rooms, and develops the ability to fight using other senses. If the student cannot see their opponent, but the opponent is not undetectable, the student has a chance of sensing them. The Base Chance of this is: PC (+5/Rank). This is rolled at the start of a Pulse and if successful the student's modifiers for lighting or vs. Invisible opponent are reduced by 5% (+3/Rank) in Melee, or 2% (+2/Rank) in Ranged combat, minimum 0. 

d) Resist Toxins: Through a mystical control of their body the student is better able to resist the effects of disease and poisons. The Student's chance of resisting or throwing off a disease or infection is increased by 5% (+5/Rank), and the damage taken from poisons is reduced by 1 (+1/2 Ranks). 

e) No Sleep: The Student is trained to do without sleep. They may go for a period of up to 1 day (+1/3 Ranks) without feeling adverse effects. After the duration expires the Student must rest for 10 hours (+4/each additional day without sleep). 

f) Kuji Kiri: By using the meditative technique of kuji kiri, "nine ways cutting", the student enters a form of trance. The Base Chance of achieving this state is WP (+5/Rank), with each failed attempt wasting 1/2 hour. Whilst using this technique the student focuses and regains their internal energies. Each hour spent meditating is equal to 2 hours of restful sleep. Whilst meditating the Student is oblivious to hunger, thirst, and harsh temperatures. In addition, a Rank 10 Student who rolls a triple effect for this skill will levitate a foot or so off the ground during the trance. The student does become less aware of their surroundings and suffers the same penalties on surprise or initiative as if sleeping. A student may remain meditating for up to 1 hour (+1/Rank), after which they may not use the meditation ability for a period equal to half the time spent meditating.  (This ability is rumoured to have additional applications if the student has acquired the advanced Shinobi skills). 

53. Soldier

Soldiers typically made up a large percentage of the medieval population.  Those who were healthy and somewhat intelligent were usually enlisted as soldiers in the local militia or army.  The career of a soldier also offered those with ambitions larger than being a peasant, the chance for a better life.  Soldiers who could follow orders and stay alive had the ability to become quite prosperous.  Soldiers develop skills that are invaluable while campaigning.

[53.1] Due to intensive drilling and strict discipline, a soldier is able to work longer and harder than a typical adventurer.

      Whenever a soldier is engaged in any sort of physical activity (i.e. Marching, laboring, etc.) they expend Fatigue at one lower level on the Fatigue Chart (see 86.9).  A Soldier functions at the lower level for 1 hour for every Rank achieved. 

[53.2] An essential duty of a soldier is to patrol and keep watch for intruders.

Whenever a soldier is actively patrolling or on sentry duty, [Rank x 2] is added to the soldier’s Perception when determining a successful Stealth attempt.  

[53.3] A soldier is easier to be rallied by a military scientist.

Whenever a military scientist attempts to rally a soldier, [3 x Rank of the soldier] is added to the military scientist’s success chance.  A soldier need not have drilled or campaigned previously with the military scientist to receive this bonus or be rallied. 

[53.4] The rigors of military life require a soldier to sleep when and where they can and are easily roused from sleep.  

        A soldier adds [Rank x 2] to any checks to determine if he is awakened from sleep, both normal and magical.  

        A soldier gains an additional 1 Fatigue/Rank recovery for any uninterrupted sleep over 6 hours.

[53.5] A soldier increases his chance to successfully use the Gambling skill by 1% per Rank.

[53.6] A soldier must pay (50 + [25 x Rank] ) Silver Pennies per year to keep his equipment in good condition.

54. Spell Slinger

   Spell slingers are those mages who have dedicated 
themselves to casting spells in rapid succession and 
manipulating mana in such a way as to allow one 
spell to follow after another.


[54.1] Improved Concentration.

    A Spell Slinger adds +5% per Rank to resisting concentration breaks.

 
[54.2] Spell Linking.
   Spell slingers are able to link various types of spell in rapid succession as they advance in Rank. The mage must first cast his or her first spell successfully and then follow it up with the second spell.  The following chart details what spell combinations may be linked as the mage advances in training. There is a risk to spell linking, if the mage backfires he or she adds +20% (-2% per Rank) to the effect roll of the back fire.
a) Rank 0-2: Attack spell followed by healing spell or terrain modification

b) Rank 3-4: Attack spell followed by personal modification.

c) Rank 5-6: Same spell may be cast two times in a row.

d) Rank 7-8: Triple linking of spells. Only two of the spells may be attack spells.  (If a third spell is linked the +20% to backfire effects remains in effect with no reduction. Third spell may only be linked if the first two were successfully cast).

e) Rank 9-10: Unlimited linking: As long as the mage does not backfire he or she cast as many spells as he or she has the FT to use. However, if they use more then 1/3 of their FT they must roll under 2 x WP to resist becoming stunned from the strain of casting. (Resist pain does not save one from this side effect.)

55. Spell-Weaver

   Spell-weavers are masters of manipulating mana.  They are able to control the effects of a spell in ways that most would never imagine.  This skill is very open ended and the GM should allow the mage that follows this path to exercise his creativity in weaving spells.

[55.1] Delayed Timing.  

Mages may cast a spell which has a delayed effect.  The spell may take place at any time during its duration, if it has one, or if it takes place instantly it may be delayed a Pulse per Rank in this skill.  If the target goes out of range the spell has no effect.

[55.2] Spell Sculpting

   The Spell-Weaver may decrease one aspect of a spell, equivalent to his Rank in this skill, in order to increase any other single aspect except Dame or Defence modifications.

[55.3] Spell Repeat

   The mage may opt to set one spell to automatically repeating a number of times equal to the Rank attained in this spell.  The mage decides which spell to use and then pays the required FT amount in advance.  The spell so cast will then function each Pulse until the spent FT is completely used.

56. Steward         

   Stewards are the people who are charged with keeping everything running smoothly. They are the officials who run estates for their lords, manage the accounting for businesses, deal with a myriad of legalities, and handle miscellaneous affairs of court. In general, stewards know the ins and outs of the legal and political systems.

 [56.1] A character who wishes to take the steward skill must meet a certain minimum when it comes to specific Characteristics. 

   A character who wishes to take the steward skill must show himself to be an individual of resolve and inner strength.  For this reason, a character must have a minimum Willpower of 12 in order to take the steward skill. 

   If the character does not have this minimum Willpower, the character pays an extra 10% in Experience Points to progress Ranks with the skill.  If the character has a Willpower of 20 or better, the character pays three-quarters the Experience Points to progress Ranks. 

[56.2] A character who takes the steward skill must learn dagger skill at Rank 1 before he can progress to steward Rank 2. 

   Characters with the steward skill face discipline problems, and occasionally threats to their life, as they become good at what they do.  Thus, a character who takes the steward skill must possess skill with the dagger at Rank 1 or better before he can progress to steward skill at Rank 2. 

[56.3] A character with steward skill must learn to speak a new language before he can achieve Rank 4 with this skill. 

   Stewards are very likely to be the first obstacle between their master and lord and the individuals who wish to meet with them.  Therefore, a steward must learn to speak a new language at Rank 7 or better before he can proceed to Rank 4 with the steward skill.    

[56.4] When a steward achieves Rank 2 with this skill, he must choose an area of expertise to specialize in. 

   Once a steward reaches Rank 2 with this skill, he must choose an area to specialize in.  The areas of specialty from which a steward may choose include:  Laws, Estate Management, Accounting, Service (Scullery, Maidservants, Butlers, and other waiting staff), or Government (Bureaucrat).  The character may choose a second speciality once he reaches Rank 8 with this skill. 

   If the character is attempting to use his steward skill within the area of his specialty, the character receives a bonus of (Rank x 2) % to any applicable skill rolls. 

   When a character is attempting to use his steward abilities in a task which does not fall within the range of their specialization, the character is treated as being one Rank lower in the skill. 

[56.5] A character with the steward skill is extremely knowledgeable about the demesne that he oversees or work in. 

   The character with steward skill gain knowledge of the demesne in which he works as he goes up in Rank with the skill.  As such, all lore and knowledge skills about the demesne gain a bonus of (Rank x 3) % when the steward has need of them. 

[56.6] A character with steward skill is knowledgeable about diplomacy and tact, and therefore more capable of dealing with officials. 

   A character with this skill is somewhat knowledgeable about diplomacy, tact, and other socially oriented skills, and thus can smooth talk, use tact, and be diplomatic when attempting to deal with officials and individuals of that ilk.  A character with steward skill gains a bonus of 2% per Rank when dealing with officials, and receives a bonus of (Rank)% when dealing with all others.   

   Both of these abilities allow the character to gain this bonus on any reaction rolls the character might be required to make. 

[56.7] A character with the steward skill is able to organize and direct individuals in non-combat related tasks. 

   A character with steward skill can organize and direct individuals in non-combat situations.  The number of beings that the steward can direct is equal to [(10 + Rank Squared) + (Willpower x 2)]

beings (round down). 

   The steward can attempt to direct more people than this, but that increases the likelihood of running into problems of some sort.

The efficiency of getting the task accomplished will decrease, and thus the work will be of lower quality and will require more time. 

   It should be noted that a steward can have other stewards under his direction, and these stewards may be directing other people as well.      

[56.8] A steward will know who is the appropriate person to talk to in governments and/or organizations. 

   As part of their jobs, stewards are very much in the know about who the right people to talk to for favours, speeding up business, and the like are in both government and other organizations.  The Base Chance of a steward being able to immediately make contact with the proper officials or individuals is equal to ([WP x 2] + [Rank x 5]) %.  It will take a minimum of (10 - Rank) minutes to deal with the people in front of this person, with a minimum of 1 minute being necessary.   

   Even if the steward is unable to reach the person directly, he will be able to reduce the time needed to get the proper paperwork done and red-tape cut by [Rank squared]%, although most of the time this will require a minimum of (10 - Rank) hours (with a minimum of one hour). 

[56.9] A steward will have to pay (500 + [100 x Rank]) Silver Pennies per year to maintain his image and status. 

   If the steward fails to pay this annual fee, the Steward will operate as if he were two Ranks less proficient at the skill. 

57. Streetwise

   Streetwise is a skill possessed by denizens of the street. It allows them to get around and avoid trouble that the unwary can find with ease. However, few are masters of this skill -- no more than a little knowledge is needed to operate in an urban environment, so few seek it. However, those that are familiar with the streets are usually those dependent on it for a living, whether this means they are an assassin, thief, or even a merchant that deals in certain "hard to find" goods. The streetwise person knows where to go to get rid of stolen goods, can recognize when a situation "just isn’t right", and becomes knowledgeable in the distinguishing of other streetwise people. In addition, the streetwise character becomes more than just passingly familiar with the dirty, close quarters fighting that goes on in the back alleys. A streetwise person is most comfortable in a city, where the back alleys lose their menacing aspect and become getaway routes.

[57.1] If the character’s Rank as a spy, thief, or assassin is greater than his Rank with the streetwise skill, the character expends one-half the necessary Experience Points to acquire or improve the latter skill.

   Note that the reverse is not true; a Rank 10 Streetwise character must still expend full experience in order to learn the spy, thief, or assassin skill.

[57.2] The streetwise character will not easily become lost in an urban setting.

   A character with streetwise can recall how to retrace his steps, and can memorize twists and turns in a route. He is able to pinpoint the direction in which his travel began (an arbitrary point), whether in an urban setting or not, within (10 - Rank) degrees. A streetwise character can also determine the distance and path he has traveled from his starting point, with an accuracy of (90 + Rank)%. The maximum amount of travel that a streetwise character can estimate is (1 + Rank) hours’ worth. A streetwise character must check every time this time limit is reached. This application of the skill is an exception to rule 48.4, regarding automatic success.

A streetwise character in an urban setting, if lost or searching for an alternate route, may determine the quickest path by rolling ([PC x 2] + [7 x Rank])%. The GM makes this roll, and if the roll is equal to or less than the success percentage, the streetwise character finds the shortest alternative route. If the roll is between one and two times the success percentage, the character is unsure of where to go, and may check again in (12 - Rank) minutes. If the roll is greater than twice the success percentage, the character decides upon a random route as being the best one available.

[57.3] The streetwise character can sometimes recognize an ambush in an urban setting before he (or his fellows) discovers it the hard way.

   A streetwise character has a ([3 x PC] + [5 x Rank]) chance to detect an ambush before it is sprung. Subtract 5% per Rank of the assassin/thief/streetwise character who set the ambush from the success percentage. This ability can only be employed in an urban setting.

[57.4] A streetwise character may attempt to track and shadow the progress of land-bound creatures through an urban setting.

   A streetwise character may only try to track and shadow a creature that he sees or saw recently (within the past [Rank x 10] seconds). For example, if a person (Ranked 5 in streetwise) is tracking a knight, and the knight stays out of view for longer than 50 seconds, the trail grows cold due to the knight being able to take any number of routes, far too many to track through. This assumes that the person being tracked is attempting to lose his pursuer or is otherwise moving quickly.

   A streetwise character’s success percentage to track, assuming that his quarry is attempting to shake him, is (PC + [Rank x 6])%. This percentage is doubled if the quarry is unaware of the tracker. The success percentage is decreased by four times the Rank of the quarry in streetwise. If the GM’s roll on percentile dice is equal to or less than the success percentage, the streetwise character may track the target to his destination. If the roll is greater than the success percentage, the character loses track of the target.  To determine whether or not the target is aware of his tracker, use the normal stealth rules [83.3].

[57.5] A streetwise character can attempt to locate specific people or items in an urban setting.

   The streetwise character can attempt to make the acquaintance of various supra-legal entities, whether this means a local Thieves’ Guild, or a fence, or even assassins. Essentially, if the figure to be contacted has frequent dealings with the underworld, then a streetwise character can try to find them. The success percentage for this searching is (PC + [Rank x 10]). If a success is rolled, the desired figure is found -- whether or not they are happy at being found is another situation entirely. This skill requires (11 - Rank) days to utilize, and an expenditure of ([D10 x 30] - [Rank x 4]) Silver Pennies every time it is attempted (for bribes and other incidental costs), with a result of 0 or lower treated as 0. If searching for a specific underworld figure, such as Lenny the Fence, rather than just any fence, the success percentage is halved. If searching for a non-underworld figure, such as a specific Baker or other accessible person, the success percentage is doubled, the time is halved, and there is no cost associated.

   A streetwise character may also employ this process to locate specific items for sale, such as stolen goods or poisons. The character receives a reduction to the price of such black market items, dependent on the nature of the item:

Item type Discount to streetwise character

Common [5 x Rank] %

Uncommon [2 x Rank] %

Costly or Rare [1 x Rank] % 

When employing this ability to search for items, the cost (listed above) is halved. No money need be spent if the character has previously contacted the merchant he wishes to purchase from.

[57.6] A streetwise character increases the chances or performing any action requiring stealth in an urban setting by 1 per Rank he has achieved with this ability.
[57.7] A streetwise character increases his effectiveness in Close Combat by adding 1 per Rank he has achieved with this skill to all Strike Chances in Close Combat.
[57.8] A streetwise character can specialize in one particular culture.

   When a streetwise character reaches Rank 2, he may choose one culture as his specialty (whether national or racial). When a streetwise character performs an ability in the culture of his specialty, he receives a (2 x Rank)% bonus to his success percentages.

[57.9] A streetwise character may increase the chance of a favorable reaction when encountering another streetwise person.

   The Reaction Roll is increased by two per Rank the streetwise character has achieved. The character forfeits this bonus if he (or any accompanying party member) takes hostile action against the person.

58. Templar

   Templars are servants of the Church of Light.  Many who have the Templar skill are also Warriors, and Military Scientists, these servants are known as Templar Knights.  Most Templars serve a specific church, or Lord who embraces the Gods of Light.  Templars that wonder the land, and are not tied to a specific church are known as Paladins.  Templars follow a specific Code of Honour.  Only the most faithful, and dedicated followers are chosen to learn this skill.
[58.1] A Templar must belong to a Church of Light.

   The Templar is not required to declare allegiance to a specific deity at this time, but most do.

[58.2] A Templar must have a Piety of 15 or higher.

[58.3] A Templar must follow a Code of Honour.  

   A Templar must act with honour at all times.  This includes not lying, or cheating, and respecting legitimate authority.  A Templar must uphold and defend the Church at all times.  They must help those in need, so long as the help dose not oppose the goals of the Gods of Light.  A Templar must punish those that harm or threaten innocents, and members of the Church.

[58.4] A Templar must tithe to the Church.

   Many Templars give all their worldly possessions (except what they need to combat evil) to the church.  However, only a tithe of 50% is required.

[58.5] Templars must rely on their faith to succeed, not magic.

   A Templar may possess a maximum of 1 (+1 per Rank) magic items.  Magic items in excess of this limit should be turned over to the Church.  This may count towards the Templar’s tithe.  Templar’s view magic and mages with suspicion.  Potions made from the Healer skill are not considered magic for the purposes of this restriction.

[58.6] The Templars rarely accept adepts as members of their order.  

   If a Templar is also a member of a magic college (Thaumaturgies and Elementalism only) they may not advance beyond Rank two without significant reason.  (GM Note:  The player must impress the church in some way for each Rank gained above Rank two.)

[58.7] Templars that disobey the restrictions of this skill may be punished.  

   Templars who are tricked into breaking their Code of Honour may receive a gentle warning.  However those that disobey blatantly, and have free will, will lose some or all of their Ranks in this skill, and perhaps earn the wrath of the Church and the Gods.

[58.8] When fighting demon worshippers, undead, heretics or any worshippers of the Powers of Darkness the Templar gains +1% per Rank to Defence and + 1% per Rank to Magic Resistance.

   A Templar’s dedication to goodness grants great defense vs. evil.  When a Templar successfully resists evil magic there is no effect (half effects are ignored).  Holy defenses are a quasi-magical and thus does not stack with magic.  However, this power dose not fail in low mana zones.

[58.9] The Templar reduce all rolls on the Fear table by 10% + 3% per Rank.

   The Templar is fearless, and inspiring to his allies.  The Aura of Courage affects the Templar, and all allies with in 10’ +1’ per Rank.  For this affect to function properly the allies must be members of the same faith as the Templar.
[58.10] Holy Rage.  

   A Templar adds +1 to the damage he does with his primary weapon at Ranks 1 - 3 - 5 - 7 & 10 when fighting demon-worshippers, heretics, undead & any creature of the powers of darkness.
[58.11] Templars gain certain abilities with each Rank [if more than one ability is listed for that Rank only one ability may be chosen].  Each of these abilities may be used Rank + 2 times per day.

_________________________________________________

Rank 0 (1 FP):  Tactile Empathy: 90% + 1% per Rank.

   A Templar may lay hands and invoke empathy.  Empathy will let the Templar know the surface emotions of the target, and will also know what healing is needed.  Pass Action required.  This ability may only be used on those of the same faith.

____________________________________________________ Rank 1:  Sense Evil (2 FP):  (2 x PC) + (3 x Rank)

   Templars may sense the evil intent of others within range.  The range of this ability is 30’ + 2’ per Rank.  When using this power it may be used on an area giving a general reading, or it may be concentrated on an individual or entity.   If focused on an entity the GM may allow the entity a PC checks to resist (DF is the GMs discretion).  Generally the greater the evil the easier it is to detect.  Pass Action required.  





Or

Rank 1: Sense Undead (2 FP): (2 x PC) + (3 x Rank)

   Templars are able to sense the presence of the Lesser Undead within an area of 4 hexes (+ 4 additional per Rank).





Or

Rank 1: Blessing (2 FP): (2 x PY) + (3 x Rank)

   The Templar may bless a person who is a member of the church, for the next Rank hours, the person will get an addition of +1%/2 Ranks (round up) to all actions they undertake as long as they are in accordance with the church.  The casting of spells does not fall in this category.  It costs 2 points of Fatigue to use this ability.

____________________________________________

Rank 2 (3 FP):  Cure Disease and Infection:  (2 x PY) + (5 x Rank)

   Templars have the ability to use their faith to cure themselves and others.  Using this ability takes 30 (-2 per Rank) minutes.  The ability may only be used on those of the same faith as the Templar.





Or

Rank 2 (3 FP): Resist the Lesser Undead: ([2 x EN] + [5 x Rank])  

      The Templar may resist the special abilities of the Lesser Undead.





Or

Rank 2 (3 FP): Recognise Evil: (2 x PC) + (2 x Rank)

   The Templar will be able to determine whether a person or creature is a servant of the Powers of Darkness, this includes those who have made pacts with them, bargained with demons and the like.  It will not determine whether or not a person is evil, just whether that person has a direct connection with the Powers of Darkness. 

 ____________________________________________

Rank 3:  Stun Recovery:  ([3 x PY] + Rank + current fatigue). 

   A Templar’s mental discipline, and great faith allow them to recover from stun quickly.  Also if a Templar is stunned before their turn and then recover on their turn, then they may act.  However, if their first attempt to recover from stun fails then they must roll at the end of the pulse, and may not act in that pulse.





Or

Rank 3 (4 FP): Stop Bleeding: ([2 x PY] + [5 x Rank])

   Templars are able to stop bleeding caused by wounds from magic or weapons. Whenever they touch a patient the bleeding will immediately cease.





Or

Rank 3 (4 FP): Resist Greater Undead: ([1 x EN] + [5 x Rank])  

   May resist the life draining effects of the Greater Undead.

____________________________________________

Rank 4:  Battlefield Healing (5 FP):  (2 x PY) + (5 x Rank)

   Templars have the ability to heal endurance on the battlefield.  The amount of endurance healed is equal to the Rank of the Templar.  Pass Action required.  If this ability is used outside of combat then the Base Chance becomes 90% + 1% per Rank, and takes 10 minutes. 





Or

Rank 4: Repel Undead: (PY + [5 x Rank]).  

   The Templar is able cause undead creatures to flee the presence of the Templar.  Modifications to this chance are:

Undead                                Modifier           FP Cost

Banshee


-5%

4

Berbalang                                  N/A

0

Brother of the Pine

+5%

4

Chalchi 


+5% 

4

Cihuate 


0% 

4

Dullahan 


-5% 

4

Malingee 


-5%  

4

Poltergeist 


-5% 

4

Mummy 


-10% 

4

Skleros 


+5% 

4

Siren                                          N/A 

0                                  

Ghost, Revenant

-5%

4

Ghoul, Baka, Ghulah
 
  0% 

4

Skeleton, Zombie

+5% 

4

Nightgaunt


-10% 

4

Crypt Stalker


N/A

0

Druj Nasu


-15%

6

Chullpas 


-20%

8

Lhiannan Shee


-35%

8

Phantom 


-10% 

8

Water Sheerie 


-15% 

8

Wendigo


-30% 

8

Wight



-15% 

8

Wraith



-25% 

8

Spectre, Vampire

-35% 

8

Consecrated Ground 

+35%

   The creature will not be able to near the Templar for a number of minutes equal to the Rank of the Templar, if attacked they will be able to retaliate.  If the roll is 5% of the required number the creature will be 

_____________________________________________________

Rank 5: Luck of Angels (6 FP)                                    

   By the time a Templar has achieved Rank five they receive the favour of the powers of light.  In times of great need, and when working toward the goals of the Powers of Light, the GM may adjust the roll by up to 3 in favour of the Templar.  GM Discretion is needed and this ability should not be abused.  This ability can be used as often as the GM desires.                                            





Or

Rank 5: First Strike (1 FP)
   Gain first strike during the first round of melee combat with Devils or the Lesser Undead [Player’s choice but it must be chosen when this Rank is reached].

_____________________________________________________

Rank 6:  Lesser Banishment (7 FP):  ([2 x PY] + [5 x Rank] – [2 x WP of target])

   A Templar by holding forth their holy symbol may banish (lesser) summoned beings back to their home plane.  This ability requires a Pass Action, and may only be attempted once per pulse.  The minimum chance for this power is Rank %.  This ability costs seven points of Fatigue to use.





Or

Rank 6: Summon Strength of Faith (7 FP): ([2 x PY] + [5 x Rank])

   A Templar may add his PY to his PS for 1 (+1 per Rank) Pulses.  This will affect all Strength rolls and all damage rolls to which such strength is applied.

_____________________________________________________

Rank 7: Aura of Radiance (1 FP per Pulse): ([3 x PY] + [2 x Rank])

   A Templar may call upon the Gods of Light for protection, and to harm the undead or demonic being [player’s choice as to which].  The Templar’s aura is now visible as a soft blue-white light.  All undead [or demonic beings] within 10’ +1’ per Rank must roll (2 x WP) or take D+1 damage.  The aura last for Rank pulses, and the undead must roll each pulse to resist.  Invoking the aura requires a Pass Action.  The aura also absorbs 1 (+1 per 2 Ranks) DP from the touch of Greater Undead [or demonic beings] (only affects the Templar).  





Or

Rank 7: Aura of Health (1 FP per Pulse used):  ([3 x PY] + [2 x Rank])

   The Templar also radiates an aura that makes attacks by disease bearing opponents falter.  When these opponents fight a Templar they must subtract 20% in melee combat.

_____________________________________________________

Rank 8:  Holy Wrath (9 FP):  ([2 x PY] + [3 x Rank])

   By holding forth their holy symbol a Templar may cause Undead [or demonic beings] to roll on the Fright Table.  Lesser Undead [or Devils] may resist this by rolling willpower or less, and Greater Undead [or Demons] roll (2 x PY) to resist.  A maximum of Rank lesser undead [or Rank/2 Devils], or one greater undead [or Demon] may be affected.  A result indicating death causes the undead [or demonic creature] to be consumed by holy fire, and is destroyed.  Add 3 x Rank to the Fright Table roll.

 _____________________________________________________                                    

Rank 9: Banishment (10 FP): (2 x PY) + (4 x Rank) – (2 x PY of target)

   A Templar by holding fourth their holy symbol may banish summoned beings back to their home plane.  This ability requires a Pass Action, and may only be attempted once per pulse.  The minimum chance for this power is Rank %.  

_____________________________________________________

Rank 10: Dispelling (11 FP): (2 x PY) + (4 x Rank) – (2 x Spell Rank)

   By using the power of their faith a Templar may dispel evil magic.  This power requires the Templar’s holy symbol to be held fourth, and requires a Pass Action.  Dispelling can only be attempted once per pulse, and a Templar may not attempt to use Greater Banishment and Dispelling in the same pulse.

   A Templar by holding fourth their holy symbol may banish summoned beings back to their home plane.  This ability requires a Pass Action, and may only be attempted once per pulse.  The minimum chance for this power is Rank %.  

59. Totemic Warrior

   Totemic warriors are fighters who have adopted a particular animal spirit as their totem.  The particular animal must be chosen when the character first starts to learn the ceremonies associated with this skill.  If at any time a totemic warrior kills an animal associated with his totem his abilities will leave for a period of 12 months (-1 month per Rank).   

   Magical or enchanted animals may not serve as totem spirit for a warrior.  Totemic warriors may not wear metallic armour and automatically acquire a phobia of fire [4 x WP].

[59.1] A totemic warrior may become possessed by his totem.

   A totemic warrior may request that his totem take possession of him.  While possessed the totemic warrior may use any or all of his abilities.  His Base Chance for successfully achieving possession is ([WP x 2] + [6 x Rank]).  A successful totemic possession is tiring and once successfully achieved the totemic warrior expends 1 FT point per minute to maintain the possession.  The totemic warrior may end his possession at any moment he chooses.

[59.2] When possessed a totemic warrior gains the ability to transfer 1 point x Rank from any Characteristics to one favoured by their totem.

Canine Totem: Add to Endurance

Feline Totem: Add to Agility

Ape Totem: Add to Manual Dexterity

Great Land Mammal Totem: Add to Physical Strength

Lizard or Snake Totem: Add to Willpower

Common Avian Totem: Add to Perception

Aquatic Totem: Add to Swimming TMR (two points for hex of swimming).
   All totemic warriors add +1 to their TMR and add +10% to their Defence.  They also gain an extra attack each Pulse.

   When the totemic warrior’s possession ends all points so redistributed return to their normal characteristics.

[59.3] While possessed totemic warriors may speak the language of the totem animal.

   The Totemic Warrior may speak to the animal of his totem.  His fluency in this language is the equivalent Rank in a Language skill.

[59.4] While possessed totemic warriors may increase the chance of a favourable reaction from any animals associated with their totem.

   The reaction roll is increased by three for every Rank the totemic warrior has achieved.  This bonus is forfeited if any hostile action is taken against the beast.

[59.5] While possessed totemic warriors increase their natural armour.

   A totemic warrior gains 1 point of natural armour every two Ranks he possesses in this skill.

[59.6] While possessed a totemic warrior increases his stealth by 3% per Rank.

[59.7] While possessed a totemic warrior has a preternatural awareness of his environment.

   On a roll of 5 x PC or less a totemic warriors is able to tell whenever a strange creature comes within his area which extends for 1 mile (+1 additional every 5 Ranks).    If the roll is under 15% of the success chance the totemic warrior is aware of the exact type of creature that has entered his area.

[59.8] A totemic warrior may increase the chance of a favourable reaction from his totem animal.

   The reaction roll is increased by three for every Rank the totemic warrior has achieved when he encounters his totemic animal.  The totemic warrior forfeits this bonus if he (or another member of his party) takes any hostile action.

[59.9] When possessed by his totemic spirit a totemic warrior may eat any food that his totemic animal would eat with no ill effects.

   For example a totemic warrior may make a large intake of grass one of his meals with no ill effects.  He will gain the same result from such a meal as one composed of normal food.

60. Vampiric Thrall

   Vampires tend to look upon the living as food, servant or potential companion. Occasionally a vampire needs something more then the standard human flunky to manage his or her day time affairs. When the need for more muscle becomes apparent the vampire will seek out a particular individual with latent magic ability. The vampire will approach the individual with the offer of making him or her into a vampiric thrall. A vampiric thrall is a warrior that carries out the will of his patron during the daylight hours as well as developing fearsome powers of the night. This is a particular risky undertaking for both the vampire and his hunter. If the hunter refuses the invitation he or she will more then likely be killed. Ignoring the desires of ones patron has often led to the demise of many inexperienced hunters. The danger for the vampire is the power that is shared in creating a vampiric thrall can lead to his or her own destruction. 

   Vampiric thralls become very good a combating vampires and not a few have turned on their patron when they have gained sufficient power. 

   Vampires see vampiric thralls as an extension of their own power and as a means of eliminating personal threats.

   Vampiric thralls must possess a MA of 8 or higher and may not be a member of a magical college. They must drink the blood of their patron to form a bond that give them access to more power and potential. As they advance in their training the vampiric thrall gains various abilities. 

[60.1] A bond of blood is established between the vampiric thrall & the patron vampire whom he serves. 

   When a Vampiric Thrall drinks of the blood of his or her patron they gain an innate awareness when it comes to finding his or her patron. This ability works over any distance and gives the Vampiric Thrall an “inkling” of the whereabouts of his patron.  The Vampiric Thrall may detect any other undead at a range of 50 feet + 50 per Rank if they concentrate for 2 pulses.  They will know how many lesser undead are in the area of their scan as well as the presence of any greater undead. They will not know any particulars, just numbers.

[60.2] A character with the Vampiric Thrall skill feels energized at night.

   The blood of his patron allows the Vampiric Thrall the ability to see at night at a range of 100 feet as if it were daylight. During the night the Vampiric Thrall is more aware and responsive. All PC rolls are made 1 factor higher and they gain +5 to IV at night.

[60.3] A character with the Vampiric Thrall skill may transform his nails into claws.

   The hands of a Vampiric Thrall become claws with long nails that can be used to pierce, slash or pummel. The Vampiric Thrall must state which class he is using with his claws. They do +10% +2 more damage.   If 15% is subtracted from the Vampiric Thralls Base Chance while using this ability they have inflicted an injury which, in addition to the above damage bleeds at the rate of 1 DP/Pulse. 

[60.4] A character with the Vampiric Thrall skill increases his natural abilities.

   A Vampiric Thrall adds + 2 per Rank to his Strength & + 1 to his TMR for 1 Pulse [+ 1 additional every 2 Ranks] at a cost of 1 FT.   

[60.5] A character with the Vampiric Thrall skill may regenerate at a rate of 1 point per 10 minutes.

61. Wali (Islamic Prophet)

   The concept of an "Islamic Prophet" is actually something of a contradiction in terms, for one of the cornerstones of Islamic belief is the acceptance of Muhammad as the last and greatest of Allah's prophets (the "Seal of the Prophets"). Despite this, in the years following Muhammad's death, a theory of Islamic "sainthood" arose. The basis for this belief was founded in the Koran, and the great spiritual masters came to be known as Wali, meaning a Friend to Allah. Such persons could intercede with Him on behalf of others, and their intercession could have visible results in this world. 

   Wali are usually driven by a powerful inner vision, and tend to be intensely charismatic. They often arouse adulation and devotion amongst the Muslim world, but they also often arouse fanatical conflict and bloody wars. Such is the lot of one who is driven by desires that few understand. 

[61.1] Wali must generally act in accordance with Islamic doctrine. 

   Islamic doctrine is discussed at some length under the 'Ulama skill. In general, a Wali must follow the same guidelines. Some latitude is permitted here, particularly as the character attains higher Rank. The beliefs of Wali often differ from orthodox Islamic doctrine, in matters that might seem trivial to an outside observer. This is not the case, and terrible wars are sometimes fought over such matters. 

[61.2] The abilities which can be used by Wali are dependent on Rank. 

Rank     Ability                   FP Cost

  0
Prayer


-

  1      
Guidance

1

  2      
Revelation

-

  3      
Blessing

4

  4      
Vision


-

  5      
Divine Protection
-

  6      
Fanatical Followers
-

  7      
Voice Of The Prophet  10

  8      
Jihad


-

  9      
Healing Touch

1

 10      
Banish/Bind Spirit       10

[61.3] The abilities useable by Wali operate in the following manner: 

Prayer: This ability gives the Wali a constant awareness of both  the exact time of day, and the precise direction of the Holy City (Mecca). 

Guidance: After ten minutes of prayer, this ability allows the Wali to receive a general indication as to whether a particular action is likely to be beneficial or harmful. The success chance is equal to the character's Perception + (Rank x 5)%. 

Revelation: Upon reaching Rank 2, the Wali will become aware of his or her mission in life, usually through a powerful and unforgettable vision or omen. Revelation is a soul-searing experience that fills the character with a burning sense of purpose, and it will often determine how the character spends the remainder of his or her life. The specific nature of the revelation is best left to the GM, but consultation with the player is recommended. Wali that have experienced revelation gain +1 to their Willpower, and are rendered immune to magical fear (i.e. never need to roll on the Fright table).

]

Blessing: This ability allows a Wali to call down the blessing of Allah upon all those within earshot who are allied to his or her cause. Thereafter, if the cause is a just one, all those affected will gain a bonus to the success chances of all actions they undertake towards that cause. The bonus is equal to one-half of the Wali's Rank, and lasts for a like number of hours. It does not assist towards actions that contravene Islamic teachings, even if such actions will advance the Wali's cause.  

   If the Wali calls down the blessing of Allah upon a selfish or frivolous cause, or a cause that is in direct conflict with Islamic doctrine, those affected will suffer a penalty to their success chances rather than a bonus.  In extreme cases, the resulting consequences may be significantly worse. 

Vision: Upon receiving this ability, the Wali becomes so attuned to the Will of Allah that he or she begins to experience holy visions. The character must select one of the following two methods through which the visions will take place. 

Fasting: In order to behold a vision, the character must do entirely without food, and only drink enough water to sustain his or her life. The chance of a vision occurring via this method is a cumulative (Rank)% per day. While fasting, the character loses 1 point of Fatigue per day (Endurance when Fatigue is exhausted). These points are regained at the rate of 1 point every 2 days when the character begins eating and drinking properly. 

Sleeping: The character has a (Rank)% chance of experiencing a vision during each night's slumber, regardless of whether or not this is desired.  It is incumbent upon the GM to devise suitable visions beheld by characters. 

   They are generally an expression of Allah's Will, but are also often prophetic in nature. The result could be no more than the character being overwhelmed by an ecstatic sense of the splendour and majesty of Allah. On the other hand, the character could be filled with a holy purpose that sends him or her on a lifelong mission. Such matters are for the GM to decide. 

Divine Protection: The Islamic faith holds that Allah protects and defends his most devout servants. Upon attaining this Rank, therefore, the Wali gains the ability to have unfavourable dice rolls ignored and re-rolled. 

   During any one roleplaying session, this ability can be used a number of times equal to the Wali's (Rank - 4). Any dice roll may be affected, regardless of who it is made by, provided the Wali is directly involved. No single dice roll can be affected by this ability more than once, so the second roll is always final. 

Fanatical Followers: Upon attaining Rank 6, the reputation of the Wali begins to attract followers who are fanatically devoted. One follower is gained initially, and a cumulative one per Rank is gained thereafter (i.e. 1 at Rank 6, another 2 at Rank 7, a further 3 at Rank 8, etc). Fanatical followers are totally obedient to the Wali's will. They will defend their master or mistress from all danger, at the cost of their own lives if need be. They are always devout Muslims; beyond this, the GM must assign them appropriate character scores and skills. 

Voice Of The Prophet: Upon acquiring this ability, the Wali gains the ability to enthral and sway the opinions of others through the sheer force of his or her personality. In order to use the Voice of the Prophet, the character must be able to speak freely for as long as it takes to justify the point he is trying to make. The GM should require the player to act out this speech before permitting the ability to take effect.  

   When the Wali begins speaking, all those within earshot who are able to understand must make a Willpower roll (difficulty factor of 1). Those who fail will stand dumbfounded and entranced, unable to do anything except listen to the words delivered by the Wali. Characters that are of the Muslim faith do not gain the benefit of a Willpower roll.  

   On completion of the Wali's speech (which may last for anything up to an hour), all present must attempt a second Willpower roll. Those who fail will be profoundly moved and affected by the speech, and will do their best to do whatever the Wali has suggested. The difficulty factor on this second Willpower roll is dependent on how far these suggestions deviate from the listener's normal behaviour. For example, a speech to devout Muslims, trying to convince them to repent for their lapses of faith, is likely to attract a difficulty factor of 1 or even lower. At the opposite extreme, trying to convince a group of cowardly goblins to storm a dragon's cave would probably attract a difficulty factor of 5. Characters that are of the Muslim faith should generally be assigned a lower difficulty factor than those who are not. 

    Those not swept away by the speech will be left with a strong impression of its power and the charismatic personality of the speaker. Depending on their disposition, they may be disposed towards friendliness, or could denounce the Wali as a dangerous fool. In places where passions run high, it would not be uncommon for a brawl or riot to break out once the Wali has finished speaking. The GM must allocate probabilities for such occurrences taking 

place.  The Voice Of The Prophet can be used but once per day. 

Jihad: This is the ability to call the entire Islamic world to jihad, a Holy War. It is the duty of all Muslims to fight in defence of their religion, and jihad is regarded as an unavoidable obligation. There must be provocation from the parties against whom Jihad is called. The extent of the offence can be exaggerated, but this is a matter between the Wali, his conscience, and Allah. 

   Jihad is not a small-scale thing. It is not possible to call down a Holy War upon the head of Hassan the camel trader, who cheats people in the market every morning. Holy wars are fought to avenge attacks from neighbouring territories, or to reclaim sacred land that has fallen into the hands of infidels and idolaters. Wali who call jihad for trivial or unimportant reasons become the target of mockery and ridicule as word of their foolishness begins to spread.  

   All things being equal, a Wali can generally expect about [D+5] x 100 fighting men to arrive per month in support of a reasonable jihad. It is difficult to generalise, however, because the response can be influenced by a great many factors. Muslims who might be tempted to bury their heads in the sand will join up in droves if their homes and livelihoods are under imminent threat. A call to attack a powerful country with well-trained troops will probably meet with a less enthusiastic response than a call to attack a weak and poorly defended country. The reputation of the Wali who calls the jihad, though, is probably the single most important factor. The GM should carefully consider the actions of the Wali in his or her career to date when deciding how the Islamic world reacts to the call for a jihad. Any previous Holy Wars fought at the Wali's instigation will certainly be very relevant in this context. 

Healing Touch: This ability will simultaneously cure infection, cure disease, and cure 1D10 points of Endurance. Success is automatic in all cases, but the Wali can only use the ability on others. 

Banish/Bind Spirit: By invoking the name of Allah, this ability allows a Wali to either banish or bind extraplanar creatures (such as demons, devils, djinn, efreeti, elementals, and so on). The banishment or binding can be directed at only one entity at a time. Both abilities have a success chance equal to (Willpower x 2) + (Rank x 4).  

   A successful banishment will result in the affected creature being immediately expelled back to its plane of origin. However, this ability is so draining that the Wali will permanently lose 1 point of Fatigue each time it is successfully used (in addition to the normal Fatigue cost).  

   A less debilitating alternative is for the Wali to bind the entity concerned. This involves invoking the power of Allah to magically seal the entity within a small container of some kind. The binding can be done with or without conditions. If an entity is bound without conditions, it will be released and free to do as it wishes once the container in which it is bound is opened. An entity that is bound with conditions will be let loose once its container is opened, but it is then obliged to fulfil the terms that the Wali set upon its freedom. Examples of such conditions include 1,001 days of servitude to whomever has the container, or the granting of 3 wishes. The conditions cannot name specific persons or tasks, and must be phrased in very general terms. The power that constrains the entity is Allah's, and it is He that decides when the conditions for the entity's release have been satisfied. Cruel or unjust conditions are likely to be totally ineffectual.  

   Affected entities may attempt to passively resist the effects of a banishment or binding. A bonus of 10% applies to the entity's resistance if the Wali is attempting to perform a binding with conditions. 

[61.4] Wali are made welcome in most civilised areas of the Muslim world.  

   Wali may obtain free lodgings in any town or village within the Muslim world for as long as they wish. 

[61.5] Wali may attempt to convert unbelievers to their faith. 

   The GM rolls percentile dice to determine success or failure; the character's Base Chance is equal to his Willpower + (Rank x 3) - Potential Convert's Willpower. Player characters are not bound by the result when a this ability is used upon them. 

[61.6] The Experience Point Costs for the Wali skill are as follows. 

   The Experience Point costs for Ranks 0 and 1 are halved if the character possesses the 'Ulama or Dervish skill at a Rank equal to or greater than the Rank being purchased.

62. War Dancer

   War Dancers are warriors of the wind, and their reckless combat style embodies the fury of the storm. War Dancers believe their fighting abilities come from refined and purified passion, not the raw untamed passion of a berserker. War Dancers will not get drunk or use drugs, they will not frequent courtesans or gambling halls.  While not as well dressed as a Cavalier, they will not wear soiled or bloodied clothing in public.   War Dancers tend to wear flexible armour such as chainmail or scale, and never wear plate armour.  War Dancers prefer to use single handed swords or whips and will never use a shield.  

[62.1] A war dancer gains the ability to specialize in a weapon’s use.

   At Rank 8, a war dancer may choose one weapon to specialize in..  He may subtract 500 experience points from the cost per Rank to learn his weapon. The weapon the war dancer specializes in may never be learned above the rank the character holds in the war dancer profession.  At Rank 10 in the war dancer skill the character may choose to specialize in another weapon or to increase his speciality in the weapon already chosen [a double speciality].  A double speciality has no reduction in experience point cost but does give the character increased lethiality in his chosen weapon.  See 62.2.

[62.2] A war dancer increases the damage he inflicts in  combat.

   The war dancer has an increased chance of obtaining a critical or grievous result, as indicated below:

· Non-specialized Weapon - +1 Critical

· Specialized Weapon - +2 Critical

· Double Specialized Weapon - +2 Critical, +1 Grievous

   For example, a war dancer with a modified strike chance of 95 affects Endurance if they roll 14 or less and a grievous result if they roll 05 or less.  If the war dancer has this ability, and is a double specialist with his weapon, these numbers improve to 16 or less for a critical and 06 or less for a grievous.

 [62.3] A character with the war dancer skill decreases the modifier associated with a charge when he uses a sword or whip.

   A war dancer decreases the modifier associated with charging with a non-pole weapon by 5% (+1% x Rank) while using a sword or whip.  

[62.4] A character with the war dancer skill decreases the modifier associated with an attack while withdrawing while he is using a sword or whip.

   A war dancer decreases the modifier associated with attacking while withdrawing by +2% x Rank while using a sword or whip.

[62.5] A character with the war dancer skill decreases the modifier associated  with using a multiple attack.

   A war dancer decreases the modifier associated with a multiple strike by (+2% x Rank).

[62.6] A character with the war dancer skill may move an extra hex when performing a charge, withdraw or evade.

[62.7] A war dancer is able to maneuver far more easily in armour.

   The Agility penalty for wearing armor is reduced by 1 at Rank 8 and by 2 at Rank 10.  Thus, at level 8 a war dancer may wear a leather coat (normal Agility penalty of –1) with no penalty, or a chain shirt with a penalty of –2 instead of the normal –3.

[62.8] A character with the war dancer skill may make one extra attack at Rank 5.


[62.9] At Rank 8 a war dancer may make a spinning charge. 

   A war dancer may strike anyone they pass by once with their sword or whip, and if the war dancer’s IV is superior to that of his opponent then the opponent may not strike back.  The War Dancer may move his full TMR while executing this attack.

[62.10] A War Dancer increases his Defence in combat [excluding surprise situations] by 1% per Rank.

[62.11] At Rank 10 the war dancer may combine the charge, defensive withdrawal & evade actions in a single Pulse while armed with a whip or sword. 

63. Warrior

   The Warrior skill is designed for the specialised fighter character. A Warrior character is trained to be a successful fighter in ALL situations (hence the various weapons the warrior is required to be skilled in), knowing the subtleties of combat that a non-fighter will be unaware of.

   A Warrior must have a Physical Strength and Manual Dexterity at least equal to the average physical strength and manual dexterity for that character's race (e.g. for a human - 15).

[63.1] In order to advance past Rank 2, a Warrior must have Rank in the following:

· Unarmed combat

· A sword or hafted weapon, other than a quarterstaff, that does at least D+2 damage.

· A shield (other than a Main Gauche)

· A close combat weapon

· A missile weapon

[63.2] The warrior must keep all of these weapons at a Rank equal to or greater than half his Rank with the warrior skill. (This applies only when the warrior advances past Rank 2 in the Warrior skill.) 

   In order to specialise in a weapon (qv), the warrior must be at least Rank 0 in all of these compulsory weapons.

   The warrior may choose a weapon (which does not have to be one of the compulsory weapons listed above) in which to specialise. He receives certain bonuses when using his specialised weapon (qv). He may choose one weapon at Rank 0, another at Rank 5, and another at Rank 10. After Rank 10, he may NOT specialise in any more weapons. He may change a specialised weapon at the cost of 750 experience points for each Rank he has with the NEW weapon, and 1 week of practise for each Rank he has with the NEW weapon (he then loses all bonuses for specialisation with the OLD weapon). Instead of a weapon, the warrior may choose to specialise in mounted combat, in which case he adds [1.5 x Rank]% (round up) to any horsemanship roll whilst in combat, and, for those actions which require a certain Rank in horsemanship to be able to perform (see rule 87.2), the warrior acts as if he has Rank/5 (round UP) Ranks more to his current horsemanship ability.

[63.3] A Warrior cannot be a Mage or a Healer.  

   The GM may wish to rule that a Warrior may not be any of the following either:  Courtier, Troubadour, Merchant, Mechanician, Astrologer, Alchemist.  The reasoning behind this is that these skills require a certain delicacy or intellectual skills that a rough soldier is unlikely to have (but the decision is ultimately up to the GM).

[63.4] A Warrior adds [Rank]% to any strike chance ([2 x Rank]% for a specialized weapon).

[63.5] A Warrior adds +[Rank/4] (round down) to damage (+[Rank/3] (round down) for a specialized weapon).

[63.6] A Warrior adds [Rank]% to the chance of scoring an endurance hit ([1.5 x Rank]% (round up) for a specialized weapon).
[63.7] A Warrior adds [1/2 Rank]% to the chance of scoring a grievous injury ([Rank]% for a specialized weapon).

[63.8] A Warrior adds [Rank]% to his defence, and [2 x Rank]% when evading.
[63.9] A Warrior adds his Rank to his Endurance when calculating the amount of damage needed to stun him, and he adds [1.5 x Rank]% (round up) to his chance of recovering from stun.
[63.10] A Warrior adds [Rank]% to his chance of succeeding in the Willpower roll of rule 68.1 (when encountering creatures with a physical beauty less than 6).  

   If he fails the Willpower roll, the GM subtracts the Warrior's Rank from the dice roll he makes for the Fright Table.

[63.11] For any grievous injury caused by a Warrior, the Warrior's Rank is added to the dice roll for the Grievous Injury table.
[63.12] A Warrior always adds his Manual Dexterity to the Strike Chance of using any weapon listed in the weapons chart.

 For example he effectively can use all the weapons at Rank 0 (but if he wishes to learn a weapon, he must still first learn it at Rank 0). This does not apply to any new weapons introduced by the GM. (ie. it applies only to weapons listed in the weapons chart: not new, unknown, exotic weapons.)

[63.13] When a Warrior takes the Military Scientist skill, he spends three-quarters of the required experience points cost to advance in the Military Scientist skill while his Rank with the Warrior skill is greater than his Rank as a Military Scientist. The reverse is NOT true.

64. Weapon Master

   The weapon master is the warrior who dedicates his life to mastering techniques for fighting. Vast amounts of time and effort are required for developing the physical and mental discipline necessary. But because of this dedication and persistence in training, the weapon master is better able to handle him/herself in any combat situation.
[64.1] A Weapon Master must have a PS, MD and WP of 15 or higher to progress in this skill.

   Character’s with the Weapon Master skill gain a subtraction of –10% to the Experience Point cost if the character has a PS and/or MD of 20 or higher.

[64.2] A weapon master must have a weapon of at least one Rank higher than Weapon Master in order to increase Rank in this skill.

   This condition is considered satisfied if four weapon skills are at maximum Rank or he is specializing and the specialized weapon is maxed out. 
[64.3] A weapon master has an intuitive understanding of the function of weapons.

   A character with this skill will be able to utilize any simple weapon (i.e. one not requiring mechanical knowledge such as a catapult) at Rank 0 if unranked in that weapon. If the character wishes to take up Rank in such a weapon, he is considered to already have Rank 0 with it, and so must only start paying for Rank 1 and above.
[64.4] A weapon master is, through harsh conditioning of the reflexes, trained to fight more efficiently and instinctively.

   Due to this training, the weapon master adds his Rank with this skill to his Initiative when engaged in combat. Furthermore, this Rank is added to both the character's Base Defence and Strike Chance. The modifier to Defence does apply toward rear and flank attacks.
[64.5] Weapon masters can size up their opponents.

   Due to their training in combat, the weapon master is capable of judging another warrior’s fighting ability. They have a chance of ([3 x Perception] + [4 x Rank] - [2 x target’s Weapon Master Rank])% to use this ability, but must spend at least one turn watching the target fight (either taking a Pass action or by being engaged in melee combat with the target). If successful, the player can ask the GM one question regarding the target’s Rank with the weapon in use, Weapon Master skill, remaining Fatigue, Endurance, Strength, Agility or Manual Dexterity. Only one use of this ability is permitted per turn.
[64.6] Beginning at Rank 2, the weapon master can decide to specialize in one specific weapon skill or weapon type.

   The character must already have Rank with the weapon at least equal to the Weapon Master skill before he can specialize in it. This weapon skill is the only one that counts toward satisfying 64.2. For specializing in a weapon type, the character takes up the most expensive weapon skill of that type, and that skill must satisfy this condition.  
[64.7] If a specific weapon is chosen for specialization, the weapon master will have bonuses and abilities when using that weapon.

   If a specific weapon skill is chosen, then an additional amount equal to the character’s Weapon Master skill is added to the Strike Chance and Weapon Defence (SC only for ranged weapons) when using that weapon (in addition to the bonus described in 9.3). The chance of causing Grievous Injury or Endurance damage with that weapon is increased by 1% per Rank, and when rolling on the Grievous Injury chart, up to an amount equal to the Weapon Master skill can be used to modify the die roll (player's choice after the roll).

   This weapon becomes the "soul" of the character. The character will not use any other weapon if a weapon of this type can be used, and if the weapon is broken or dropped, the character becomes afflicted with a major curse resulting in a penalty of 10% on (a.) all chances if broken, or (b.) just combat rolls if dropped. This curse is lifted once the character inflicts a Grievous Injury with the weapon - thereby redeeming himself. Rank with the weapon must be at least as great as the Weapon Master skill. When training with weapons to increase Rank, one of the weapons being trained with must be this one, unless Rank with it is already maxed out.

[64.8] If a class of weapons is chosen, then when the character uses any weapon of that class, he/she will receive special bonuses.

   If the character chooses to specialize in a type of weapon, then the character must take up Rank with the most expensive (highest total experience cost to reach maximum Rank) weapon skill of that type, and Rank with that weapon must be at least as great as the Weapon Master skill (until maximum Rank of the weapon is reached). Rank with all weapons of that type will be treated as equal to the Rank in this one weapon (and therefore don't need to be advanced in Rank). Possible types of weapons to specialize in can be found listed at 17.2

   An additional 1% per 2 Ranks is added to the Strike Chance and Weapon Defence with these weapons (only Strike Chance for use with ranged weapons). The character will prefer to use one of these weapons if available.
[64.9] If the character decides not to specialize, then he gets no extra advantages with any weapon other than those described in 64.4, and 64.8.

   Abilities described in 64.10 (where applicable) apply when the character is using any weapon.
[64.10] If the character has chosen a specialty and later changes his/her mind, the specialty can be changed.

   He may change a specialized weapon at a cost of 500 experience points for each Rank with the new weapon, and will need 1 week of practice for each Rank he has with the new weapon (he then loses all bonuses for specialization with the previous weapon). 
   However, the Weapon Master skill is reduced to one-half its current Rank (round down) and any extra abilities not supported by the new level are lost. Any special abilities that were applicable only to the previous specialization are lost.
[64.11] The weapon master's body is conditioned to withstand pain and discomfort.

   Beginning at Rank 2, the character can resist temperature as in the Mind Magics talent of the same name (T-1, 37.3.1). The character's Rank with this Talent is 2 less than the Rank with the Weapon Master skill.

   At Rank 3, the character can resist pain as in the Mind Magics talent of the same name (T-2, 37.3, see also 14.15). The character's Rank with this Talent is 3 less than the Rank with this skill.
[64.12] Upon attainment of Ranks 2, and for each even Rank thereafter, the weapon master acquires a new ability of his choice.

   If the weapon master has chosen a specialization, then these abilities only apply toward use of that specialization. 

Increased damage - The character does additional damage equal to [Rank/3]

Add [Rank]% to Strike Chance.

Add [Rank]% to Weapon Defence.

Speed Draw - The character can prepare and strike in one movement with no negative modifiers. This ability may require the character to use a special harness or sheath for the weapon.

Parry - If an attack on the weapon master misses by 50 or more, then he/she may attempt a parry as if Evading. If the character is Evading, then he may attempt a parry if his opponent misses by over 20%. If the weapon master is executing a Defensive Attack, then he may attempt a parry if his opponent misses by over 30%.
[64.12] A Weapon Master has the option of learning different skills at additional Experience Point cost.

   If the weapon master has specialized, then these abilities (except for Draw on Inner Reserve) only apply to use of the specialization.

· Accuracy Training:- The wielder gains the ability to aim attacks with missile weapons, receiving a +5 bonus for each pass action (aiming) taken before firing or throwing the weapon. The maximum number of Pass actions that may be taken in this manner is equal to the Rank the Master has with the weapon. [5, 500]

· Ambidexterity:- A weapon master may train themselves to become ambidextrous. This skill must be learned separately for each combination of weapons the master wishes to use, and each weapon involved must be at least the required minimum Rank for this ability. Characters who are naturally Ambidextrous do not benefit from this training. [7, 500]

· Blade Mastery:- This technique can only be learned for Class B weapons rated for melee combat. Blade Mastery is the skill that a master of blades acquires in their perfection of the cutting attack. A blade master, while wielding their blade of choice, may attempt a single extra attack (with all applicable bonuses and penalties, as if the blade were given a fresh chance to strike again) against any target in Melee Combat if the blade master inflicts an endurance wound or grievous injury against any other opponent in Melee Combat. [7, 500]

· Blind-fighting:- The wielder gains a +2 per Rank bonus to counteract the penalties associated with Lighting Effects. [5, 200]

· Combat Awareness:- This skill allows the weapons master to track the movements of his opponents in combat. Specifically, it prevents opponents from being able to automatically enter Close Combat from the weapon master’s rear hex. The weapons master may attempt to repulse attempts to go in close from behind so long as he his armed with his mastered weapon. These attempts to repulse Close Combat attempts from behind are resolved as if the master had half his normal chance (including applicable skills), rounded down. Note that this ability is different from the Martial Artist skill of the same name. [5, 375]

· Compensatory Training:- The wielder gains a +2 per Rank bonus to Strike his opponent. However, this bonus is only applied to nullify negative Combat Modifiers (such as from the opponent Evading, the attacker lacking Fatigue, charging with a non-Pole weapon, target currently moving, etc.). This ability does not confer a bonus to strike opponents -- it can only be used to counteract penalties. This can only be applied to Combat Modifiers, and not Lighting Condition Modifiers or Miscellaneous Modifiers (see Blind-fighting and Multi-Strike Training). [5, 375]

· Critical Strike: - Add [Rank/2]% to the chance of doing a Grievous Injury or Endurance damage. The die roll on the Grievous Injury chart may be modified by up to [Rank with this skill]. [5,000]

· Crushing Blow:- This technique can only be learned for Class C weapons rated for melee combat. It involves training in the proper technique for striking with the most power, intending to overpower any defenses that the target may happen to mount. If the attacker is skilled in Crushing Blows and is wielding his chosen Class C weapon, he then suffers only half the penalty for the defender’s shield and/or evading bonus due to weapon Rank. [5, 450]

· Disarm Foe: - The weapon master can select to force his opponent to drop an item if he rolled less than 50% of his Strike Chance for an attack. The target takes 1 Endurance point of damage, and no other damage is inflicted. The weapon master must expend 2 Fatigue point to use this ability. [5,000]

· Distance Combat:- A weapons master skilled in distance combat has learned how to control the distance between himself and his opponent. For this reason, he enjoys two perks. The first is that if the weapon so mastered is rated for Close Combat, the wielder may reduce his opponent’s roll to repulse attempts to enter Close Combat by 3. The second is that the weapons master receives a bonus of 3 to his attempts to repulse attempts to enter Close Combat (so long as he is armed with the weapon he has trained in). [6, 325]

· Draw on Inner Reserve: - One physical attribute may be increased by 1 point per Rank for as long as the character maintains concentration. To implement this ability, the character needs to meditate for [50 - (WP + 2 x Rank)] seconds and it costs 2 Fatigue. [5,000]

· Combat Awareness: - The weapon master may attack one opponent in a non-melee arc. There is a -30% modifier for attacks into the rear arc, and -15% for attacks into the flank arcs. The weapon master must be aware of the opponents. These attacks cost 2 Fatigue per attack. Furthermore, the character can add half of their Weapon Defensive Value to defence against attacks from the rear. The weapon master’s rear hexes are considered part of his melee zone for purposes of opponents moving through them. [5,000]

· Feint:- The wielder receives a bonus of +1 DEF per Rank with the weapon (this can be applied with the Main-Gauche, but not other shields) -- this does not require the wielder to Evade in order to receive this benefit. The DEF bonus acquired in this manner applies ONLY to Melee attacks, and Close attacks if the weapon is useable in Close Combat. This does not combine with Marital Dodging. [5, 300]

· Fencing Training:- The wielder may apply a +3 bonus to his Rank when calculating the effect of Parries (see rule [17.4]), whether the Weapon Master is attacking or defending. [5, 000]

· Giant Slayer:- This skill prevents a multi-hexed creature from automatically being able to enter Close Combat with a single-hex creature. Masters that know this skill may attempt to repulse attempts to go in close by large creatures with half their total modified chance to repulse, rounded down. [7, 400]

· Movement Training:- The wielder can move an extra hex when charging with a non-pole weapon; as well, the wielder can move a single hex and attack without incurring any penalties with this weapon. This technique can only be employed with the weapon so trained in. [5, 500]

· Multi-Strike Training:- The wielder gains a +2 per Rank bonus to counteract the effects of Miscellaneous modifiers (including the off-hand penalty) when wielding this weapon. [5,500]

· Power Strike: - At a cost of 4 Fatigue points, the character does an extra amount of damage equal to (PS + Rank)/5. [5,000]

· Opportunity Striking:- The wielder can self-impose a -2 to his weapon’s DM, in exchange for a +15 to his weapon’s SC. If the wielder is at least Rank 8 with his weapon, he can apply another -2 DM / +15 SC if he chooses. This maneuver cannot be performed in conjunction with a Class B weapon Multi-Strike. [7, 350]

· Patience Strike:- The wielder gains the ability to aim melee attacks, receiving a +20 bonus for each Evade or Pass action that the wielder takes before striking. This bonus is extended only to the first attack made by the wielder (thus it will not apply to the second or subsequent attacks of a Multi-Strike). The maximum number of Evade or Pass actions that can be taken in this manner is equal to the Rank of the Master with his weapon. [8, 475]

· Power Striking:- The wielder can self-impose a -15 penalty to hit, in exchange for a +1 to his weapon’s DM. If used in conjunction with a Class B weapon multi-strike, the modifier will apply to ALL attacks of the multi-strike. If the wielder is at least Rank 8 with the weapon, another -15 SC / +1 DM adjustment may be applied. This adjustment can only be applied to Melee and/or Close attacks, and not Ranged attacks. This can be combined with Patience Strikes, but the penalty to SC cannot be counteracted by Compensatory Training or Multi-Strike Training. [7, 450]

· Quick Draw:- This ability allows the master to prepare his weapon in a flash of action. He does not have to spend a Pass action preparing the weapon, though attacking in the same round as the weapon was drawn incurs a –15 strike penalty (which counts as a Miscellaneous Modifier). This skill may only be taken with weapons rated for Melee or Close Combat. [7, 450]

· Secret Moves: - The character has mastered a secret attack which ignores the opponent’s defence. This can only be used once on an individual, and only if they have not seen the character use it before. It costs 3 Fatigue points. [5, 000]

· Shield Training:- This skill may only be used with shields (excluding the Main-Gauche). The weapon master may add +3 to the DEF/Rank bonus of their shield, effectively making Tower Shields +9 DEF/Rank, Kite Shields +8 DEF/Rank, etc. [4, 450]

· Special Training:- The wielder gains a bonus of +2 per Rank to perform any one special attack (as per [16.5]) with the weapon, so long as the weapon is capable of performing the maneuver. Entangling weapons can also apply this bonus as a penalty to the opponent’s roll to escape from entangling attacks. This may be taken multiple times in order to receive bonuses for different special attacks. This may not be used in conjunction with the Martial Artist ability, Unarmed Disarm. [6, 225]

· Spot Weakness:- The wielder can modify Grievous Injury rolls by ±1 for every two full Ranks with the weapon. [8, 500]

· Strike Training: -The Weapon Master has extended the capabilities with the weapon to an amazing level. This is the only skill that can be taken multiple times -- each time, it increases the Strike Chance with the weapon by 4. [max Rank w/ Weapon, 2000]

· Striking for Effect:- This technique can only be learned for a Class A weapon. Striking for Effect simulates the deadly accuracy with which a weapons master may strike at an opponent, specifically with the relatively light Class A weapons. The attacker may, by accepting a penalty equal to [10 + (4 x Protection of opponent)], strike the opponent in such a manner as to bypass the opponent’s armour, and hence, their Protection rating. Note that this only works on armored opponents, and the Protection used is the unadjusted, unenchanted Protection of the armor of that type. [8, 550]

· Weapon Breaker:- This skill is used by weapons masters to not only disarm their opponents, but to actually attempt to break their opponent’s weapon using their own melee weapon. The character so skilled must Evade, and receive a Riposte result. If this occurs, the opponent must make a weapon breakage test. If the test fails, the weapons master has broken the weapon of the opponent while disarming and riposting them. If the breakage test succeeds, then the opponent has still been disarmed and riposted as normal. The GM has final say as to whether or not an attackers weapon actually is capable of breaking the opponent’s weapon. [8, 425]

· Weapon Mastery:- This skill allows the weapons master to use a weapon in a form of combat it is not rated for. When this skill is chosen, the weapon mastered becomes rated for all forms of combat, despite whatever previous rating it had. It retains its normal values for those combats in which it has been rated; however, when used in a combat it is not rated for, it suffers the following modifiers:  [7,400]

	
	IV
	SC
	DM
	Range

	Close
	-15
	-30
	-3
	—

	Melee
	<As Crude Club; possible break on 90+ >
	<As Crude Club; possible break on 90+ >
	<As Crude Club; possible break on 90+ >
	<As Crude Club; possible break on 90+ >

	Ranged
	-10
	-65
	-1
	2


· Withdrawal Mastery:- This skill enables the weapon master to increase their DEF at the expense of their offensive capabilities. When withdrawing (offensive or defensive), the master may increase their DEF by an additional 20. [6, 400]
[64.13] The weapon master will put more time, effort and money into the care and maintenance of his/her weapon(s). This will cost (150 + [50 x Rank]) silver pennies per year.

   Failure to do so means that the weapon master will operate as if two Ranks less proficient. Any abilities not supported by the lower Rank are lost until such a time as the weapon master pays the requirements.

65. Wizard

   In ancient times past magic was not broken into separate branches as it is today.  In that age an adept could develop magic of any college.  However, this magic proved too difficult to control for the mortal mind.  Over time the use of mana would break the soul of the adept corrupting him for all time.  In that time there were great wars fought with powerful magic, and a great cataclysm that destroyed much of the land.  It has been millennia since those wars, and the mortals that lived found that by concentrating on a specific area of magic the mortal mind could develop reliable control over mana.  Alas some mortals cannot leave awesome power untapped.  Those that practice this skill are known as Wizards.   A Wizard focuses their powers through a Wizard staff, or similar item.  The Wizard staff works as a focus, and helps the Wizard control the powerful mana energies that have destroyed so many in the past.  Thus the Wizard practices the art of magic to its fullest potential.  While an adept is limited to a single college of magic, a Wizard learns magic far beyond these limitations.  Every Wizard has a Wizard staff through which much of his power is driven.  A Wizard creates a Wizard staff during their initial training using the Ritual of Creating a Wizard Staff.  Wizards have the potential to be very powerful characters.  Wizards often form organizations such as guilds or cabals.  A Wizard who has achieved Rank 10 is known as an Archmage.  Use the experience cost of the Alchemist.

[65.1] Restrictions

· A Wizard must be a member of a magic college.

· A Wizard must be able to read and write in at least one language to Rank 9.

· Training for the Wizard skill takes twice as long, and nothing else may be trained during that period.

[65.2] A mage must have access to a magic library worth as least (3000 x new Rank) gold shillings for the entire training period.  

   Large cities will often have a magic library, and will usually charge 50gs to 100gs per week for magical research in a fully stocked magic library.   

[65.3] A Wizard must pay 50gs + 50gs per Rank to advance in Rank.  This is to cover the cost of spell research, spell components, and other supplies.

[65.4] A Wizard may not select Special Knowledge Spells/Rituals from colleges of opposite alignment.  

   For the purposes of this skill Fire opposes Water, Air opposes Earth, and Star opposes Dark.  Exception:  An adept of one of the elemental colleges may chose to give up access to the other branches to become an Elementalist.  An Elementalist may select Spells/Rituals from any of the elemental colleges.  

[65.5] Spells and Rituals known by a Wizard that are of another magic college have a greater chance to backfire.  

   Increase the chance of backfire by 20.  Thus a mind adept that selected lightning bolt using this skill would backfire if he rolled 10 greater than his cast chance (in combat), or 20 greater (outside combat).  This penalty is offset by the bonus granted by this skill.

[65.6] A Wizard must be in possession of their Wizard Staff to use the spells and rituals gained by this skill.

[65.7] Benefits

· A Wizard adds 1% + 1% per Rank to the cast chance for spells and rituals of his base college.  A Wizard Staff in hand is required.

· A Wizard reduces the Magic Resistance of his targets by 1% + 1% per Rank.  A Wizard Staff in hand is required.

· A Wizard reduces their chance to backfire by 2% + 2% per Rank.  A Wizard Staff in hand is required.

· A Wizard may appraise magic items and books as a merchant of half their Wizard Rank. 

Rank 0:  Increase the difficulty factor to cast minor magic by 1 (making it easier); a Wizard will also learn the Ritual of Creating a Wizard Staff.

Rank 1:  A Wizard may select a General Knowledge Spell.

Rank 2:  A Wizard may select one: Talent (from list), General Knowledge Spell, or General Knowledge Ritual.

Rank 3:  Select one General Knowledge Spell, or General Knowledge Ritual.

Rank 4:  Select one: Talent (from list), General Knowledge Spell, General Knowledge Ritual, or Special Knowledge Spell.

Rank 5:  Select one: General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 6:  Select one: Talent (from list), General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 7:  Select one: General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 8:  Select one: Talent (from list), General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 9:  Select one: General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 10:  Select one: Talent (from list), General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

[65.8] After achieving Rank 10 a Wizard may select additional General Knowledge Spells/Rituals (2500xp/2000gold), Talent (5000xp/2000gold), or Special Knowledge Spells/Rituals (5000xp/2000gold).

Talents:  Detect Aura (Earth), Witchsight (Illusions), Project Image (Illusions), Resist Temperature (Mind), Sensitivity to Danger (Mind), Mind Cloak (Mind), Predict Weather (Air or Water), Infravision (Fire), Light (Fire), Night Vision (Celestial), Summon Wizard Staff, Snap Casting, Spell Reflection.  

Note: This list of talents is not complete.  Other talents may be selected at the GMs option, though; the Wizard should have a good grounding in the college.  For Example:  a Wizard wishing to develop the talent Ask the Dead might be required to have developed other Necromantic spells with their Ranks with the Wizard skill.  Spells used as talents (Mind Cloak, Light) work the same as the spell except there is no fatigue, and the Base Chance is automatic.  Mind Cloak is considered in effect all the time.

[65.9] Ritual of Creating a Wizard Staff

Duration:  Immediate

Base Chance:  100%

Exp. Multiplier:  100

Ritual Time:  12 hours

Description:  A Wizard staff is created to serve as a conduit for the powerful mana energies that a Wizard wields.  A Wizard staff can store 1 fatigue (+1 per 2 full Ranks) that may be used to cast spells, or to absorb fatigue lost to backfire effects.  A staff, which has its last point of fatigue absorbed due to backfire, may shatter.  The Wizard must roll WP x 3 to contain the energies and prevent the staff from shattering.  A Wizard staff can look like anything the Wizard desires, but often will be inscribed with the runes of their colleges and the colleges he has studied.  A Wizard staff often has crystals and gems imbedded into it.  A Wizard staff costs a minimum of 25gs to make.  A Wizard creating there first Wizard staff dose not pay this cost (it is paid when the Wizard achieves Rank 0).  It is conceivable that a Wizard could use something other than a Wizard staff as a focus for their magic.  For example:  a scepter or a wand.  A Wizard staff may be used as a quarterstaff in emergencies, and a scepter could strike using the crude club stats.  A Wizard staff should weigh 2-4 lbs. (1 lb. for a wand).  Wizard staffs (and scepters) are not normally designed for combat, so the GM should increase the chance to fumble, or break the Wizard staff (scepter) if used in combat.  Except as noted above, a Wizard may never use a weapon as his focus.  GM Note:  The purpose of the variation from the staff ideal is to provide an avenue for variety and flavor.  This should not be used to give the Wizard some new advantage, or to allow a character with a low strength to nit-pick their weight.  If a player wishes to create an object other than a staff than the Base Chance of the ritual is MA + 3% per Rank and the cost is tripled.  A Wizard may only have one Wizard staff at any given time.

[65.10] Talent of Snap Casting

Exp. Multiplier:  200

Description:  A Wizard with this talent may cast spells without first preparing it.  This talent doesn’t stack with the Spell of Quickness (and thus a mage may still only cast one spell per pulse).  Spells cast in this manner have their Base Chance reduced by 20 (-1 per Rank), and backfire more often.  Increase chance of backfire by 10.

[65.11] Talent of Spell Reflection

Range:  5’ + 1’ per Rank

Base Chance:  WP + 1% per Rank

Exp.  Multiplier:  300

Description: To use this talent takes a pass action.  The Wizard must hold their Wizard staff foreword in a forceful manner.  Any spell that targets the Wizard will rebound on the caster for full effect range so long at the source of the spell is known (either seen, or located using magic such as telepathy).  Also a Wizard can choose to deflect any spell cast that is in range.  A spell that is deflected travels away from the mage in a direction determined by the GM and may strike another target.  A mage may reflect or deflect up to 1 spell per 5 Ranks in any given pulse.  The mage must roll equal to or less than the Base Chance for each spell that is to be reflected, or deflected.  If Spell Reflection fails than the target may resist normally.

[65.12] Talent of Summon Mage Staff

Range:  10’ + 10’ per Rank

Base Chance:  40 + 3% per Rank

Exp.  Multiplier:  200

Description: The Wizard may summon the Wizard staff they have made using the Ritual of Creating a Wizard Staff so long as that staff is with in range.  The Wizard wills the staff to come and the staff leaps to their hand (pass action in combat).  The path must be unobstructed between the staff and the Wizard until Rank 10.  At Rank 10 and above the staff will vanish from its location and 

appear in the Wizards grasp.

X ADVENTURE

66. New Money

 [66.1] The value of a coin is determined by its weight and metal of which it is made.

	Coin
	Abbr.
	Weight
	Conversion

	Copper Farthing
	cf
	4 oz.
	4/1sp

	Ha’penny
	bh
	2 oz.
	2/1sp

	Silver Penny
	sp
	1 oz.
	12/1gs

	Silver Florin
	sf
	2 oz.
	6/1gs

	Gold Shilling
	gs
	1 oz.
	21/1tg

	Gold Noble
	gn
	2 oz.
	11/1tg

	Truesilver Guinea
	tg
	2 oz.
	—


67. Expanded Goods List

Adventure Equipment

	Item
	Weight
	Cost

	Automaton
	200 lb
	50000 sp

	Backpack, basket
	8 lb
	4 sp

	Backpack, leather
	8 lb
	14 sp

	Bags, pack and harness
	10 lb
	10 sp

	Bags, saddle
	5 lb
	8 sp

	Bandage Roll/5’
	1 lb
	1 sp

	Barrel
	15 lb
	10 sp

	Bit/bridle 
	12 oz
	20 sp

	Blanket
	3 lb
	1 sp

	Blanket, light
	24 oz
	2 cf

	Blanket, saddle
	2 lb
	1 sp

	Block & Tackle, light
	10 lb
	8 sp

	Block & tackle, medium
	50 lb
	15 sp

	Block & tackle, heavy
	200 lb
	25 sp

	Board game
	5 lb
	1 sp

	Book
	5 lb
	500 sp

	Bow repair Kit (glue, small knife, sections of wood/horn)
	1 oz
	4 sp

	Bowstring
	2 oz
	5 sp

	Box, iron
	5 lb
	1 gs

	Bucket
	4 lb
	3 sp

	Caltrops [bag, covers 1 hex] I
	20 oz
	5 sp

	Caltrops [bag, covers 3 hex] I
	4 lb
	10 sp

	Candles, 12
	2 lb
	2 cf

	Cards, playing
	8 oz
	22 sp

	Cards, tarot
	10 oz
	34 sp

	Case, map
	11 oz
	4 sp

	Cask
	18 lb
	1 gs

	Cauldron
	35 lb
	3 gs

	Chain, 10’ length
	4 lb
	15 sp

	Chest, metal
	20 lb
	4 gs

	Chest, wood, large
	26 lb
	2 gs

	Chest, wood, small
	10 lb
	10 sp

	Climbing claws, gloves
	3 lb
	3 sp

	Climbing claws, shoes
	5 lb
	5 sp

	Compass, magnetic
	3 lb
	85 sp

	Compass, geometric
	1 lb
	40 sp

	Cooking set
	3 lb
	10 sp

	Crampons
	4 lb
	4 sp

	Crate, wooden
	15 lb
	8 sp

	Crop, riding
	1 lb
	1 sp

	Crystal ball
	10 oz
	100 sp

	Dice
	4 oz
	20 sp

	Diver’s belt
	12 oz
	4 sp

	Diver’s safety line, 150’
	15 lb
	15 sp

	Diving mask
	16 oz
	30 sp

	Extending arms
	1 lb
	12 sp

	Falconry kit [hood, jesses, etc]
	12 oz
	30 sp

	Falconry gauntlet
	1 lb
	8 sp

	Fishhooks [10] & Line
	1 oz
	2 cf

	Flask, quart
	10 oz 
	3 sp

	Flask, bronze
	2 lb
	2 gs

	Flint and steel
	10 oz
	1 sp

	Goggles, diving
	9 oz
	15 sp

	Goggles, snow
	9 oz
	3 sp

	Grappling hook, 3 prong
	2 lb
	5 sp

	Grenado case, padded
	2 lb
	6 sp

	Hammock, cloth
	2 lb
	8 sp

	Harness, animal
	4 lb
	10 sp

	Harness [slave], chain
	5 lb
	20 sp

	Harness [slave], rope
	4 lb
	10 sp

	Horn, listening
	1 lb
	10 sp

	Horseshoe 
	1 lb
	6 sp

	Ink
	1 oz
	1 cf

	Ink case
	1 lb
	2 sp

	Keg, wood
	12 lb
	8 sp

	Kite and string
	1 lb
	1 cf

	Kite, manned
	25 lb
	800 sp

	Kite, musical
	1 lb
	3 sp

	Ladder, wooden 12’ long
	16 lb
	1 gs

	Ladder, rope 12’ long
	10 lb
	2 gs

	Lantern, candle
	1 lb
	3 sp

	Lantern, oil
	2 lb
	6 sp

	Lock
	2 lb
	100 sp

	Magnifying glass
	2 lb
	400 sp

	Magnifying glass, small
	6 oz
	100 sp

	Makeup kit
	8 oz
	10 sp

	Marbles, bag
	1 lb
	3 cf

	Mirror, large
	1 lb
	13 sp

	Mirror, small
	10 oz
	8 sp

	Net, fishing
	1 lb
	1 sp

	Nosebag, 5 lbs
	2 lbs
	5 sp

	Oar, long, for galley/carrack
	14 lb
	8 sp

	Oar, short
	8 lb
	4 sp

	Oil, pint
	20 oz
	2 sp

	Paints
	8 oz
	1 sp

	Papyrus, 5’ sq. page
	5 oz
	38 sp

	Parchment, 5’ sq. page
	5 oz
	1 sp

	Pavillion
	50 lb
	60 sp

	Perfume, ambergris
	4 oz
	1000 sp

	Perfume, black lotus
	4 oz
	600 sp

	Perfume, black poppy
	4 oz
	240 sp

	Perfume, black rose
	4 oz
	500 sp

	Perfume, cherry blossom
	4 oz
	12 sp

	Perfume, frankincense
	4 oz
	300 sp

	Perfume, lavender
	4 oz
	18 sp

	Perfume, musk
	4 oz
	50 sp

	Perfume, myrrh
	4 oz
	300 sp

	Perfume, orchid
	4 oz
	250 sp

	Perfume, peony
	4 oz
	8 sp

	Perfume, poppy
	4 oz
	50 sp

	Perfume, purple rose
	4 oz
	200 sp

	Perfume, rose
	4 oz
	60 sp

	Perfume water
	1 oz
	5 sp

	Physiker’s kit
	1 lb
	3 sp

	Pick, climbing
	4 lb
	8 sp

	Plane, hand
	3 lb
	1 gs

	Pouch, leather, shoulder
	1 lb
	2 sp

	Quills, 12
	2 oz
	3 cf

	Quiver, holds 20 arrows
	3 lb
	6 sp

	Razor ring
	1 oz
	20 sp

	Rope, mountain, 0.5” thick, 10’ length
	2 lb
	1 sp

	Rope, mountain, 1” thick, 10’ length
	4 lb
	2 sp

	Sack, burlap, large
	13 oz
	1 sp

	Sack, burlap, small
	8 oz
	2 cf

	Sack, leather, large
	15 oz
	3 sp

	Sack, leather, small
	10 oz
	2 sp

	Saddle
	11 lb
	18 sp

	Saddle, side
	11 lb
	27 sp

	Sealing Wax, common
	1 oz
	2 sp

	Sealing Wax, purple
	1 oz
	9 sp

	Sealing Wax, red
	1 oz
	5 sp

	Seismograph
	100 lb
	85 gs

	Sewing Kit
	8 oz
	1 sp

	Soap
	1 oz
	1 cf

	Shackles, ankle
	7 lb
	6 sp

	Shackles, wrist
	5 lb
	6 gs

	Sheath, arm, small weapon
	26 oz
	3 sp

	Sheath, belt, large weapon
	2 lb
	3 sp

	Sheath, belt, small weapon
	28 oz
	2 sp

	Sheath, leg/boot, small weapon
	14 oz
	5 sp

	Sheath, shoulder, large weapon
	2 lb
	3 sp

	Sheath, shoulder, small weapon
	30 oz
	2 sp

	Sleeping sack
	4 lb
	3 sp

	Snorkle, bronze
	10 oz
	5 sp

	Spider harness
	3 lb
	8 sp

	Spurs [pair]
	1 lb
	18 sp

	Spyglass
	4 lb
	50 gs

	Stylus
	12 oz
	2 sp

	Tarp G
	8 lb
	4 sp

	Torch, already oiled
	3 lb
	2 cf

	Trap, bear
	20 lb
	100 sp

	Trap container H
	Var.
	Var.

	Trap, rabbit
	5 lb
	15 sp

	Trap, wolf
	12
	40 sp

	Water feet, wood
	20 lb
	15 sp

	Wax tablet
	1 lb
	1 sp

	Weight belt, light
	5 lb
	3 sp

	Weight belt, medium
	10 lb
	4 sp

	Weight belt, heavy
	15 lb
	5 sp

	Whetstone and oil
	16 oz
	2 sp

	Whip, driving
	2 lb
	3 sp

	Whistle, signal
	2 oz
	1 cf

	Wine skin, quart
	8 oz
	2 sp

	Wire, 10 gauge, 100’ length
	3 lb
	6 sp


Animals/Livestock

	Item
	Weight
	Cost

	Boar
	45 lb
	75 sp

	Bull
	1250 lb
	   150 sp

	Capon
	24 oz
	4 sp

	Calf
	60 lb
	15 sp

	Camel
	650 lb
	79 gs

	Caracal
	20 lb
	25 gs

	Cart horse
	1200 lb
	30 gs

	Cat, house
	10 lb
	10 cf

	Cheetah
	110 lb
	34 gs

	Chicken
	6 lb
	6 cf

	Clam
	4 oz
	1 cf

	Cock
	4 lb
	8 sp

	Cod
	4 lb
	3 sp

	Coot
	12 oz
	3 sp

	Cow, heifer
	600 lb
	6 gs

	Cow, milking
	600 lb
	7 gs

	Crab
	12 oz
	2 cf

	Dog, hunting
	100 lb
	20 sp

	Dog, war
	150 lb
	35 sp

	Drafthorse
	1,500 lb
	50 gs

	Duck
	3 lb
	6 sp

	Eel
	5 lb
	18 sp

	Elephant
	2 tn
	510 gs

	Ewe
	75 lb
	20 sp

	Falcon
	3 lb
	800 sp

	Flounder
	2 lb
	1 sp

	Goat
	100 lb
	25 sp

	Goose
	8 lb
	24 sp

	Guinea Hen
	3 lb
	4 cf

	Heron
	4 lb
	10 sp

	Herring
	4 oz
	1 cf

	Kid
	25 lb
	10 sp

	Lamb
	85 lb
	20 sp

	Lamprey
	4 lb
	9 sp

	Lark
	4 oz
	2 cf

	Lobster
	2 lb
	30 sp

	Mallard
	4 lb
	8 sp

	Monkey
	10 lb
	55 sp

	Mule/Donkey
	450 lb
	17 gs

	Mussel
	2 oz
	1 cf

	Mustang
	600 lb
	40 gs

	Ostrich
	60 lb
	100 sp

	Ox
	2,000 lb
	6 gs

	Oyster
	2 oz
	1 cf

	Palfry
	800 lb
	60 gs

	Parrot
	3 lb
	3 sp

	Partridge
	2 lb
	4 sp

	Peacock
	10 lb
	45 sp

	Pheasant
	5 lb
	10 sp

	Pig
	60 lb
	25 sp

	Pigeon
	1 lb
	2 sp

	Piglet
	15 lb
	10 sp

	Pike
	18 lb
	40 sp

	Plover
	24 oz
	6 sp

	Pony
	500 lb
	32 gs

	Quail
	1 lb
	3 sp

	Quarterhorse
	750 lb
	75 gs

	Ram
	200 lb
	50 sp

	Salmon
	18 lb
	15 sp

	Sheep
	120 lb
	25 sp

	Singing Bird
	6 oz
	3 cf

	Swan
	12 lb
	40 sp

	Teal
	18 oz
	4 sp

	Trout
	2 lb
	4 sp

	Turkey
	12 lb
	3 sp

	War Horse
	0.5 tn
	85 gs

	Weasel 
	4 lb
	2 sp


Clothing

	Item A
	Weight
	Cost

	Apron, cloth
	1 lb
	1 sp

	Apron, leather
	2 lb
	2 sp

	Baladrana
	6 lb
	6 cf

	Belt, beaded
	14 oz
	2 sp

	Belt, money
	12 oz
	4 sp

	Belt Pouch, small
	8 oz
	2 cf

	Belt Pouch, large
	12 oz
	1 sp

	Belt, rope
	14 oz
	1 sp

	Belt, weapon, shoulder
	1 lb
	5 sp

	Belt, weapon, waist
	14 oz
	4 sp

	Blouse, linen
	12 oz
	20 sp

	Blouse, silk
	12 oz
	72 sp

	Blouse, wool
	12 oz
	4 sp

	Boots, doe-skin lined
	2 lb
	8 sp

	Boots, high
	3 lb
	6 sp

	Boots, hip
	4 lb
	6 sp

	Boots, low
	2 lb
	4 sp

	Brooch
	2 oz
	50 sp

	Camisk
	40 oz
	2 cf

	Camisk, turian
	40 oz
	3 cf

	Cap
	9 oz
	4 cf

	Caul, silk
	9 oz
	7 sp

	Caul, wool
	9 oz
	3 sp

	Cloak, cotton
	5 lb
	20 sp

	Cloak, feather
	5 lb
	600 sp

	Cloak, fur-lined
	5 lb
	48 sp

	Cloak, silk
	5 lb
	86 sp

	Cloak, wool
	5 lb
	8 sp

	Coat, full length
	5 lb
	8 sp

	Collar, plain slave
	6 oz
	3 sp

	Collar, ornate slave
	6 oz
	20 sp

	Diadem, gold
	10 oz
	600 sp

	Doublet
	3 lb
	4 sp

	Gloves, fur-lined
	10 oz
	4 sp

	Gloves, leather
	10 oz
	1 sp

	Gorget, linen
	12 oz
	1 sp

	Gown, cotton
	4 lb
	8 sp

	Gown, wool
	4 lb
	5 sp

	Gown, linen
	4 lb
	14 sp

	Gown, silk
	4 lb
	90 sp

	Hat, hard
	12 oz
	2 sp

	Hat, soft
	9 oz
	3 cf

	Hat, straw
	9 oz
	1 cf

	Headband
	1 oz
	1 cf

	Headdress, feathered
	10 oz
	1 sp

	Hood
	9 oz
	3 cf

	Hose, linen
	1 lb
	3 sp

	Hose, woolen
	12 oz
	1 sp

	Jerkin, leather
	2 lb
	6 sp

	Leggings
	10 oz
	3 sp

	Loincloth
	14 oz
	1 sp

	Mask, face
	8 oz
	3 cf

	Mittens
	12 oz
	2 cf

	Necklace, gold
	2 lb
	3000 sp

	Necklace, jade
	2 lb
	3600 sp

	Pants, long cotton
	20 oz
	8 sp

	Pants, long linen
	20 oz
	10 sp

	Pants, long silk
	20 oz
	45 sp

	Pants, long wool
	20 oz
	5 sp

	Pants, short leather
	14 oz
	3 sp

	Pants, short linen
	14 oz
	7 cf

	Pants, short silk
	14 oz
	19 sp

	Pants, short wool
	14 oz
	1 sp

	Pouch, small leather
	6 oz
	2 cf

	Robe/Kimono/Chador, cotton
	3 lb
	4 sp

	Robe/Kimono/Chador, linen
	3 lb
	12 sp

	Robe/Kimono/Chador, silk
	3 lb
	80 sp

	Robe/Kimono/Chador, wool
	3 lb
	6 sp

	Sandals, rope
	8 oz
	2 cf

	Sandals, leather
	8 oz
	3 cf

	Sandals, wood
	8 oz
	1 cf

	Scarf, wool
	5 oz
	3 cf

	Shift/Chemise, wool
	1 lb
	6 sp

	Shift/Chemise, linen
	1 lb
	8 sp

	Shirt, linen
	12 oz
	4 sp

	Shirt, cotton
	12 oz
	2 sp

	Shirt, silk
	12 oz
	45 sp

	Shoes, fine leather
	1 lb
	9 sp

	Shoes, soft soled
	1 lb
	6 sp

	Shoes, walking
	1 lb
	3 sp

	Surcoat, cotton
	12 oz
	7 sp

	Surcoat, linen
	12 oz
	3 sp

	Surcoat, silk
	12 oz
	52 sp

	Tabard
	1 lb
	8 cf

	Toga, plain
	3 lb
	20 sp

	Toga, ornate
	3 lb
	70 sp

	Tunic, cotton
	12 oz
	9 sp

	Tunic, linen
	12 oz
	6 sp

	Tunic, silk
	12 oz
	36 sp

	Tunic, wool
	12 oz
	3 sp

	Turban & cap, bejewled
	24 oz
	200 sp

	Turban & cap, ornate
	24 oz
	18 sp

	Turban & cap, plain
	24 oz
	5 sp

	Turban & cap, ragged
	24 oz
	2 sp

	Undershirt, linen
	6 oz
	3 sp

	Wallet
	12 oz
	4 sp


Food and Other Provisions

	Item B,C
	Weight
	Cost

	Ale, gallon
	8 lb
	18 sp

	Ale, pint
	16 oz
	1 cf

	Almonds
	1 lb
	4 sp

	Aloes
	8 oz
	2 cf

	Aniseed
	8 oz
	1 cf

	Apples
	1 lb
	3 sp

	Apricots
	1 lb
	6 sp

	Bacon
	10 lb
	45 sp

	Basil
	8 oz
	3 cf

	Beans
	1 lb
	3 sp

	Beef, dried
	1 lb
	8 sp

	Beets
	1 lb
	1 cf

	Beer, pint
	16 oz
	1 cf

	Beer, gallon
	8 lb
	14 sp

	Berries
	1 lb
	1 cf

	Brandy, pint
	16 oz
	2 cf

	Bread, loaf
	25 oz
	1 cf

	Butter
	16 oz
	4 sp

	Butter Milk
	32 oz
	1 cf

	Cabbage
	1 lb
	2 cf

	Camomile
	8 oz
	1 cf

	Caper
	8 oz
	1 cf

	Carrots
	1 lb
	1 cf

	Catnip
	8 oz
	1 cf

	Cheese
	16 oz
	6 sp

	Cherries
	1 lb
	3 cf

	Chestnuts
	1 lb
	5 sp

	Chives
	1 oz
	1 cf

	Cider, gallon
	8 lb
	4 sp

	Cider, pint
	16 oz
	1 cf

	Cinnamon
	8 oz
	4 sp

	Cloves
	8 oz
	3 sp

	Cocoa Beans
	16 oz
	25 sp

	Coriander
	8 oz
	1 cf

	Cornmeal
	10 lb
	18 sp

	Crab Apples
	1 lb
	2 cf

	Cream
	16 oz
	3 sp

	Cucumbers
	1 lb
	2 sp

	Currants
	1 lb
	6 sp

	Curry
	8 oz
	10 sp

	Dates
	1 lb
	4 sp

	Dwarven beer, gallon
	8 lb
	18 sp

	Dwarven beer, pint
	16 oz
	3 cf

	Eggs, dozen
	16 oz
	3 cf

	Elderberry
	8 oz
	2 cf

	Elven wine, quart
	32 oz
	7 cf

	Elven wine, gallon
	8 lb
	40 sp

	Endive
	8 oz
	1 cf

	Fennel
	8 oz
	4 sp

	Figs
	1 lb
	2 sp

	Fine Wine, quart
	32 oz
	2 cf

	Fish
	1 lb
	2 sp

	Fish, smoked
	10 lb
	8 sp

	Flour
	10 lb
	15 sp

	Fowl
	1 lb
	5 cf

	Garlic
	8 oz
	2 sp

	Ginger
	8 oz
	4 sp

	Grain, sack
	1 lb
	1 cf

	Ham, smoked
	5 lb
	20 sp

	Hazzelnuts
	8 oz
	1 cf

	Honey
	16 oz
	5 sp

	Horehound
	8 oz
	1 cf

	Hyssop
	8 oz
	3 cf

	Jasmine
	8 oz
	10 cf

	Juniper
	8 oz
	2 cf

	Kumquats
	1 lb
	6 sp

	Lard
	16 oz
	1 sp

	Lemon Peel
	8 oz
	2 sp

	Lemons
	1 lb
	16 sp

	Lentils
	1 lb
	2 cf

	Lettuce
	1 lb
	1 sp

	Limes
	1 lb
	1 sp

	Livestock Feed, barley
	50 lbs
	6 sp

	Livestock Feed, hay
	50 lbs
	3 sp

	Livestock Feed, oats
	50 lbs
	5 sp

	Livestock Feed, wheat
	50 lbs
	7 sp

	Livestock Feed, rye
	50 lbs
	4 sp

	Livestock Feed, straw
	50 lbs
	7 sp

	Marjoram
	8 oz
	1 cf

	Mead, pint
	16 oz
	1 cf

	Meal, 3 courses
	—
	1 sp

	Meat, dried
	1 lb
	1 sp

	Meat, salted
	1 lb
	3 cf

	Milk, pint
	16 oz
	2 cf

	Milk, gallon
	128 oz
	1 sp

	Milk, quart
	32 oz
	1 cf

	Mint
	8 oz
	1 cf

	Mistletoe
	8 oz
	10 cf

	Molasses
	8 oz
	4 sp

	Mushrooms
	1 lb
	3 cf

	Mustard
	8 oz
	10 sp

	Nutmeg
	8 oz
	1 cf

	Nuts
	1 lb
	1 cf

	Olive oil, gallon
	128 oz
	    120 sp

	Olive oil, quart
	32 oz
	     40 sp

	Olive oil, pint
	16 oz
	20 sp

	Olives
	1 lb
	5 sp

	Onions
	1 lb
	1 sp

	Oranges
	1 lb
	16 sp

	Oregano
	1 lb
	10 sp

	Paprika
	8 oz
	8 sp

	Parsley
	1 lb
	10 sp

	Pasta
	1 lb
	2 sp

	Peaches
	1 lb
	4 sp

	Peanut oil, pint
	16 oz
	12 sp

	Peanuts
	1 lb
	4 sp

	Pears
	1 lb
	6 sp

	Peas
	1 lb
	2 cf

	Pepper
	8 oz
	165 sp

	Pickles
	2 lb
	1 sp

	Plums
	1 lb
	4 sp

	Potatoes
	5 lb
	1 sp

	Prunes
	1 lb
	3 sp

	Raisins
	1 lb
	5 sp

	Rape oil, pint
	16 oz
	6 sp

	Rations, 1 day, group of 8 people
	86 oz
	11 sp

	Rations, 1 day, per person
	14 oz
	6 cf

	Rations, 1 week, per person
	95 oz
	10 sp

	Rice
	10 lb
	13 sp

	Rosemary
	8 oz
	60 sp

	Rue
	8 oz
	1 cf

	Saffron
	8 oz
	20 sp

	Sage
	8 oz
	1 cf

	Sake, pint
	16 oz
	3 cf

	Salt
	8 oz
	1 sp

	Sausage
	2 lb
	5 sp

	Shellfish
	1 lb
	15 sp

	Squash
	1 lb
	2 cf

	Sugar
	16 oz
	6 sp

	Tea
	1 oz
	14 cf

	Thyme
	8 oz
	1 cf

	Turnips
	1 lb
	2 cf

	Vinegar, gallon
	128 oz
	2 sp

	Vinegar, quart
	32 oz
	2 cf

	Whiskey, mug
	32 oz
	2 cf

	Wine, gallon
	8 lb
	35 sp

	Wine, quart
	32 oz
	2 cf

	Wine, black [coffee]
	16 oz
	25 sp


Hirelings/Journeymen

	Item
	Weight
	Cost

	Apprentice [per day]
	-
	2 cf

	Archer [per week]
	-
	15 sp

	Assassin [per job]
	-
	75+ sp

	Astrologer [per job]
	-
	4 sp

	Barber [per job]
	-
	5 cf

	Bathers [per bath]
	-
	1 cf

	Bodyguard [per day]
	-
	7 sp

	Bookkeeper [per day]
	-
	12 sp

	Buyer [per day]
	-
	3 sp

	Client [per day]
	-
	2 cf

	Coach/driver
	-
	20 sp

	Cook [per day]
	-
	5 sp

	Courtesan/Gigolo
	-
	See 58.5

	Falconer [per hunt]
	-
	20 sp

	Footman/Infantry
	-
	15 sp

	Forger [per job]
	-
	100 sp

	Greensman/Gardener
	-
	10 sp

	Groom [per animal]
	-
	2 cf

	Guide [city/per day]
	-
	5 sp

	Guide [overland/per day]
	-
	12 sp

	Hairdresser [per day]
	-
	2 cf

	Herald [per day]
	-
	4 sp

	Horseman/Cavalry [per week]
	-
	4 sp

	Hunter [per hunt or day]
	-
	4 sp

	Labourer [per day]
	-
	2 sp

	Maid [per day]
	-
	2 cf

	Manservant [per day]
	-
	2 sp

	Masseuse[per whatever]
	-
	5 sp

	Medium [per job]
	-
	7 sp

	Messenger [in town/per message]
	-
	2 sp

	Messenger [overland/per day]
	-
	1 gs

	Miner [per day]
	-
	4 sp

	Minstrel [per party]
	-
	25 sp

	Mourner [per funeral]
	-
	1 cf

	Musician/Singer[per evening]
	-
	10 sp

	Oarsmen [per day]
	-
	1 sp

	Pilot/Navigator [per day]
	-
	2 gs + bonuses

	Palanquin Bearer [per day]
	-
	2 cf

	Priest [per day]
	-
	6 cf

	Porter [per day]
	-
	2 cf

	Ranger [per week]
	-
	50 sp

	Riveman w/boat
	-
	2 gs + 1 sp per mile

	Sailor [per day, + room & board]
	1
	1 sp

	Scribe [per day]
	-
	2 sp

	Sign Writer [per job]
	-
	5 cf

	Squire[per day]
	-
	12 sp

	Tailor [per item]
	-
	4 sp + cost

	Theatergoer [per play/concert]
	-
	1 sp

	Thief [per job]
	-
	35+ sp


Household Items

	Item
	Weight
	Cost

	Amphore, wine [12 gallon]
	35 lbs
	40 sp

	Armoire
	150 lb
	100 sp

	Bathtub, copper
	90 lb
	150 sp

	Bench,, [1 yard]
	15 lbs
	6 sp

	Bookcase
	35 lb
	55 sp

	Bowl, porcelain
	24 oz
	20 sp

	Carding Comb
	1 lb
	2 sp

	Chair, oak
	8 lb
	20 sp

	Chest, oak
	120 lb
	50 sp

	Chimes, wind
	3 lb
	10 sp

	Cup/Mug
	12 oz
	5 sp

	Cutlery [knife, fork, spoon]
	6 oz
	3 sp

	Decanter, glass
	24 oz
	150 sp

	Desk
	60 lb
	120 sp

	Divan
	90 lb
	145 sp

	Feather bed
	80 lb
	100 sp

	Flagon, porcelain
	12 oz
	15 sp

	Fuel, charcoal
	10 lbs
	3 sp

	Fur, bear pelt
	1 lb
	50 sp

	Fur, beaver
	1 lb
	20-60 sp

	Fur, deer
	1 lb
	70 sp

	Fur, ermine
	1 lb
	300-500 sp

	Fur, fox
	1 lb
	50-100 sp

	Fur, leopard
	1 lb
	200-300 sp

	Fur, mink
	1 lb
	100-400 sp

	Fur, rabbit fine
	6 oz
	5 sp

	Fur, rabbit field
	8 oz
	1 sp

	Furs, sleeping
	10 lbs
	16 sp

	Hammock, cloth
	2 lb
	10 sp

	Horn, drinking
	3 oz
	15 sp

	Ivory
	10 lb
	200 sp

	Jar, earthenware, 2 qt
	2 lb
	3 sp

	Kettle [5 gallon]
	25 lbs
	100 sp

	Loom, table
	25 lbs
	4 sp

	Loom, floor
	100 lbs
	25 sp

	Material, burlap, sq. yard
	8 oz
	2 sp

	Material, cotton, sq. yard
	4 oz
	18 sp

	Material, printed cotton, sq. yard
	4 oz
	43 sp

	Material, dyed cotton, sq. yard
	4 oz
	32 sp

	Material, damask, sq. yard
	6 oz
	20 sp

	Material, felt, sq. yard
	5 oz
	15 sp

	Material, linen, sq. yard
	4 oz
	18 sp

	Material, sackcloth, sq. yard
	6 oz
	2 sp

	Material, satin, sq. yard
	4 oz
	25 sp

	Material, silk, sq. yard
	4 oz
	85 sp

	Material, printed silk, sq. yard
	4 oz
	212 sp

	Material, velvet, sq. yard
	5 oz
	25 sp

	Material, wool, sq. yard
	6 oz
	8 sp

	Ottoman
	15 lb
	130 sp

	Pillow, feather
	2 lb
	5 sp

	Plate
	24 oz
	20 sp

	Pot, cooking
	4 lb
	10 sp

	Quilt, down
	12 lb
	20 sp

	Settee
	70 lb
	90 sp

	Shears
	1 lb
	20 sp

	Spindle
	1 lb
	1 sp

	Stool
	5 lbs
	4 sp

	Sundial
	50 lbs
	220 sp

	Table, 4 person oak
	40 lb
	65 sp

	Table, 8 person oak
	65 lb
	90 sp

	Tankard, pewter
	20 oz
	5 sp

	Teapot
	12 oz
	10 sp

	Throne
	60 lbs
	100+ sp

	Urn, earthenware, 3 gal.
	12 lb
	10 sp

	Utensils
	24 oz
	6 sp


Musical Instruments - keyboard

	Item
	Weight
	Cost

	Harpsichord
	450 lb
	180 gs

	Hydraulis
	250 lb
	90 gs

	Piano
	800 lb
	250 gs

	Positive organ
	600 lb
	180 gs


Musical Instruments - percussion

	Item
	Weight
	Cost

	Bell
	3 lb
	4 sp

	Bones
	6 oz
	2 cf

	Bongos
	3 lb
	2 gs

	Castanets
	8 oz
	2 sp

	Chime
	3 lbs
	30 sp

	Claves
	1 lb
	1 sp

	Cymbals
	2 lbs
	20 sp

	Darbukkah
	10 lb
	25 sp

	Drum, cylinder
	15 lbs
	20 sp

	Drum, friction
	10 lbs
	10 sp

	Drum, gong
	40 lbs
	35 sp

	Drum, hand
	5 lbs
	10 sp

	Drum, kettle
	50 lbs
	100 sp

	Drum, military
	8 lb
	20 sp

	Drum, tambour
	2 lb
	30 sp

	Drum, tom-tom
	10 lb
	30 sp

	Glockenspiel
	25 lb
	80 sp

	Gong
	20 lb
	35 sp

	Jew’s Harp
	8 oz
	5 sp

	Metallophone
	35 lb
	95 sp

	Naqqarah
	2 lb
	8 sp

	Rattle
	2 lb
	2 sp

	Sansa
	4 lb
	5 sp

	Sajat
	8 oz
	2 sp

	Sistrum
	4 lb
	10 sp

	Tabl
	5 lb
	15 sp

	Tambourine
	2 lb
	15 sp

	Triangle
	1 lb
	5 sp

	Wooden Block
	1 lb
	1 sp

	Xylophone, wooden
	20 lb
	60 sp


Musical Instruments - stringed

	Item
	Weight
	Cost

	Aolian harp
	6 lbs
	25 sp

	Balalaika
	5 lb
	6 gs

	Buzuq
	6 lb
	7 gs

	Cittern
	5 lbs
	11 gs

	Clarsach
	3 lb
	8 gs

	Dulcimer/Santur
	8 lb
	15 gs

	Fiddle
	4 lb
	22 gs

	Fiddle, spiked/Jawzah
	3 lb
	18 gs

	Harp, concert
	100 lb
	120 gs

	Harp, personal
	4 lb
	20 gs

	Hurdy-gurdy
	10 lb
	11 gs

	Jawzah
	3 lb
	4 gs

	Koto
	15 lb
	6 gs

	Lute
	5 lb
	20 gs

	Lyra
	6 lb
	9 gs

	Lyre
	3 lb
	10 gs

	Mandolin
	5 lb
	15 gs

	Psaltery
	13 lb
	11 gs

	Rababah
	4 lb
	5 gs

	Rebec
	5 lb
	10 gs

	Santur
	15 lb
	11 gs

	Shamisen
	4 lb
	5 gs

	Sitar
	4 lb
	6 gs

	Tromba marina
	7 lb
	2 gs

	Ud
	4 lb
	8 gs

	Zither/Qanun
	12 lb
	6 gs


Musical Instruments - wind

	Item
	Weight
	Cost

	Bagpipes/Mizwid
	7 lbs
	80 sp

	Bamboo pipe
	1 lb
	5 sp

	Coronet
	6 lb
	60 sp

	Flageolet
	1 lb
	49 sp

	Flute, fipple
	1 lb
	60 sp

	Flute, nose
	1 lb
	16 sp

	Flute, whistle
	8 oz
	5 sp

	Flute, wooden/Nay
	12 oz
	45 sp

	Gemshorn
	2 lb
	5 sp

	Glaur
	13 lb
	40 sp

	Horn, alp
	50 lb
	50 sp

	Horn, animal
	2 lb
	5 sp

	Horn, hunting
	3 lb
	10 sp

	Horn, military
	3 lb
	15 sp

	Kazoo
	8 oz
	3 sp

	Khen
	2 lb
	5 sp

	Lur/Nafir
	1 lb
	5 sp

	Mitbiq
	2 lb
	35 sp

	Mizmar
	2 lb
	30 sp

	Nafir
	3 lb
	10 sp

	Nightingale
	2 lb
	25 sp

	Recorder/Minjayrah
	12 oz
	30 sp

	Sackbut
	12 lb
	95 sp

	Serpent
	3 lb
	30 sp

	Shawm
	1 lb
	50 sp

	Sheng
	3 lb
	5 sp

	Thelarr
	2 lb
	15 sp


Religious Items

	Item
	Weight
	Cost

	Altar, portable
	10 lb
	3000 sp

	Altar Cloth, plain
	3 lb
	14 cf

	Altar Cloth, ornate
	5 lb
	25 sp

	Aspergill, bronze
	2 lb
	37 cf

	Bell, temple
	3 lb
	100 sp

	Bell, small [brass]
	8 oz
	15 sp

	Bishop’s ring
	5 oz
	500 sp

	Brazier, small bronze
	2 lb
	25 sp

	Brazier, small iron
	3 lb
	15 sp

	Brazier, large bronze
	20 lb
	55 sp

	Brazier, large iron
	30 lb
	40 sp

	Censer
	1 lb
	10 sp

	Chalice, plain
	1 lb
	10 sp

	Chalice, ornate
	1 lb
	15 sp

	Holy symbol, iron
	8 oz
	2 sp

	Holy symbol, silver
	8 oz
	20 sp

	Holy symbol, wood
	2 oz
	3 cf

	Holy water [1 vial]
	4 oz
	25 sp

	Idol, small [stone]
	8 oz
	3 sp

	Incense
	3 lb
	300 sp

	Incense Burner [iron]
	8 oz
	20 sp

	Pilgramage badge
	1 oz
	1 cf

	Prayer beads
	3 oz
	1 sp

	Prayer mat
	2 lb
	5 cf

	Prayer strip
	1 oz
	1 cf

	Prayer wheel
	8 oz
	3 cf

	Reliquary
	1 lb
	30 gs

	Snuffing bell
	1 lb
	5 cf


Slaves

	Item
	Weight
	Cost

	Slave [female], educated
	-
	60 gs

	Slave [female], passion
	-
	150 gs

	Slave [female], work
	-
	30 gs

	Slave [male], fight
	-
	15 gs

	Slave [male], passion
	-
	8 gs

	Slave [male], work
	-
	5 gs


Tools

	Item D
	Weight
	Cost

	Abacus
	1 lb
	1 sp

	Astrolabe
	8 lb
	300 sp

	Awl
	4 oz
	1 sp

	Balance, merchant
	5 lb
	80 sp

	Bear trap
	18 lb
	45 sp

	Bradawl
	5 oz
	8 cf

	Branding iron
	40 oz
	18 sp

	Cage
	10 lb
	1 gs

	Chisel
	1 lb
	1 sp

	Chopsticks, lacquer
	2 oz
	1 cf

	Comb, bone
	2 oz
	1 sp

	Collar, animal
	6 oz
	1 sp

	Corkscrew
	6 oz
	2 sp

	Cross-Staff
	20 oz
	200 sp

	Crowbar
	4 lb
	3 sp

	Drill and bit
	56 oz
	8 sp

	File, small
	3 oz
	1 sp

	Grindstone
	5 lb
	12 sp

	Hammer
	1 lb
	1 sp

	Hoe
	3 lb
	3 sp

	Hooked wires, 5
	5 oz
	1 sp

	Ingot, copper
	25 lbs
	110 sp

	Ingot, gold
	5 lbs
	19200 sp

	Ingot, iron
	25 lbs
	34 sp

	Ingot, lead
	25 lbs
	25 sp

	Ingot, platinum
	5 lbs
	20800 sp

	Ingot, silver
	5 lbs
	1600 sp

	Ingot, tin
	25 lbs
	28 sp

	Ingot, truesilver
	1 lb
	40320 sp

	Juggling items
	24 oz
	1 sp

	Key blanks, 10
	20 oz
	8 sp

	Leash
	12 oz
	1 sp

	Level
	1 lb
	5 sp

	Lock-picks, long
	8 oz
	3 cf

	Lock-picks, small
	14 oz
	12 sp

	Loom
	450 lb
	80 gs

	Mallet
	8 lb
	2 sp

	Millstone
	300 lb
	250 sp

	Mortar & pestle
	12 lb
	6 sp

	Nails, 100
	3 lb
	2 cf

	Pick
	8 lb
	3 sp

	Pitchfork
	3 lb
	6 sp

	Plank, hardwood, 6’4”1”
	9 lb
	2 cf

	Plank, softwood, 6’4”1”
	7 lb
	2 cf

	Plough
	100 lb
	20 gs

	Pole, balancing
	5 lb
	1 sp

	Probes, long
	2 oz
	2 sp

	Prybar, large
	26 oz
	2 sp

	Quadrant
	4 lb
	50 sp

	Saw
	2 lb
	2 sp

	Saw, keyhole
	10 oz
	30 cf

	Saw, metal
	10 oz
	2 sp

	Saw, two‑man
	4 lb
	5 sp

	Scales, Alchemist
	20 lb
	400 sp

	Scissors
	12 oz
	12 sp

	Screwdriver
	10 oz
	10 cf

	Sextant
	3 lb
	30 gs

	Sheet, 6 mica
	1 oz
	15 cf

	Shovel
	7 lb
	3 sp

	Specimen Jar
	1 lb
	2 sp

	Spike
	2 lb
	2 cf

	Star chart
	5 oz
	15 sp

	Stake
	1 lb
	1 cf

	Surgeon’s tools
	5 lb
	100 sp

	Telescope
	30 lb
	150 gs

	Tongs
	1 lb
	2 sp

	Vice
	5 lb
	20 sp

	Wedge
	3 lb
	2 cf

	Winepress, small
	120 lb
	40 gs

	Wood clamp
	5 lb
	2 sp

	Wood glue, jar
	1 lb
	3 sp


Transportation

	Item E,F
	Weight
	Cost

	Barge
	10 tn
	2,900 gs

	Carrack, masted, 40 oars
	15 tn
	1,100 gs

	Carriage
	2,800 lb
	375 gs

	Cart, horse
	325 lb
	5 gs

	Cart,hand
	75 lb
	12 gs

	Coaster
	600 lb
	115 gs

	Cog
	12 tn
	25625 gs

	Coracle
	40 lb
	15 sp

	Cutter
	600 lb
	115 gs

	Dog sled
	50 lb
	50 sp

	Dugout
	700 lb
	75 gs

	Frigate
	50 tn
	25000 gs

	Galley, large, 80 oars only
	35 tn
	16,500 gs

	Galley, large, masted, 80 oars
	40 tn
	18,000 gs

	Galley, small, 40 oars only
	12 tn
	10,250 gs

	Junk
	2000 lb
	130 gs

	Longboat
	1200 lb
	200 gs

	Long ship
	15 tn
	8540 gs

	Merchant ship
	20 tn
	8200 gs

	Outrigger canoe
	900 lb
	112 sp

	Raft, large
	2000 lb
	120 gs

	Raft, small
	200 lb
	30 gs

	Riverboat [flat-bottomed]
	650 lb
	100 gs

	Rowboat
	500 lb
	65 gs

	Sailboat, 10’
	1,000 lb
	95 gs

	Sailboat 32’
	4 tn
	400 gs

	Skiff
	150 lb
	46 gs

	Southern trader
	25 tn
	12300 gs

	Umiak
	60 lb
	80 sp

	Wagon
	800 lb
	140 gs


Notes: ‑=No value. Var.: The GM should determine the variable weight or cost depending on item type, condition, quality, or availability. A: Clothing (other than armor) the character wears does not count toward the total weight he carries (see 51.2). B: These foods are presumed to be in an edible condition. C: Some items must be stored in a container, in which cases the container is not included in the values listed for the item. The character should purchase the containers separately, from the adventure section of the list. D: These are for new or nearly perfect tools. E: Oars and paddles must be purchased separately. Horses and other beasts are not included in the weight or cost of any of the items on the list. F: All horses and beasts are purchased to be trained, and the amount of training performed is reflected in the cost. The GM should reduce the price of an untrained horse or beast at least half. G: The tarp contains nine grommets and can be sitting tip a number of ways. A Ranger of Rank 3 will be most Adept at the use of a tarp. The GM should scale another character’s ability according to this. H: A trap container has a variable weight and cost, depending on its Rank. The cost of a trap is [150+(Trap Rank 20)]. ‑The weight of the trap is totally dependent on the materials used in its construction.  I: Small caltrops are used against humanoids and creatures on foot; large caltrops are used against horses or other such creatures.

A figure passing through a caltrop hex must either spend a full turn’s worth of TMR to pass, or must roll less than 2 x AG in order to run through without stepping on a caltrop. (Humanoids must roll less than 4 x AG for each hex of large caltrops they pass through.) A figure may attempt to leap across an area of caltrops at the GM’s discretion. Small caltrops cause D-1 damage and the figure must roll again less than 2 x (AG - damage) to keep from falling prone. A horse or other large figure is not affected by small caltrops. Large caltrops cause D+2 damage to large figures, but only D-2 damage to humanoids . A rider may subtract (Horsemanship/2) from the die roll for a mount under his control to avoid caltrops.]

[66.5] Inflation Table (Optional)

   A roll is made once per week and the effect is cumulative.

	Die Roll
	Inflationry Effect

	01-36
	+5%

	37-50
	+10%

	51-64
	+15%

	65-70
	+20%

	71-77
	No Change

	78-83
	-5%

	84-93
	-10%

	94-00
	-15%


68. Faith Point Loss and Recovery

   Characters will use Faith Points each time they attempt to gain any help from a Diety.  Such points can be regained by the expenditure of Experience Points or the performance of good deeds.

[68.1] The rate at which a character uses Faith Points is determined by how the type of help he wishes from his Diety.

    A character looses Faith Points each time he requests help from his Diety.  The exact amount of Faith Points lost depends upon the help requested.

1. Omen: The character requests divine guidance.  If the request is successful the guidance comes in the form of a dream, vision or unusual event.  The character must either have the required skill to interpret the event or know someone who has the required skill.  Base Chance: 1½ x PY.   Cost: 2 Faith Points .  The cost may increase depending upon the rarity of the information sought.

Example: Fred the Barbarian decides to explore a new land but is undecided upon the direction he should take.  He prays to his God for an omen.  While sleeping that night he dreams of a flock of ducks flying toward the rising sun.  Upon awakening Fred decides to head East.

2. Assistance: The character requests divine assistance.  This will arrive in the form of a being or thing which arrives in the most appropriate moment.  The help offered will be only for the difficulty which has been brought to the attention of the Diety concerned.  Base Chance: 1 x PY.  Cost: 4 Faith Points.  The cost may increase depending upon the amount of assistance required.

Example: Fred has fallen into a hole & cannot climb out.  He prays to his God for assistance.  An hour later an old man with a donkey arrives & helps him climb out.

3. Miracle: The character requests a miracle.  This will arrive in the form which most suits the Diety concerned.  For example a request for rain from a fire god may well result in a rain of fire.  Base Chance: 1%.  Cost: 30 Faith Points.  The cost may increase depending upon the miracle requested.

Example: Fred is about to be burned at the stake for heresy.  He prays for a miracle and a rain of fire appears, consuming half the village and freeing Fred of his bonds.

[68.2] A character may increase his Base Chance of gaining divine help with the following modifiers:

	Condition
	Modifier

	Diety is Sole 
	-5%

	Diety is Greater
	+0

	Diety is Lesser
	+2%

	Deity is Demigod
	+4%

	Deity’s aid wil benefit Deity
	+2%

	For each Omen or Assistance prayed for by supplicant in the past year.
	-2%

	For each miracle prayed for by supplicant in the past year.
	-10%



	Area is Consecrated Ground
	+1%

	Area is temple dedicated to Diety
	+4%

	Supplicant has demonic ties (deals with demons, travels with a black magician or diabolist, has been granted a boon by a demon, etc).
	-15%



	Supplicant has not been faithful. 
	-5%

	For each hour supplican spends in prayer
	+1%

	Request of supplicant is selfless
	+2%

	Supplicant is on a holy quest
	+1%

	Supplicant is under attack.
	+1%

	Diety and character are both female
	+1%


[68.3] A character may regain Faith Points by performing certain good deeds.

   A character recovers Faith Points according to the following table:

	Activity
	Faith Points Gained

	For every 1000 SP spent in service to his faith.
	1

	For each 5 beings converted to the faith.
	1

	For each roadside shrine built.
	1

	For each chapel built.
	2

	For each church built.
	3

	For each enemy of the faith vanquished
	2

	Pious conduct per month [as decided by GM]
	2

	For every magical item sacrificed to his faith
	1

	Consistent prayers and thanksgiving per month
	1

	Each quest the character has undertaken for the Deity
	1


69. Adventuring Skills

[69.2] An adventurer may use Adrenal Might to increase his Physical Strength.

   This skill increases the characters Physical Strength by 1 point per Rank.  Using Adrenal Might requires two Pulses of preparation and lasts for 2 Pulses per Rank after which the character must rest for 1 minute or suffer 1D5 points of Fatigue damage.  

[69.3] An adventurer may obtain a meager living through Begging.

   Through the use of this skill the character may convince passers by to donate money.  On a successful roll of ([LC + PB]/2 + [7 x Rank]) % or less [3 x Rank of the beggar + 5% for each point obtained from a physical disadvantage] is added to the reaction of the beggar’s patron.

Reaction Roll:

· On a reaction of Enraged the Patron will attempt to kill the beggar with whatever weapon(s) the Patron has on hand.

· On a reaction of Belligerent the Patron will hit & kick the beggar doing D-4 damage.

· On a roll of Wary the Patron will verbally abuse the beggar.

· On a roll of Unfriendly to Neutral the Patron will refrain from giving the beggar any money.

· On a roll of Pleasant the Patron will donate 1 Copper Farthing to the beggar.

· On a roll of Friendly the Patron will donate 1D5 Copper Farthings to the beggar.

· On a roll of Charmed the Patron donates 1D5 Silver Pennies to the beggar.

· On a roll of Enraptured the Patron will donate a Gold Sovereign to the beggar.

 Modifiers:

· Begging in a village +10% [maximum amount given is 1d5 copper farthings]

· Begging in a town +0% [maximum amount given is 1d5 silver pennies].

· Begging in city -10% [maximum amount given is 1 Gold Sovereign]. 

   The begging skill may only be used by the character once per day [+1 every 5 Ranks].

 [69.4] An adventurer can use Blind Fighting to fight in impenetrable darkness.

   Due to intense training in darkened conditions the character gains an additional +4% per Rank to his strike chance.  Note:  This may only be used to offset combat penalties due to lighting conditions.     

[69.5] An adventurer may use Body Damage Stabilisation to delay death.

   On a successful roll of (WP + [5 x Rank]) or less this skill allows a character to keep himself alive after sustaining a killing blow by entering a near death condition (coma) for one day per Pulse before death, i.e. if critical result indicates death in 7 Pulses, the character may go into a coma for 7 days if a successful skill roll is made.  Due to the slowing down of the body's metabolic rate, the character will appear to be dead to all but the closest of scrutiny (-75 from other's perception).  The only way to bring the character back from his trance before the allotted time is by a vigorous physical disturbance lasting more than 3 minutes or with appropriate magic or through the attention of a Healer of sufficient Rank.

[69.6] An adventurer can use Boating to control a small boat.

A character with the Boating skill may safely guide a small water craft through inland waters.  

   The use of boating may safely guide a craft of up to [6 + (2 x Rank)] feet in length and (1+1/Rank) feet in width.  Anything larger would require a crew, and the Seahand skill to operate, or the Navigator skill to pilot.

   Boating has a success chance equal to (2 x Perception) + [(Physical Strength + Manual Dexterity + Agility)/3] + (10 x Rank) % when travelling in unfamiliar waters.  A character with boating has a success chance equal to (3 x Perception) + [(Physical Strength + Manual Dexterity + Agility)/3] + (12 x Rank) when travelling in familiar waters.  The character must travel a water course (11 - Rank) times to be considered familiar with the water course.  A character’s success chance is modified as follows:

· +40% for travelling over still waters.

· +20% for travelling over calm waters.

· +5% for travelling over moving waters.

· +0% for travelling over moderately rough waters.

· -10% for travelling over rough waters.

· -25% for travelling over moderately turbulent waters.

· -40% for travelling over turbulent waters.

· -55% for travelling over exceptionally turbulent waters.

· +25% for travelling with excellent visibility.

· +10% for travelling with good visibility.

· +0% for travelling with fair visibility.

· -10% for travelling with poor visibility.

· -20% for travelling with restricted visibility.

· -40% for travelling with obscured visibility.
These modifiers are cumulative. 
   At Rank 0 the player may choose from one of the following categories:

** Rowed craft -- This includes rowboats, canoes, kayaks, and other small craft propelled by oars or paddles.

** Rafts -- This includes rafts, pirous, and barges, and any other craft propelled by poles.

** Sailing dinghy -- This includes any small sailing craft with one mast that is operable by 1-2 people. These ships are usually fishing-boats or pleasure boats for lesser nobility or merchants.

   At Rank 5, and again at Rank 10, the player may choose one of the remaining categories.  Optionally, the player may choose the same category again, giving +10 to each roll for each specialization taken.

   These boats are usually not taken out of sight of land.

   Like a navigator, a boater can maintain speed at (50 + [5 x Rank]) speed.

   Non-magical dangers (such as submerged logs/rocks, etc) can be spotted in time to prevent mishap at ([2 x Perception] + [3 x Rank]).  If the roll is from 1-20 over the chance, the player sees the danger just before it hits, but is too late to prevent it.  Any higher, and the player fails to see it.

   This skill also confers the ability to attempt basic repair and maintenance of the craft. This can be anything from mending a rip in sail or patching a canoe/rowboat, to serious work (i.e., you blew the detect trouble roll, hit a rock, and you're currently trying to fix the problem sufficiently to stay afloat.)  GM discretion must be used here. If the player has time, tools, and appropriate materials, roll as follows:

   Basic repair: ([5 x Rank] + [2 x MD] + Perception) %

   Medium repair: ([4 x Rank] + [2 x MD] + Perception) %

   Hard repair:  ([2 x Rank] + [2 x MD] + Perception) %

   Modifiers:

   Inappropriate tools:       -20

   Inappropriate materials:   -50 (in other  words, not very likely)

   Insufficient time, or otherwise rushed          -5 to -30

(depends on circumstances, use your discretion. Missing the morning fishing could be -5; under enemy fire would be -30)

   In a pinch, a character can attempt to make a crude boat out of available materials (i.e. wood, canvas, bark, etc).  The chance of success is (Rank + MD + Perception) %. This will create something that basically floats, but will not be the slightest bit comfortable. It also will be somewhat unstable. Every (12 - Rank) hours a mishap roll must be made to stay afloat.

Failure of this roll means the boat falls apart.

   If the creation roll is over by less than 20, the boat won't work, the player knows this, but it may still be able to float enough to use as a flotation device to paddle with. If the roll is more than 20 over, either it falls apart upon hitting the water, or (GM's discretion) will hold together until the first mishap roll, at which time it automatically starts to fall apart. 
[69.7] An adventurer may use Character Judgement to determine the trustworthiness of a character.

   On a successful roll of (PC + [5 x Rank])% or less.  This skill allows the character to make accurate judgments about people.  The character must be able to observe the target as he interacts with other people before a roll may be made.  The character with this skill interacts with the target himself, he gains a +10% to his roll.  If he is able to question the subject over a period of time, he gains a +5% per hour of such questioning, with a maximum bonus not greater than the character's Rank bonus with this skill.

   Some applications of this skill are; determining any psychological limitations, likes and dislikes, etc.

[69.8] An adventurer can use Climbing to scale cliffs, walls and trees.

   Climbing Skill is an adventure skill like Horsemanship and Stealth. The prime difference is that Characters do not begin at Rank 0. They must expend 100 experience points to become Rank 0. The chance of a character successfully using the climbing skill is equal to: ([3 x MD] + PC + [8 x Rank]) - (Distance climbed in feet/10). A check is made for each entire vertical surface. If a failure occurs, roll % dice to determine at which height the character fell. A 100 would indicate that character fell from the top of the climb. Consult falling damage rules if a fall occurs.

Modifiers:

Once a ledge, or similar area, where a character can stand freely and rest is reached, the climb has ended. If he proceeds upward from that point, another success check must be rolled. 

· GM should account for loss of fatigue as climbing is a strenuous activity, and penalize the climber as he sees fit. Typically a -10 should be applied for any character with 0 Fatigue.

· A character can have both thief and climbing skill, in which case the higher Rank applies for determining success. 

· If a character's Rank in Thief is higher than his Rank in Climbing, he need only expend half the experience to gain Rank in the Climbing skill.

· A character who has the Ranger Skill, and has selected mountains (not caverns), as his area of specialty, need only expend half the experience points to gain Rank in climbing, up to a Rank equal to his Rank in Ranger.

· Armour affects a character's chance to successfully climb, similar to the way it affects Stealth, only the penalty is doubled, with the exception that Leather receives a -5 penalty, and cloth does not receive any bonus.

· Furthermore, the chance of success is increased or reduced by 1 for each point above or below 15 that a character has in Physical Strength and Modified. Agility.

· Roll of 00 is an automatic failure, no matter what the percentage chance was, and likewise a roll of 01 is always a success.

[69.9] An adventurer may use Cold Tolerance to decrease his discomfort due to cold weather.

   For each Rank with this skill, the temperature is considered 2 degrees warmer for the purpose of determining the ill effects of cold (damage, etc.).

[69.10] An adventurer will use Concentration to ignore distractions.

   Through intense concentration the character has improved his concentration while casting a spell.  The character adds (2 x Rank) % to maintain his concentration in spite of any distraction.

[69.11] An adventurer may use Cryptography to create or decipher codes.

   The character with this skill has some training in creating & deciphering hidden messages & codes.  In its basic form, the player is allowed to make a roll of ([2 x PC] + [4 x Rank])% or less when his character is confronted with a coded message [or wishes to create one].  If successful, the GM can reveal a general overview of the secret missive [or has successfully hidden one].

[69.12] An adventurer may use Debate to argue a point of view.

   Through the use of this skill the character may win arguments.  The Base Chance is (WP + [7 x Rank]) %.  Winning an argument against an opponent results in an increase of one step on the Reaction Table. This skill may not be used in combat or against a hostile foe.  Furthermore extreme reactions such as Enraged or Enraptured cannot be altered through the use of this skill.

[69.13] An adventurer will use Diving  to make dives from dangerous heights, remain underwater for extended periods of time, and swim more efficiently.

   To advance in Ranks with this skill a diver must be of at least equal Rank in the swimming skill.  A skilled diver may make dives from dangerous heights into bodies of water.  A diver may make a safe dive of 25 + (10xRank) feet, with a base success chance of (2xAdjusted Agility) + (10xRank)%.  If the diver has previously scouted the dive and is familiar with the body of water (2xRank) is added to the success percentage for the dive.  This Base Chance is modified by the following conditions:


-1%/ft over divers maximum allowable safe dive height.


-1%/2 lbs. of weight carried by the diver.

These modifiers are cumulative.

   To make a safe dive from dangerous heights there must be sufficient water depth available for the dive.  There must be at least (dive height/4) - (2/Rank) feet of water depth for the diver to execute a safe dive; a minimum of 5 feet of water is required.  If a dive is made into insufficient water the diver will sustain 1 Endurance damage/foot of insufficient water.  This damage is reduced by 1 Endurance/2 Ranks (round down) with a minimum of 1 Endurance damage.  If a diver fails the safe dive roll by less than (2xAdjusted Agility) the diver will sustain (2x[dive height/20]) Endurance damage.  Otherwise, the diver will sustain ([height/20] squared) Endurance damage.

   A diver may make surface dives of up to D + (8 x Rank) feet in depth.  While diving the diver may remain underwater for a period of time equal to D100 + (30 x Rank) seconds, if the diver has had at least 60 - (5 x Rank) seconds to prepare for the dive.  Otherwise, the diver may remain underwater for a period of time equal to D10 + (20 x Rank) seconds.

[69.14] An adventurer will use the Drinking skill to drink substantial quantities of alcohol.

   The Drinking skill represents the character’s ability to hold his alcohol. For this skill, the standard working definition of a drink is used: 1 drink = 12 oz of beer = 4 oz of wine = 1 oz of hard spirits.

   The number of drinks a character can metabolise in an hour is ([Endurance + Rank + Modifiers] / 5).

The Modifiers for determining capacity are:

	-2 for Females
	-5 for Children

	+10 for Dwarves 
	+8 for Gnomes

	-3 for Halflings
	-2 for Elves

	+4 for Orcs 
	+2 for Norsemen 


The effects from drinking are as follows:

	Quantity
	Effects

	½ x capacity 
	-2 Perception

	1 x
	-3 PC, -1 on Attributes

	2 x
	-10 PC, -3 on Attributes

	3 x
	PC is 1, All Attributes halved

	4 x
	Unconscious

	5 x
	Comatose, [4 x EN]% or death

	6 x 
	Comatose, [2 x EN]% or death

	7 x 
	Comatose, [EN]% or death

	8 x 
	Death


   The effects are applied at the end of each hour. The number of drinks over the character’s capacity from the previous hour is carried over to the next.

[69.15] An adventurer will use Eavesdrop to increase his ability to hear indistinct noises.

   This skill will allow a character to notice hear sounds that are not generally noticeable.  This skill effectively gives the character a +1/Rank to his perception for all perception rolls involving sound as the main factor.

 [69.16] An adventurer will use Enamour to entice someone into falling in love with him.

   After 17 days of observation [-1 day per Rank] this skill enables the character to entice his victim into falling in love with him.  The victim must be of the correct gender for this skill to work.  The Base Chance is ([LC + PB]/2 + [10 x Rank]) %.  The victim throws 3 x their WP to resist if the character is someone the victim objects to or 2 x WP if not.  The result is shown on the Table below:

5% of Success Chance 

· The victim is madly in love with the

· Character & will abandon all ethics, goals & loyalties.

10% of Success Chance

· The victim is madly in love with the character & will help the character in any way that does not violate her ethics or loyalties.

To normal Success Chance

· The victim is infatuated with the character but will not change her ethics goals or loyalties.

From 1% to 29% over Success Chance

· Victim is flattered but not convinced.

30% over Success Chance

· Victim has been insulted during pursuit & may attack the character, arrange to have the character assaulted or feign interest in order to cause the character some great harm later.

   A victim who is madly in love with the character may do everything the character wishes but will expect the character to feel the same way.  The victim will become dangerously jealous of any potential rivals & could become murderous if the victim realises she has been duped.   

[69.17] An adventurer will use Etiquette to know the correct forms of address and social manners.

   No character need roll for etiquette while in their own culture.  Etiquette for any other culture must be paid for normally.  Any time an etiquette role is called for the player must roll ([PC x 5] + [5 x Rank]) % or less.  A successful roll raises a reaction roll by one level.  If the character is of noble birth a failed roll results in loss of honour.

[69.18] An adventurer may use the Excavation skill to unearth a site or ruin.

   The character with this skill has the learned the techniques for the careful unearthing of a site or ruin.  This process involves shoring up crumbling foundations, choosing the proper tools, and protecting exposed finds. Without the proper use of this skill, delicate finds may be destroyed by crude and reckless digging.  Characters with the excavation skill can ensure that the structural details of a dig are left intact so that further visits to the excavation site can still yield useful knowledge.  The Base Chance for the successful use of this skill is ([MD + PC]/2 + [7 x Rank])%.

[69.19] An adventurer may use Find Traps to find basic or intricate traps on doors, chests, etc.

   The adventurer may make one attempt to detect a trap [which requires 10 seconds] in a particular location per day.  A roll of (PC + [7 x Rank])% or less must be made for this skill to be successful.  The following modifiers may be made to the success chance: Use of bulls-eye lanter +10%; Use of small mirror +10%; Use of probes +5%; Use of magnifying glass +5%.  If successful the adventurer knows the trap’s location & what will set it off but has no knowledge of its abilities.

[69.20] An adventurer will use Find Weakness to locate weaknesses in his opponent’s defence.

   The character’s fighting technique allows them to perceive weaknesses in their target’s defence by rolling (PC + [3 x Rank])% or less.  The character gains an additional +10% to do a grievous or END damage on a successful roll.

[69.21] An adventurer will use Fire-Building to start a fire without flint and steel.

On a successful roll of ([2 x MD] + [5 x Rank]) % or less the character can successfully start a fire given a few pieces of dry wood & some tinder.  The process takes 30 minutes.  At Rank 5 the adventurer can even get a fire going in the worst conditions.

   Characters with the Barbarian or Ranger profession learn this skill at 50% EP cost.  If the character has learned both professional skills the fire-building skill is free upto the Rank of the lowest of the two skills.  

[69.22] An adventurer will use First Aid to stop blood loss from a wound and remove missile weapons.

   On a roll of ([MD + PC]/2 + [7 x Rank]) % or less the character may stop the loss of 1 FT points per Pulse (+1 FT point every 2 Ranks) due to a wound.  On a roll which is 30% lower than the success chance the character may stop the loss of 1 EN point per Pulse due to a wound (+1 EN point every 4 Ranks). 

   In addition the adventurer may remove a missile or thrown weapon which has become lodged.  The removal takes two minutes [-6 seconds per Rank] and reduces the damage done in the extraction by 1 point every four [or fraction of four] Ranks. 

[69.23] An adventurer will use Folk Tales to gain common knowledge about a subject.

This is a skill that can be taken many times - once for each topic.  The possible topics are:

· Magical Beasts

· Important Days

· Items of Power

· Local Legends

· Famous Heroes & Villains

· Ghosts

· Faerie

· Giants

· Underdark

· Foreign Realms

· Fabled Lands

· Creatures of the Night

   A character with this skill knows most of the folk tales concerning their chosen area.   Folk tales provide strictly common general knowledge concerning their subject and will mix inaccuracies and falsehoods with accurate information. Each successful roll will provide two points of information one of which will be false.  This skill is entirely one of knowledge, and confers no special ability to perform a craft or trade. 

   Generally there is no success percentage, the GM simply giving far more information regarding a certain topic to a character who has knowledge of that area. If there is doubt as to whether or not a character should know something from their specific area, the Base Chances are:  

	Rarity of Information 
	Base Chance

	Common
	LC + 70%

	Uncommon
	LC + 40%

	Rare or Obscure
	LC + 10%


   These chances may be further modified by the GM to reflect the individual rarity of the knowledge. 

[69.24] An adventurer will use Foraging to find edible plants, berries and roots in the wild.

   Its success chance is ([PC]/2 + [8 x Rank])%.  Success indicates the character has found the required foliage.  A failure indicates he has failed to locate any edible foliage, though it may still exist in the area.  A roll of the success chance plus +30% or more indicates the character has misidentified a poisonous plant [such as a toadstool] as edible.  A roll of 1D10 is then made.

· 1-4   The poisonous food does D-5 damage

· 5-7   The poisonous food does D-1 damage

· 8-10   The poisonous food does 1 DP per hour until death or the character is healed by the attentions of a Rank 4 Healer, Herbalist or Ranger.

   Any character learning the Herbalist skill acquires an equal Rank in this skill for no EP cost.

[69.25] An adventurer will use Forgery to produce fake official documents.

   This skill represents the ability to fake official documents, money, works of art, etc, with a view to deceiving the officials concerned.  This requires time & specialised equipment [such as special pens, similar types of paper & ink to the document to be duplicated, etc] in most cases.  

   The character’s Base Chance of successfully using his forgery skill is ([MD + PC]/2 + [10 x Rank])%.  The PC of the reader is subtracted from the forger’s Success Chance, or 3 x PC if for some reason the reader suspects that a forger may be in the area.  In addition 15% is subtracted if the forgery is of average quality & 30% is subtracted if the item to be forged is difficult.  In order to forge a document in another language that language must be known by the character at the same Rank as the document itself.

[69.26] An adventurer will use Gambling to win at games of chance.

   A character with the gambling skill is proficient in playing (and possibly cheating at) games of chance and sporting events such as animal baiting and fighting.

   A gambler may add an area of expertise at each of the following Ranks: 0, 2, 5, and 8. The character chooses from among the following games: cards, dice, racing, and animal baiting/fighting.  Each expertise chosen gives the character a complete working knowledge of the nature of that game/sport.

   A gambler may try to pick the winner of a race or animal baiting/figh he/she has ability in.

Chance to pick winner = ([PC/2] + [2 x Rank]) + Average Chance to Win.

   Average chance to win would be based on probabilities based on the number of competitors in the contest (a race involving 5 horses would have a 20% Average Chance to Win, etc).

   A gambler may 

   A gambler may cheat at a game he/she has ability in, particularly cards.

Chance to cheat = (WP + [8 x Rank]) – (2 x PC) of observing non-gambler character(s).

Chance to cheat = (WP + [8 x Rank] – Observer’s Rank) of observing gambler character(s).

[69.27] An adventurer will use Gaming to skillfully play various games.

   The character enjoys & is skilled at a certain type of game.  The player may choose which game his character is skilled at from the following:

· Backgammon

· Checkers

· Dicing

· Fidchell

· Go

· Halatafl

· Hare & Hounds

· Hnefatafl

· Kaissa

· Liu Po

· Mah-Jong

· Mancala

· Nine Men’s Morris

· Patolli

· Shoji

   Once chosen the player must roll ([3 x PC] + [7 x Rank]) % or less.  If the roll is under a similar roll by the character’s opponent, then the player wins.  If not then he loses. 

[69.28] An adventuer will use Gather Information to make local contacts in an area, finding out local gossip & collecting general information.

   It takes one full evening to use this skill & its Success Chance is ([PB + LC]/2 + [8 x Rank]) %. If the roll is failed no information is gained and the character may try again another night, however he may draw attention to himself if he repeatedly pursues a certain type of information.

[69.29] An adventurer may use Heat Tolerance to decrease his discomfort due to hot weather.

   For each Rank with this skill, the temperature is considered 2 degrees cooler for the purpose of determining the ill effects of heat (damage, etc.).

[69.30] An adventurer will use Horsemanship to direct animals which he rides.

   An adventurer may use his horsemanship with any animal or monster which he would ordinarily ride (such as horses, donkeys, camels, elephants, etc.). Enchanted or Fantastical monsters do not necessarily fall into this category, and the GM must make rulings governing these situations.

   The character’s player will roll percentile dice whenever his horsemanship is called into play. A character’s horsemanship is equal to [modified Agility+Willpower)÷2+(Rank8)]. In the above equation, round all fractions down. The type of mount a character is riding will modify his horsemanship as follows:

	Donkey
	‑10
	
	Palfrey
	+15

	Mustang
	‑12*
	
	War horse
	‑5*

	Quarter horse
	‑10
	
	Camel
	‑15

	Dire Wolf
	‑10
	
	Mule
	‑8

	Draft Horse
	‑5
	
	Pony
	+10

	
	
	
	Elephant
	‑10


*
‑rating unless trained by rider; in that case, 0.

   The GM should also take into account the familiarity the character has with the individual animal type and apply modifiers thereby (i.e., the first time a character finds himself atop a camel should be worth at least an additional –15% modifier).

   A character’s horsemanship is called into play whenever he wishes his mount to perform an unusual or difficult action. Also, every Pulse in combat a horsemanship roll must be made. Any mount can be directed into moving at a walking pace or even a brisk trot; an unusual or difficult action would be to break into a gallop or charge, jump an obstacle, etc. During combat, horsemanship is called into play during every Pulse to: a) keep the mount controlled; b) regain control if it is lost; and c) direct the mount to take any specific Action. Remember only a War horse can be directed to enter into Close Combat by its rider, and all other mounts will only attack if directly assaulted.

   A successful roll (equal to or less than the modified percentage) will result in the mount obeying the directions of the rider. A roll above the modified percentage but less than the modified percentage +the rider’s Willpower indicates the mount either does nothing or continues to do whatever it was doing. A roll above both of these indicates the mount will either disobey the rider, buck, attempt to throw the rider, or some other unpleasant result. The actual occurrence must be decided by the GM and should become worse the farther the roll is above the modified percentage.

If the GM judges the rider has totally lost control of his mount, the rider may take no other action until he has regained control (presuming he managed to stay mounted).

   Using horsemanship while in combat may be done in combination with any other Action.

A trained horseman receives certain abilities as he rises in Rank:

	Rank
	Ability

	3
	May use two‑handed weapons

	4
	May mount or dismount without a Pass action

	5
	May fire a weapon while moving

	7
	May use two one‑handed weapons at once

	9
	The Horseman can perform stunts such as clinging to the side of his horse or picking something up off the ground while riding (requires 4 x MD roll for an object that is easily grabbed while riding at full TMR, down to 1 x MD roll for a difficult object while galloping at double TMR).  A rank 10 Horseman can also mount his horse, even if it is moving at full TMR, providing he can either catch it or intercept it.

	10
	Once per game session, the Horseman may declare one action to be successful without making a die roll.  The action cannot be one that causes damage to someone but could be something like “While riding full bore across the plain, I lean down in the saddle and pluck the magic sword from the hand of the corpse.”  An action such as “While riding at full bore across the plain, I lean down in the saddle and pluck the magic sword from the commander’s sheath”, can be declared but, if the commander is alive, he can react and possibly prevent the action from succeeding.  The GM is the final arbiter on deciding if a declared action is allowed or not.


   Acrobatics and Horsemanship – Horseman who also have Acrobatics skill can combine the two to perform actions such as leaping from a galloping horse, tumbling and landing on their feet with weapon drawn.  Such actions will generally require skill rolls (both Horsemanship and Acrobatics, unless the Horseman is high enough rank to declare such an action a success.

[69.31] An adventurer will use Hypnotism to control another.

   This is the skill of affecting another’s mind through verbal & mechanical means.  The target must be quite close to the hypnotist [10 feet or less away] & once hypnotised will be extremely suggestible.  The character’s Success chance is equal to ([2 x WP] + [5 x Rank] – [3 x Target’s WP]) %.  Any command that threatens the victim’s life or those of his loved ones has an extra -20% subtracted from the success chance.  The effects of hypnotism last ([16 + Rank] – WP of victim) hours unless terminated sooner by the hypnotist.  

   Post-hypnotic suggestions may also be given, instructing the victim to do something long afterwards.  Minus -5% is subtracted from the success chance for each week of delay.

[69.32] An adventurer may use the Instruction skill to reduce the training time for his students.

   The character may reduce the time to instruct a character in any weapon, adventuring or professional skill which he knows, up to his level with this skill or the skill being taught, whichever is less [see 188.3 and 188.5 for reduction in time].

[69.33] An adventurer willuse Linguistics to identify various languages and increase his chance to interpret them.

   A Linguist is able to recognize spoken languages, whether foreign, racial, cultural, social, professional, religious, or magical.  Absolute Success will even allow him to understand enough to get the gist of a conversation.  He is also able to distinguish regional accents of languages with which he is familiar (i.e. by hearing a certain thief speak he could tell that he hails from Souvrael in the Kingdom of Illyravoin and probably from the poorer section of town).  A linguist may be able to identify an impersonator by his language if he makes a successful roll.  The success chance for all the various uses for this skill is ([LC x 2] + [4 x Rank])%.  A linguist's final bonus with this skill is modified by +3 per language he has at rank 6 and above (in either spoken or written, whichever is being analyzed), and an additional +3 per language he has fully mastered (i.e. rank 10 in both spoken and written).  The GM is the final judge of just how difficult a particular linguistic feat is, and will assign penalties/bonuses based on the situation (examples include -10 for a language with unusual sentence structure, -30 for a completely alien to the campaign world alphabet like Greek, or even -50 for something truly alien, like a language based on example or metaphor, where without knowing the history of the culture it sprang from you're lost).

[69.34] An adventurer will use Lip Reading to tell what someone is saying without hearing his or her voice.

 .  To successfully use this skill a roll of ([2 x PC] + [4 x Rank]) % or less must be made.  The lip reader must be standing within 30 feet of the speaker and be able to see the lips clearly in order to use this skill.  For every foot of range beyond 30 feet, 2% is subtracted from the success chance.  The character must know the language spoken in order to use this skill successfully.   The adventurer using this skill must maintained line of sight with the subject’s mouth. 

   Failing a lip reading role usually means that the conversation was not understood, possibly because the target turned away or hid his mouth.  A large beard, moustache or other facial obscurement can make lip reading impossible.

 [69.35] An adventurer will use Locations to learn about various localities.

   Characters will learn about various places they travel through, and this knowledge is represented by skills for each location. These will be either specific Cities or Regions. Higher Ranks will mean a greater familiarity with the people, regulations, layout, and other special features of that particular place. This familiarity will be beneficial when trying to use abilities in that area. For instance, a Ranger who is familiar with Sherwood Forest would be much better off there than a Ranger who is not. A Thief would be better able to select targets and then fence the items if he has a greater knowledge of the city wherein he operates. Typically, a character will get Rank 0 after staying in a particular location for a week, provided they spend some times exploring.

[69.36] An adventurer will use Lover to please a partner during sexual relations.

   Lover is a new skill to reflect a character’s skill in pleasing a partner during sexual relations.  This skill could affect long-term relations with the partner and/or information gained during “pillow talk.”

Difficulty Modifiers: - (Rank x 2) of partner’s Devotee skill to represent sexual guilt.  Max Skill Rank = AG – 10.

The Success Chance to perform well with a partner = ([AG + FT] + [10 x Rank]) + DM.

   If the roll is 5% or less of the Success Chance, the partner is enraptured (20% chance to fall in love with)

   If the roll is 15% or less of the Success Chance, the partner is pleased (5% chance to fall in love with)

   Any other success yields a satisfied partner  (1% chance that the partner will fall in love with the Lover.  

   A roll of 100 indicates a serious malfunction; the partner is outraged and/or disgusted (-30 DM to seduce this character in the future)

   An enraptured partner will provide any information that Lover requests, and will be highly inclined (95%) to perform reasonable tasks for the Lover.  A pleased partner is likely (70% - WP) to provide information (except perhaps closely held secrets) and perform reasonable tasks.  A satisfied partner might provide information (50% - WP) or perform reasonable tasks.
   The effects of performing well with a partner last for a number of hours equal to Success Change – the die roll

[69.37] An adventurer will use Mathematics to perform various complicated calculations.

   It is assumed that most characters have enough knowledge of mathematics to make change for every day purchases, add and subtract small numbers, and do other simple arithmetical things.  The mathematics  skill goes beyond such things, eventually leading into mathematics.

   The abilities of that can be used when a mathematician practices his art depend upon his  Rank. 

   A mathematician gains one or more abilities at each Rank he achieves, according to the following schedule:

Rank       Ability

0               Multiplication and division of small numbers

1. Addition and subtraction of any size number

2. All arithmetical skills

3. Solutions to algebraic equations

4. Geometry and trigonometry

5. Analytic geometry

6. Basic calculus

7. Solutions to ordinary differential equations

8. Proofs

9. Advanced mathematical concepts

10. Reality description

   Further Ranks develop reality sustenance, small perturbations in reality, minor editing, minor creations, and so on until complete universe creation.

   A mathematician must know the High Math language at least Rank: (Rank in mathematics) - 5.

   Advanced mathematical concepts include such things as topology, advanced calculus, and non-ordinary differential equations. 

[69.38] An adventurer will use Mimicry to reproduce various sounds.

    This skill has three areas of specialization: Humanoid Speech, Bird Calls & Animal Sounds.  Each one is learned as a separate skill.

   Humanoid Speech enables the character to imitate any Humanoid vocal sounds with a Base Chance of ([PC + LC]/2 + [10 x Rank]) %.   1 x PC of the listener is subtracted from the Base Chance of the character.  2 x PC if the character is attempting to imitate a specific person & 3 x PC if the person imitated is well known to the listener.

   With animal or bird calls 3 x PC is subtracted if the character is seeking to fool an animal & only 1 x PC if the character is seeking to fool another Humanoid [2 x PC if the target possesses the Ranger, Barbarian or Hunter skills].

[69.39] An adventurer may use Mystical Sense to sense the use of magic.

   Only a character whose profession is mage may use this skill.  On a roll of (MA + [5 x Rank])% or less the mage may normally detect magic at a range of 1 foot per Rank for 1 minute per Rank by expending one point of FT.  For each rank with this skill, that range is increased by 3 feet.  In addition, the mage is allowed a skill roll (MA bonus + 5 per rank with this skill) to learn additional properties about an enchantment (power level, college, magical traps, etc).

[69.40] An adventurer may use Off-Hand Weapon Use to increase the skill of his secondary hand.

   Due to intense training in the use of his secondary hand the character gains an additional +2% per Rank to his Strike Chance.  Note:  This may only be used to offset combat penalties due to use of the secondary hand.

[69.41] An adventurer will use the Pilot skill to guide boats.

   A pilot may safely guide a water craft through inland waters.  A pilot may safely guide a craft of up to [6 + (2 x Rank)] feet in length and (1+1/Rank) feet in width.

   A pilot has a success chance equal to ([2 x Perception] + [Physical Strength + Manual Dexterity + Agility]/3 + [10 x Rank]) % when travelling in unfamiliar waters.  A pilot has a success chance equal to ([3 x Perception] + [Physical Strength + Manual Dexterity + Agility]/3 + [12 x Rank]) when travelling in familiar waters.  A pilot must travel a water course (11 - Rank) times to be considered familiar with the water course.  A pilot’s success chance is modified as follows:


+40% for travelling over still waters.


+20% for travelling over calm waters.


+5% for travelling over moving waters.


+0% for travelling over moderately rough waters.


-10% for travelling over rough waters.


-25% for travelling over moderately turbulent waters.


-40% for travelling over turbulent waters.


-55% for travelling over exceptionally turbulent waters.


+25% for travelling with excellent visibility.


+10% for travelling with good visibility.


+0% for travelling with fair visibility.


-10% for travelling with poor visibility.


-20% for travelling with restricted visibility.


-40% for travelling with obscured visibility.
These modifiers are cumulative. 

[69.42] An adventurer will use Riding [Seaborne] to direct the mammals or fish which he rides.

   A character with Riding Seaborne is skilled in the riding & handling of aquatic mounts.  A character Riding Seaborne skill is equal to ([AG + WP]/2 + (7 x Rank])%.  

   The type of mount a character is riding will modify his success chance as follows:

· Dolphin          +10%

· Hippocampus   +5%

· Killer Whale    -15%

· Narwhal             -5%

· Sea Serpent      -20%

· Shark                -20%

   In all other respects this skill is the same as the Tarnsmanship skill.

[69.43] The adventurer will use the Rope Use skill to tie various objects.

This skill confers the ability to understand and create knots of various types with ropes, twine, string, or other similar material. At advanced levels, methods of creating rope and splicing two ropes together are known.

Rank    Skills

0-2         Identify basic knots, tie simple knots

3-5         Identify any knot in common use, most unusual ones

              Can create/tie any knot used on a ship

              Can evaluate condition of rope

              Can splice lines together to lengthen line

Can tie up persons securely (i.e. only a thief/spy could get loose)

6-8         Identify/unravel almost any knot

              Can create your own ropes, cords, and lines

Can repair rope (assuming materials and tools are available)

9-10       Can unravel any knot you see

              Can repair any rope that is repairable

              Can create special items such as spider-silk ropes.

Can tie anything/anyone up securely (i.e. even a thief is hog-tied!).

[69.44] An adventurer will use Running to travel long distances on foot.

   An adventurer may use his running ability to rapidly cover long distances, and to move efficiently during the tactical movement stage.


An adventurer may cover long distances at a rate of (2 x TMR) while off the tactical display with a fatigue loss rate as follows:


Run for (Rank/2) + (Endurance/4) hours at a medium exercise rate, then (Rank/2) hours at a hard exercise rate, and then at a strenuous exercise rate until Fatigues points are exhausted. 


An adventurer Ranked in the running skill increases his TMR by (1/5 Ranks) (round down).

[69.45] An adventurer will use Secrete Item to hide small objects.

   This skill simulates the trained ability to conceal small objects like important papers, small weapons, jewels, artefacts or drugs in an area.  Base Chance for hiding an item is ([PC x 3] + [5 x Rank])%.  When hiding an item using this skill subtract the greatest PC value of the beings seeking the item if they are unaware of its presence, or 3 times their PC value if they are.  Areas that are very crowded with junk add +15% to the skill roll; Areas that are very bare subtract -15%.  

[69.46] An adventurer will use Seduction to seduce a being.

   Seduction is a new skill to reflect a non-courtesan character’s ability to convince another character to engage in sexual relations with the character.  This skill is unrelated to the character’s performance/effectiveness during the sexual relations (see Lover below).  The seduction may woo/court the target for some time to increase the chance of success.

   A Seducer may have a serious romantic interest in the target, or he/she may have ulterior motives (money, information, deter one from an important task, please a Dark Path deity, etc.).  The Success Chance for this skill assumes a target that is at least hesitant, and perhaps even outright resistant to being seduced by the character.
Max Skill Rank = WP – 10.

Experience cost modifiers: 

5% deduction if the character has PB greater than 16

Difficulty Modifiers: - 30 if the target is happily married, - 10 if the target is happily engaged (not to the Seducer), + 2 for each point of PB of the Seducer over 16, - 5 for each point of PB of the Seducer below 14, - (Rank x 5) if target has Devotee at Rank 3 or greater and target is of opposite Path, + 5 per week the target has been wooed by the Seduction (max. +20), + 10 if the target is mildly intoxicated, +20 if the character is in love with the Seducer. 

  The Success Chance to successfully seduce a person = (WP + [Rank x 4]) – target WP + DM  
[69.47] An adventurer will use Shadowing to follow another being without being seen.

   This skill simulates the ability to subtly follow a being without his noticing.  Base Chance for using this skill is ([PC] + [9 x Rank]) %.  Different circumstances can modify the roll:

1. Follow the being through a desert or empty open area     





-25%

2. Follow a being through a crowd          

-15%

3. Following a being on foot from horseback     
-20%

   The PC of the character being followed is subtracted from the Base Chance if the character is unaware he is being followed and four times his PC if he suspects he might be.

   The character being shadowed may attempt to evade his shadower.  Characters who know the terrain may make a Location Skill roll.  If successful the character doing the shadowing must reroll his shadowing skill.

[69.48] An adventurer will use Signalling to communicate with another over long distances.

   The method may be chosen from the following:

· Drums

· Flags

· Mirrors

· Smoke Signals

· Torches

· Trumpets

   On a successful roll of ([5 x PC] + [6 x Rank]) % the character may successfully send or understand any message sent using his chosen method.  Other methods may be learned for the cost of 1000 EP’s after achieving Rank 10.

[69.49] An adventurer will use Skating to move across a frozen body of water.

   A character with this skill may skilfully use a pair of skates.  Base Chance is (AG + [7 x Rank])%.

[69.50] An adventurer will use Skiing to move across snow speedily.

   A character with this skill may skilfully use a pair of skis to ski both cross-country and down hill.  Base Chance is ([EN + AG]/ + [8 x Rank])%.

[69.51] An adventurer will use Snowshoeing to move across snow.

   A character with this skill may skilfully use a pair of snowshoes.  Base Chance is (EN + [8 x Rank])%.  This skill also allows the making of snowshoes if you have the right tools (fresh sapling, thin rope, and a drill).

[69.52] An adventurer will use Speed Reading to increase the amount he can read.

   By means of this skill, the character is able to read much faster than normal.  The success chance for this skill is (LC + [7 x Rank])% or less. For every 5 levels, the character can read a book 2 times faster than a normal person.  This time increases one step per level (i.e. 3 times faster at 10th level, 4 times faster at 15th level, etc.).  This skill can be extremely useful when combined with Precise Memory sub-skill.  If a person is learning STRICTLY out of a book this skill can be used to decrease the time required to increase rank in the chosen skill.

[69.53] An adventurer will use Spell Craft to recognize a spell or ritual, and some of its characteristics.

   A character with this skill gains no actual spell casting abilities, but does possess significant knowledge about spell casting. Observing or overhearing a spell being cast by the character lets the player make a skill roll.  The Base Chance is ([PC + LC]/2 + [7 x Rank]).  On a successful roll the character knows if the spell can be actively or passively resisted, recognise the college of the caster & know the entity being summoned [ghost, Efrit, Demon, etc].  +10% is added if the character can both see & hear the spell being cast & an additional +10% is added if the character is from the same college as the caster of the spell under observation.

[69.54] The adventurer may use Spell Concealment to hide the casting of a spell.

On a roll of ([MD + AG]/2 + [5 x Rank])% or less a mage may attempt to cast a spell with verbal and/or somatic components without being noticed.  If the spell has a verbal component but not a somatic component, the roll is made at +10.  If the reverse is true, the roll is normal.  If the spell has both verbal and somatic components, the roll is made at -10.  NOTE: All spells except when specifically noted, use both verbal and somatic components.  When using this skill, the mage must also roll to successfully cast the spell.  It is possible to suffer two backfire results when attempting to use this skill.  A Blunder result means that the spell backfired (roll on backfire table).  An Absolute Failure means that the spell may have backfired (Base Chance 40% -MA).  If no backfire is indicated, roll cast chance at -15%, and the spell casting will be noticed. Failure indicates spell casting will be noticed.  A perception roll at +25 must be made to notice the spell casting if a Partial Success results.  A perception roll at 2x PC must be made if the result was Near Success.  Success means that a normal perception roll must be made to notice the spell casting.  The perception roll is made at -12 if the result was Absolute Success.

 [69.55] The adventurer may use Spell Displacement to disguise the direction from which a spell originated.

   Only a character whose profession is mage may use this skill.  On a roll of (MA + [5 x Rank])% or less this skill allows the mage to make ranged spells appear to originate from another location.  Visible ranged attacks normally originate from the caster.  Bonus with this skill is the distance in feet that the caster may 'displace' his spell.  The spell may then fire in any direction from the new locale.  It is important to note that the spell energy still originates from the caster.  This skill simply makes that energy invisible until it reaches the location where the spell is to appear to originate from.  Only a mage or adept may use this skill.

[69.56] The adventurer may use Spirit Communication to contact the spirit world and speak with its inhabitants.

   The character with the Spirit Communication skill is only able to use his skill by falling into a trance.  The amount of time taken to achieve a trance state is 1 hour (-10 minutes per Rank) & requires a roll of ([WP] + [4 x Rank]) or less.  While in a trance the medium is defenceless, basically unaware of his surroundings & may take no actions other than remaining in a trance or attempting to break it.  Breaking a trance requires a roll of (3 x WP) or less.  Maintaining a trance costs the medium 1 FT point per minute [EN when FT is exhausted].  A trance can only be entered once per day.

   Once the medium has fallen into a trance he may attempt a roll to contact a specific spirit (-25% modifier) or a spirit guide who will help in any way he can (+5% modifier).  If the character attempts to contact a specific spirit the attempt will either succeed or fail & if failed further attempts may be made for every 5 minutes the medium remains in a trance state.  If attempting to contact a friendly spirit guide then on a roll of 20% of the success chance the medium has succeeded in his aim.

   On a roll over 20% of the success chance but still within the total success chance the medium has contacted a neutrally disposed spirit guide who will help the medium if persuaded too.  If the spirit remains unconvinced it may leave or play pRanks – animating tables, knocking things off walls, etc.

   If the medium rolls between his success chance & his success chance +30% then he has contacted a malignant spirit who will lie to him or try to possess the medium (the medium must roll 3 x WP or less to avoid being possessed).  If the character becomes possessed he must remain so until the spirit chooses to leave or is forced out through an exorcism.  

   If the roll is above the success chance +30% then a devil has been contacted & if the roll is 99-00 then the contact is a demon.

   Once a spirit has been contacted it may be asked any number of questions as long as the medium remains in a trance.  The spirits will speak using the medium’s mouth but their own voice.  Neither the medium nor any other character can force a spirit contacted through the use of this skill to harm a living being though it may help them against another spirit.  Usually the spirit’s help is limited to information & advice.
[69.57] An adventurer can use Stamina to go without sleep or rest for an extended period.

   An adventurer using the Stamina skill may go without sleep or rest for (20 + [EN + WP/2]) hours.  Once the adventurer has reached his stamina limit he must get some rest or he will incur a cumulative penalty of –10% to the success chance of any skill for each hour he remains awake.  

[69.58] An adventurer can use Stealth to move as soundlessly and unobtrusively as possible.

   An adventurer may use his stealth ability only if he has adequate cover (i.e., space in which to conceal or obscure himself) in the area he wishes to traverse, he is appropriately clad (e.g., not in plate armor or luminescent clothing), and he is not currently under observation by the being(s) from whom he is attempting to conceal his presence.

   The GM will roll percentile dice to determine if a character is able to use his stealth ability successfully. The GM only makes such a check if there is a reasonable possibility that the character could be detected. The GM makes one check each time the character attempts one continuous action, or each time an unexpected change of condition has a significant effect upon the character’s chance of remaining hidden (e.g., one of the beings under surveillance heads for a room which happens to be through the doorway in which the .character is hidden). The GM may modify the success percentage.

   A character’s Base Chance of using his stealth ability is equal to ([3 AG] + [5 Rank])%. The highest PC value among beings able to discover the character using the stealth ability is subtracted if those beings are unaware of the character’s presence, or (3PC) if they are. If the GM’s roll is equal to or less than the success percentage, the character is undetected. If the roll is between the success percentage and that percentage plus the character’s Agility, he has made a slight noise or given a being a glimpse of himself, and may be (at the discretion of the GM) discovered. If the roll is greater than or equal to the success percentage plus the character’s Agility, he has been discovered.

[69.59] An adventurer may use Sub-Skills to learn abilities from certain Professional skills.
  A table is provided below.  The first column contains a listing of the various abilities which may be chosen.  The second column contains a list of the Experience Multiple of each ability.  The Experience Point Cost [to which this Experience Multiple is applied] may be found listed in the relevant section.  The third column lists the location of the descriptions of the various abilities and their effects on play.  Note that this list of skills for use as Sub skills is not meant to be comprehensive.

	Sub-Skill
	Ex. Multiple
	Place

	Analyze Evidence
	4.3
	[14.3]

	Assay
	4.0
	[142.4]

	Awareness
	5.0
	[7.3]

	Bump of Direction
	4.5
	[47.1]

	Danger Sense
	6.2
	[41.2]

	Detect Lie
	3.0
	[94.4]

	Disguise
	4.0
	[170.5]

	Enhanced Perception
	3.5
	[168.8h]

	Go Without Sleep
	1.2
	[41.9]

	Identify Plant
	3.1
	[32.7]

	Iaijutsu
	3.5
	[34.7b]

	Intimidation
	4.2
	[95.3]

	Mapping
	0.8
	[111.1]

	Metal Evaluation
	1.8
	[96.5]

	Musical Instrument
	1.0
	[170.1]

	Negotiate
	1.8
	[19.5]

	Pick Locks
	8.5
	[168.8]

	Pick Pocket
	2.0
	[168.8]

	Precise Memory
	4.7
	[14.3]

	Protocol
	4.2
	[19.3]

	Rear Hex Attack
	9.0
	[102.6]

	Recognise Ambush
	2.6
	[57.3]

	Reduced Sleep
	1.2
	[6.7]

	Remove Traps
	3.3
	[168.8p]

	Simulate Emotions
	1.8
	[170.1q]

	Sleight of Hand
	2.3
	[164.5r]

	Survival
	2.6
	[6.4]

	Torture
	1.7
	[33.4]

	Tracking
	3.9
	[11.1]

	Trance
	2.4
	[6.6]

	Trap Building
	3.5
	[32.11]

	Tumbling
	3.5
	[94.4]

	Yadomejutsu
	3.5
	[34.7a]


[69.60] An adventurer will not only use use Swimming to swim, but also to give the character the ability to hold his or her breathe for extended periods of time.  

   The character can tread water for (5 x [Rank squared]) minutes. After that period, they must expend 1 Fatigue point and make a roll every (6 x Rank) minutes to stay afloat. The roll is made against (Agility + [2 x Will Power] + [2 x Fatigue] + [3 x Rank])%. A roll of less than 15% of this chance means the character can ignore the Fatigue cost for that period.

   Characters can swim through the water with a Tactical Movement Rate equal to [Rank / 3] (round off). TMR is halved when swimming below the surface.  Swimming will cost 1 Fatigue point per [Rank] minutes.  A swimmer can swim at his TMR for (EN + Rank) Pulses before beginning to lose 1 FT per Pulse [EN when FT is exhausted] while continuing to swim. 

   A swimmer can keep himself afloat [though not actually moving] for (EN + Rank) hours before beginning to lose Fatigue.  Thereafter, he will lose 1 point of FT every (EN + Rank) minutes [EN when FT is exhausted].  This rate will cumulatively rise by 1 point after each lose [e.g. 1 point at first lose, 2 at second and so on].

   Staying afloat is not possible if a character is wearing metal armour, has their hands full, or has zero Fatigue. Otherwise, if they are encumbered, reduce their effective Rank by 2 for each Agility point lost due to encumbrance. Also reduce the Rank by 1 if the character is wearing boots or shoes. The effective Rank is increased by 1 if flippers are worn.

[69.61] An adventurer will use Tarnsmanship to direct animals which he rides.

   A character with Tarnsmanship is skilled in the riding & handling of a flying mount.  The character’s player will roll percentile dice whenever the character’s Tarnsmanship skill is called into play.  A character’s Tarnsmanship skill is equal to ([AG + WP]/2 + [6 x Rank]) %.  In the above equation all fractions are rounded down.  The type of mount a character is riding will modify his Success Chance as follows:

· Gryphon      -30%

· Hippogriff   -10%

· Manticore    -20%

· Phoenix       -15%

· Pterosaur      +0%

· Tarn             -10%

· Wyvern        -20%

   The GM should take into account the familiarity the character has with the individual animal type & apply modifiers thereby (i.e., the first time a character finds himself atop a Pegasus should be worth at least an additional -15%).

   In all other regards this skill is the same as the Horsemanship skill.

[69.62] An adventurer will use Throwing to increase the range, damage or accuracy of thrown weapons.

   The Base Chance of the Throwing skill is ([MD + AG]/2 + [5 x Rank]) %.  If this roll is successful the character may elect to add +10 [+10 per 5 Ranks] feet to a thrown weapon’s range; add +5 % [+5% per 5 Ranks] to its strike chance; or + 1 [+1 per 5 Ranks] to its damage.  Only one may be chosen per use of this skill.

[69.63] An adventurer may use Time Sense to determine the passage of time.

      On a successful roll of ([PC + WP]/2 + [7 x Rank])% or less the character with this skill may determine the time of day or how much time has passed over a specific time period.  This may be done even if the character has been asleep or unconscious.

[69.64] An adventurer will use Two-Handed Fighting to strike his opponent without penalty.

   When a character with the two handed fighting skill fights with a qualifying weapon in each hand, he decreases the strike chance penalty of his primary hand by 2% per Rank and secondary hand by 4% per Rank. Ambidextrous characters get the penalty decreased by 2% per Rank for either hand. The two-handed fighting skill can never bring the strike chance penalty higher than 0. At Rank 5, the average character would have no penalty to his strike chance with his primary hand and only a -10 penalty with his secondary hand. An ambidextrous character would have no penalties for 2 handed fighting style at Rank 5. At Rank 0, a character can fight with weapons in his secondary hand that meet the -2 PS and -2 MD requirements of the primary hand. Ambidextrous characters get no benefit from 2 Hand Fighting Skill at Rank 0.

[69.65] An adventurer will use Ventriloquism to throw his voice.

   The character has learned the secret of “throwing his voice.”  Although not actually making sound come from somewhere else (like the spell), the character can deceive others into believing this to be so.  When using the ventriloquism skill, the supposed source of the sound must be within 5 feet of the character.  The Base Chance of the Ventriloquism skill is ([LC] + [10 x Rank]) %.  3 x PC of the hearer is subtracted from the character’s success chance.      

[69.66] An adventurer will use Wagon Driving to direct animals hitched to a wagon or cart..

   A character with Wagon Driving is skilled in the operation and upkeep of wagons, carriages, and such.  The character can properly harness (team) animals in groups to animal-drawn vehicles and complete simple repairs to such vehicles.  

  ([MD + PS]/2 + [8 x Rank] + [2 x Beast Master Rank] – [4 x number in team]).

(each type must be learned separately: e.g. pony-cart, 2- horse team, 4-horse team, 2-ox team, etc). 

Rank 0 - Safely operate team at slow speeds

Rank 1 - Properly team 2 animals

Rank 3 - Safely operate team at moderate speeds

Rank 4 - Properly team up to 4 animals

Rank 5 - Safely operate team at fast speeds

Rank 6 - Properly team more than 4 animals

Rank 10 – Safely operate a team of more than 4 animals over rough and broken ground at fast speed.

[69.67] An adventurer may use Waylay to attack a being by surprise in an urban setting.

   Waylay skill can only be used in an urban setting when a target is attacked by complete surprise by a weapon held in hand (i.e., can't be used with missile or thrown weapons).  For each Rank of Waylay skill, the attacker gains a +2% to his strike chance for the surprise attack (over and above any position bonuses for attacking from behind and the normal bonus for surprise attack).  This bonus is not added on any subsequent attacks against the target.

 [69.68] A character using Weapon Catch is able to catch a thrown weapon in mid-air & return it in one smooth motion.

   To use this skill the character must first successfully evade the weapon & only then may this skill be applied.  The Base Chance to successfully use this skill is ([MD] + [4 x Rank]) %.  

   The weapon against which this skill is used modifies the success chance as follows:

· Hafted Weapons             -5%

· Pole Arms                      +5%

· Entangling Weapons     -25%

· Thrown Weapons          -15%

· Special Weapons            +5%

   Once the weapon is caught the character may elect to keep it or throw it back in the same pulse without penalty.  The character has his normal Strike Chance with the weapon whichever option is chosen.    

[69.69] An adventurer will use Weather Sense to determine the likely weather pattern.

   This skill enables a character to determine something about what the weather conditions will be in the place he is currently occupying during the coming four hours [+2 hours per Rank].  The Base Chance of successfully using this skill is ([PC] + [3 x Rank]) %.  A successful skill roll indicates that the character correctly ascertains at least one general fact about the upcoming weather conditions: rain is on the way, rain is not on the way, it will get warmer, it will get colder, there is going to be a hurricane & so forth.  

   The GM always rolls when the character is using the Weather Sense skill & is not obliged to reveal the result of the attempt.  The information gained from a successful roll is whatever the GM deems it appropriate for the character to know concerning the weather [and, of course, the information must be at least generally true].  A failed roll indicates that no definite information is gained, or [at the GM’s option] some incorrect information is gained.

   For every attempt beyond the first one on a given day, the GM will attach a cumulative +10% modifier to the dice roll.  
70. Aging Rules
 [70.1] A s a character ages his characteristics may alter.

   Once a character reaches 35 years of age (and each 5 years past this age) his player must begin rolling die to see if the character retains his level of characteristics.  A roll must be made for each characteristic potentially affected.  See the table below. 

Note: No stats may be reduced more than two points below the character’s racial minimum.

Aging Table

Loss/Saving Throw

	Age
	PS & EN
	AG & MD

	35-45
	-2 (45%)
	-2 (54%)

	46-60
	-2 (36%)
	-2 (45%)

	61+
	-4 (36%)
	-4 (36%)


71. How Experience is Gained

   A character’s progress in his trade is measured in Experience Points, which are gained at the conclusion of an adventure, and as a result of constant practice. The GM is the sole dispenser of Experience Points; he makes his determination of the award for each player character based on the following rules. A character improves his abilities as he gains experience.

   The GM is enjoined to keep his Experience Point awards within the limits given here. A player wants a sense of accomplishment when he acts the part of a character in a roleplaying game, and the GM should be moderating partly for the purpose of giving a fantasy game an aura of verisimilitude. The distribution of too many Experience Points to the player characters will result in the characters becoming disproportionately powerful, and therefore (goes the reasoning) the players have performed exceedingly well. This short‑term gain belies the long‑term disservice the GM and players have done to themselves: the exploits of the characters will have been cheapened by the ease which one can become a mighty hero or wizard.

[71.1] The GM should make one set of Experience Point awards for every five hours of effective play during one session.

   The players are effectively playing their characters when the characters are attempting to complete a mission (i.e., discounting time spent by players in eating or arguing, or time spent by players on inconsequential activities).

   The five hour measure of time is intended as a flexible guideline. If the GM runs an especially long play session, he will probably want to reward the players for their patience and sustained acting of their respective character parts. The totals listed in rule 55.2 are also intended as guides for awards given during an unfinished adventure.

[71.2] The base Experience Point award for a character at the conclusion of an adventure depends upon the character’s proficiency and the success or failure of the common mission.

	Title
	Experience Points
	Award (1)
	Award (2)

	Novice
	0-7,500
	600
	1200

	Mercenary
	7,5001-15,000
	900
	1800

	Adventurer
	15,001-45,000
	1200
	2400

	Veteran
	45,001-150,000
	1500
	3000

	Hero
	150,001-300,000
	2000
	4000

	Legendary
	300,001-600,000
	2500
	5000

	Mythic
	600,001+
	3000
	6000


   The Experience Points listed are the amount of experience points that are required to be spent in order to advance to that level.  

1) This award is given when the player has not been successful in this session at accomplishing the current goals.

2) This award is given when the player has been successful in this session at accomplishing the current goals. 

Note: The experience points required for each level of proficiency are multiplied by the experience multiple of each race, e.g. for a Kerubim 9,000 EP’s are required to reach mercenary status.

[71.2] The base Experience Point award for a character at the conclusion of an adventure depends upon the character’s proficiency and the success or failure of the common mission.

	Title
	Skill Levels Required

	Novice
	all characters start at this point

	Mercenary
	2 skills at Rank 4

	Adventurer
	4 skills at Rank 4

	Veteran
	2 skills at Rank 8 (1)

	Hero
	4 skills at Rank 8 (2)

	Legendary
	6 skills at Rank 8 (3)

	Mythic
	8 skills at Rank 8 (4)


1) One of these skills must be a professional skill

2) Two of these skills must be professional skills

3) Three of these skills must be professional skills

4) Four of these skills must be professional skills

   Skills include Rank with weapons, talents, spells, and rituals, adventuring skills and professional skills (e.g. Healer, Thief, etc).

[71.3] The base Experience Point award can be increased or decreased by increments of 10% for special circumstances.

   There are three categories for which a player character can gain or lose Experience Points, depending on the player’s performances. A good/bad performance modifies the Experience Point (EP) total by ±10%, an exceptional/terrible performance modifies the EP total by ±20%, and an excellent/abysmal performance modifies the EP total by ±30%.

1. How well or poorly the player portrays his character within the adventure. The character will gain EP’s as the player adds new dimensions to his personality and/or when he takes an action of note (which may be to the detriment of the party) which illuminates an aspect of his personality. The character will lose EP’s when the player has him perform in a manner inconsistent with his stated purpose or beliefs. Also crucial in this regard is for a character to act with all the knowledge (or, more importantly, lack thereof) which he would actually become privy to.

2. How well the character performs while executing his duties as an adventurer. Thus, the fighter who stands up to the gryphon to allow his companions to escape, the Thief who disarms the trap in time, the Adept whose spell work was crucial to the success of the adventure, all these should be given bonuses. Similarly, failure in one’s appointed job should deserve a penalty (if failure wasn’t enough penalty in and of itself). The GM should award these with care and be conservative else other players feel cheated due to the lucky rolling of one player.

3. Survival against the odds.  In each situation where the average damage caused by an attack from an opponent would kill the character, add a bonus of 10% to the Experience Point award if he survives the attack.

[71.4] A character can gain Experience points for practicing his abilities while not on an adventure.

	Title
	Training

	Novice
	15/day

	Mercenary
	20/day

	Adventurer
	30/day

	Veteran
	40/day

	Hero
	50/day

	Legendary
	60/day

	Mythic
	70/day


Adventure

The Experience Point costs for Spells and Rituals are described in Consequences (see rule 53.): See Magic above. For others, see rule 164.6.

	Rank 
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Adrenal Might
	200
	400
	600
	800
	1000
	1200
	1400
	1600
	1800
	2000
	2200

	Begging
	75
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Blind Fighting
	400
	800
	1200
	1600
	2000
	2400
	2800
	3200
	3600
	4000
	4400

	Body Damage Stabilisation
	600
	1200
	1800
	2400
	3000
	3600
	4200
	4800
	5400
	6000
	6600

	Boating
	300
	125
	300
	850
	1400
	2200
	3400
	4200
	5300
	6800
	9500

	Character Judgement
	250
	500
	750
	1000
	1250
	1500
	1750
	2000
	2250
	2500
	2750

	Climbing
	0
	500
	1000
	1500
	2000
	2500
	3000
	3500
	4000
	4500
	5000

	Cold Tolerance
	500
	1000
	1500
	2000
	2500
	3000
	3500
	4000
	4500
	5000
	5500

	Concentration
	300
	600
	900
	1200
	1500
	1800
	2100
	2400
	2700
	3000
	3300

	Cryptography
	200
	400
	600
	800
	1000
	1200
	1400
	1600
	1800
	2000
	2200

	Debate
	50
	100
	150
	200
	250
	300
	350
	400
	450
	500
	550

	Diving
	300
	200
	400
	600
	800
	1000
	1200
	1400
	1600
	1800
	2000

	Drinking
	150
	300
	450
	600
	750
	900
	1050
	1200
	1350
	1500
	1650

	Eavesdropping
	300
	600
	900
	1200
	1500
	1800
	2100
	2400
	2700
	3000
	3300

	Enamour
	125
	350
	700
	1050
	1400
	1750
	2100
	2450
	2800
	3150
	3500

	Etiquette
	150
	300
	450
	600
	750
	900
	1050
	1200
	1350
	1500
	1650

	Excavation
	250
	500
	750
	1000
	1250
	1500
	1750
	2000
	2250
	2500
	2750

	Find Trap
	450
	900
	1350
	1800
	2250
	2700
	3150
	3600
	4050
	4500
	4950

	Fire-Building
	50
	100
	150
	200
	250
	300
	350
	400
	450
	500
	550

	First Aid
	300
	600
	900
	1200
	1500
	1800
	2100
	2400
	2700
	3000
	3300

	Folk Tales
	500
	—
	—
	—
	—
	—
	—
	—
	—
	—
	—

	Foraging
	155
	310
	465
	620
	775
	930
	1085
	1240
	1395
	1550
	1705

	Forgery
	600
	1200
	1800
	2400
	3000
	3600
	4200
	4800
	5400
	6000
	6600

	Gambling
	275
	550
	825
	1100
	1375
	1650
	1925
	2200
	2475
	2750
	3025

	Gaming
	75
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Gather Information
	75
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Heat Tolerance
	500
	1000
	1500
	2000
	2500
	3000
	3500
	4000
	4500
	5000
	5500

	Horsemanship
	0
	125
	250
	375
	500
	625
	750
	875
	1000
	1125
	1250

	Hypnotism
	500
	1000
	1500
	2000
	2500
	3000
	3500
	4000
	4500
	5000
	5500

	Instruction
	200
	400
	600
	800
	1000
	1200
	1400
	1600
	1800
	2000
	2200

	Linguistics
	500
	1000
	1500
	2000
	2500
	3000
	3500
	4000
	4500
	5000
	5500

	Lip Reading
	200
	400
	600
	800
	1000
	1200
	1400
	1600
	1800
	2000
	2200

	Locations
	50
	100
	150
	200
	250
	300
	350
	400
	450
	500
	550

	Lover
	50
	200
	400
	600
	800
	1000
	1200
	1400
	1600
	1800
	2000

	Mathematics
	75
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Mimicry
	75
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Mystical Sense
	300
	600
	900
	1200
	1500
	1800
	2100
	2400
	2700
	3000
	3300

	Off-Hand Weapon Use
	230
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Riding [Seaborne]
	250
	500
	750
	1000
	1250
	1500
	1750
	2000
	2250
	2500
	2750

	Rope Use
	25
	50
	100
	200
	200
	400
	600
	600
	800
	800
	800

	Running
	300
	225
	450
	675
	900
	1125
	1350
	1575
	1800
	2025
	2250

	Secrete Item
	300
	600
	900
	1200
	1500
	1800
	2100
	2400
	2700
	3000
	3300

	Seduction
	200
	500
	1000
	1500
	2000
	2500
	3000
	3500
	4000
	4500
	5000

	Shadowing
	210
	420
	630
	840
	1050
	1260
	1480
	1690
	1900
	2110
	2320

	Signalling
	110
	220
	330
	440
	550
	660
	770
	880
	990
	1100
	1210

	Skating
	50
	100
	150
	200
	250
	300
	350
	400
	450
	500
	550

	Skiing
	400
	800
	1200
	1600
	2000
	2400
	2800
	3200
	3600
	4000
	4400

	Snowshoeing
	50
	100
	150
	200
	250
	300
	350
	400
	450
	500
	550

	Speed Reading
	650
	1300
	1950
	2600
	3250
	3900
	4550
	5200
	5850
	6500
	7150

	Spell Craft
	75
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Spell Displacement
	450
	900
	1350
	1800
	2250
	2700
	3150
	3600
	4050
	4500
	4950

	Spell Concealment
	375
	750
	1125
	1500
	1875
	2250
	2625
	3000
	3375
	3750
	4125

	Spirit Communication
	400
	800
	1200
	1600
	2000
	2400
	2800
	3200
	3600
	4000
	4400

	Stamina
	200
	400
	600
	800
	1000
	1200
	1400
	1600
	1800
	2000
	2200

	Stealth
	0
	500
	1000
	1500
	2000
	2500
	3000
	3500
	4000
	4500
	5000

	Swimming
	100
	200
	300
	400
	500
	600
	700
	800
	900
	1000
	1100

	Tarnsmanship
	375
	750
	1125
	1500
	1875
	2250
	2625
	3000
	3375
	3750
	4125

	Throwing
	175
	350
	525
	700
	875
	1050
	—
	—
	—
	—
	—

	Time Sense
	400
	800
	1200
	1600
	2000
	2400
	2800
	3200
	3600
	4000
	4400

	Two-Handed Fighting
	300
	200
	500
	750
	1000
	1250
	—
	—
	—
	—
	—

	Ventriloquism
	75
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Wagon Driving
	125
	250
	250
	375
	500
	625
	750
	875
	1000
	2000
	3000

	Waylay
	300
	600
	900
	1200
	1500
	1800
	2100
	2400
	2700
	3000
	3300

	Weapon Catch
	75
	115
	230
	345
	460
	575
	690
	805
	920
	1035
	1150

	Weapon Defence*
	0
	75
	150
	300
	600
	1000
	1500
	3000
	3000
	3000
	4000

	Weather Sense
	0
	150
	300
	450
	600
	750
	900
	1050
	1200
	1350
	1500


* Weapon defence cannot exceed the Rank of the weapon.

Combat

Some weapons are limited insofar as the Rank which a character may achieve with them is concerned. A “—” indicates that the Rank cannot be achieved with that weapon.

	Daggers and Knives
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Basilard
	75
	75
	150
	250
	400
	700
	1000
	—
	—
	—
	—

	Bowie
	50
	75
	110
	225
	575
	725
	1025
	1500
	3000
	4500
	—

	Cinqueda
	50
	50
	250
	450
	750
	1250
	3000
	3500
	4000
	4500
	—

	Dagger
	25
	25
	50
	100
	200
	400
	700
	1500
	3000
	4000
	—

	Dagger-Axe
	60
	65
	125
	300
	850
	950
	1050
	1500
	—
	—
	—

	Dirk
	100
	150
	200
	300
	500
	900
	—
	—
	—
	—
	—

	Folding Knife
	25
	35
	50
	100
	200
	400
	700
	1500
	3000
	5000
	—

	Haladie
	25
	25
	125
	275
	600
	1000
	1750
	2750
	4000
	5000
	—

	Hunter’s Knife
	55
	70
	110
	225
	575
	725
	1025
	1500
	3000
	—
	—

	Jambiya
	60
	60
	125
	250
	450
	950
	1050
	1500
	3000
	4000
	—

	Katar
	25
	50
	100
	100
	150
	—
	—
	—
	—
	—
	—

	Khanjar
	35
	50
	75
	125
	250
	450
	850
	1500
	3000
	4250
	—

	Knife
	50
	75
	100
	150
	300
	500
	1000
	1500
	3000
	4500
	—

	Kukri
	100
	100
	200
	400
	700
	1500
	3000
	3000
	—
	—
	—

	Main‑Gauche
	50
	50
	100
	200
	400
	1100
	1500
	3000
	3000
	3000
	4000

	Needle Dagger
	25
	25
	50
	100
	200
	400
	700
	1500
	3000
	4000
	—

	Parang
	40
	65
	100
	175
	400
	800
	1500
	2250
	3000
	4500
	—

	Peshkabz
	25
	25
	50
	100
	200
	400
	700
	1500
	3000
	4000
	4000

	Poniard
	25
	75
	150
	250
	450
	850
	1250
	1650
	2500
	3500
	—

	Scissors Katar
	50
	50
	175
	375
	575
	1175
	2225
	3225
	3500
	3500
	3500

	Stiletto
	25
	25
	50
	100
	200
	400
	700
	1500
	3000
	4000
	—

	Throwing Knife
	50
	100
	150
	200
	300
	550
	1200
	1500
	1700
	2000
	2500


	Entangling Weapons
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Bola
	200
	200
	400
	700
	1500
	2000
	5000
	—
	—
	—
	—

	Chain
	150
	250
	500
	900
	1700
	2500
	3000
	4000
	5000
	—
	—

	Chain Axe
	50
	50
	150
	400
	850
	1350
	—
	—
	—
	—
	—

	Dagger-Whip
	50
	50
	150
	400
	850
	1350
	2350
	3250
	4000
	5000
	5000

	Double Chain Axe
	50
	50
	500
	1000
	1600
	2350
	—
	—
	—
	—
	—

	Grappling Hook
	150
	150
	500
	900
	1500
	2200
	3700
	4300
	5000
	7000
	7000

	Gyrespike
	50
	50
	150
	400
	850
	1350
	—
	—
	—
	—
	—

	Kawanaga
	150
	150
	500
	900
	1500
	2200
	3700
	4300
	5000
	7000
	7000

	Kyoketsu-shogi
	175
	175
	550
	1000
	1600
	2400
	4200
	5500
	8000
	9000
	9000

	Lasso
	300
	200
	500
	1000
	2000
	4000
	7000
	—
	—
	—
	—

	Manriki-kusari
	150
	150
	500
	900
	1400
	2000
	3500
	4000
	5000
	5000
	6000

	Net
	150
	150
	300
	600
	1300
	—
	—
	—
	—
	—
	—

	Spiked Chain
	25
	25
	125
	275
	600
	1000
	1750
	2750
	—
	—
	—

	Whip
	150
	150
	500
	900
	1400
	2000
	3500
	4000
	5000
	5000
	6000


	Hafted Weapons
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Adarga
	75
	75
	150
	300
	550
	1450
	2050
	3000
	—
	—
	—

	Arit
	50
	50
	125
	225
	475
	1000
	—
	—
	—
	—
	—

	Aspergilum
	50
	50
	100
	200
	500
	1000
	2000
	—
	—
	—
	—

	Axe-Hammer
	50
	75
	125
	200
	450
	850
	2000
	—
	—
	—
	—

	Axe-Mace
	50
	75
	125
	200
	450
	850
	2000
	—
	—
	—
	—

	Hand Axe
	100
	100
	200
	500
	1500
	—
	—
	—
	—
	—
	—

	Battle Axe
	75
	75
	150
	200
	500
	1000
	2000
	4000
	—
	—
	—

	Battle Staff
	25
	25
	50
	150
	400
	900
	1600
	2600
	3900
	5000
	—

	Belaying Pin
	25
	50
	100
	—
	—
	—
	—
	—
	—
	—
	—

	Bhuj
	25
	25
	75
	175
	375
	750
	1500
	2500
	—
	—
	—

	Carikkal
	85
	90
	175
	350
	1000
	2000
	—
	—
	—
	—
	—

	Combat Hook
	50
	50
	250
	450
	750
	1250
	—
	—
	—
	—
	—

	Crow Bill
	40
	40
	75
	100
	300
	500
	—
	—
	—
	—
	—

	Crude Club
	25
	25
	50
	—
	—
	—
	—
	—
	—
	—
	—

	Crushing Axe
	25
	25
	75
	175
	425
	925
	2000
	—
	—
	—
	—

	Dire Flail
	50
	50
	150
	350
	600
	1050
	—
	—
	—
	—
	—

	Double Axe
	50
	50
	125
	225
	475
	1000
	—
	—
	—
	—
	—

	Dragontooth
	50
	50
	125
	225
	475
	1000
	2000
	3000
	4000
	—
	—

	Dwarven Spear-Axe
	175
	175
	350
	600
	1200
	2800
	3400
	—
	—
	—
	—

	Fang
	75
	75
	150
	200
	500
	1000
	2000
	—
	—
	—
	—

	Flail
	25
	25
	50
	100
	200
	400
	—
	—
	—
	—
	—

	Francisca
	150
	150
	300
	600
	1650
	—
	—
	—
	—
	—
	—

	Great Axe
	150
	50
	100
	200
	500
	1000
	3000
	5000
	—
	—
	—

	Great Hammer
	50
	50
	75
	175
	475
	1000
	—
	—
	—
	—
	—

	Hand Axe
	100
	100
	200
	500
	1500
	—
	—
	—
	—
	—
	—

	Hatchet
	100
	100
	200
	500
	1500
	—
	—
	—
	—
	—
	—

	Heavy Flail
	25
	25
	50
	100
	200
	400
	1000
	—
	—
	—
	—

	Hercules Club
	25
	125
	250
	400
	600
	800
	—
	—
	—
	—
	—

	Hook Staff
	50
	100
	200
	400
	600
	1000
	1500
	2000
	3000
	4000
	—

	Jo-stick
	50
	50
	100
	200
	400
	700
	1500
	2000
	2000
	3000
	—

	Kama
	100
	150
	250
	500
	1000
	1500
	—
	—
	—
	—
	—

	Kumade
	75
	75
	150
	200
	500
	1000
	2000
	4000
	4000
	3000
	—

	Kusari-Gama
	150
	150
	300
	600
	1000
	1500
	2500
	3000
	4000
	5000
	5000

	Kau Sin Ke
	200
	200
	400
	800
	1600
	2000
	2000
	3000
	3000
	4000
	4000

	Mace
	50
	50
	100
	200
	400
	700
	—
	—
	—
	—
	—

	Mattock
	50
	50
	100
	200
	400
	700
	—
	—
	—
	—
	—

	Morningstar
	100
	100
	200
	400
	700
	1800
	—
	—
	—
	—
	—

	Nunchaku
	300
	200
	500
	1000
	2000
	2000
	2000
	2000
	5000
	—
	—

	Quarterstaff
	50
	50
	100
	200
	500
	1000
	2000
	4000
	4000
	3000
	—

	Ram Da’o
	85
	90
	175
	300
	600
	1250
	—
	—
	—
	—
	—

	Sang Kauw
	300
	200
	250
	400
	800
	1600
	2500
	3500
	5000
	4000
	—

	Sap
	25
	75
	150
	250
	—
	—
	—
	—
	—
	—
	—

	Scythe
	75
	100
	200
	400
	750
	—
	—
	—
	—
	—
	—

	Sea-Axe
	50
	50
	125
	225
	475
	1000
	2000
	3000
	—
	—
	—

	Shoka
	75
	75
	150
	200
	500
	1000
	2000
	3000
	—
	—
	—

	Sickle
	100
	150
	250
	500
	1000
	1500
	—
	—
	—
	—
	—

	Stave
	50
	100
	200
	400
	600
	1000
	—
	—
	—
	—
	—

	Tetsubo
	100
	100
	200
	500
	1100
	1500
	1500
	3000
	5000
	—
	—

	Three-Piece Rod
	400
	200
	500
	1200
	2400
	2500
	2500
	3000
	3500
	—
	—

	Throwing Axe
	125
	125
	250
	575
	1600
	1625
	—
	—
	—
	—
	—

	Tonfa
	25
	75
	150
	300
	900
	1800
	—
	—
	—
	—
	—

	Truncheon
	50
	75
	125
	250
	500
	900
	—
	—
	—
	—
	—

	Tungi
	50
	50
	150
	400
	850
	—
	—
	—
	—
	—
	—

	War Axe
	25
	25
	75
	175
	475
	925
	—
	—
	—
	—
	—

	War Club
	25
	75
	150
	300
	500
	700
	—
	—
	—
	—
	—

	War Hammer
	50
	50
	100
	200
	400
	700
	—
	—
	—
	—
	—

	War Pick
	75
	75
	150
	200
	500
	1000
	—
	—
	—
	—
	—

	War Pick [light]
	50
	50
	125
	175
	475
	950
	—
	—
	—
	—
	—


	Missile Weapons
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Arbalest
	100
	100
	200
	400
	800
	1000
	—
	—
	—
	—
	—

	Arquebus
	250
	250
	200
	400
	600
	900
	1500
	2200
	3000
	—
	—

	Blowgun [long]
	25
	25
	50
	100
	200
	400
	700
	1500
	3000
	4000
	5000

	Blowgun [short]
	15
	15
	20
	40
	70
	300
	1000
	2250
	3000
	4000
	5000

	Bow [composite]
	200
	200
	400
	700
	1500
	3000
	3000
	3000
	3000
	—
	—

	Bow [crude]
	75
	75
	150
	300
	500
	1200
	2500
	2500
	3000
	—
	—

	Bow [great]
	300
	300
	500
	800
	1600
	3500
	4000
	4000
	4000
	—
	—

	Bow [horse]
	200
	200
	400
	700
	1500
	3000
	3000
	3000
	3000
	—
	—

	Bow [long]
	300
	200
	500
	1000
	2000
	2000
	2000
	2000
	3000
	—
	—

	Bow [short]
	100
	100
	200
	400
	700
	1500
	3000
	3000
	3000
	—
	—

	Crossbow [hand]
	100
	100
	200
	500
	1000
	2000
	2000
	3000
	—
	—
	—

	Crossbow [heavy]
	100
	100
	200
	400
	800
	1000
	—
	—
	—
	—
	—

	Crossbow [light]
	100
	100
	200
	400
	800
	1000
	—
	—
	—
	—
	—

	Crossbow [medium]
	100
	100
	200
	400
	800
	1000
	—
	—
	—
	—
	—

	Crossbow [repeating]
	100
	100
	200
	400
	800
	1000
	—
	—
	—
	—
	—

	Fustibal
	200
	250
	500
	750
	1500
	3000
	3000
	3000
	—
	—
	—

	Iron Breaker
	25
	25
	100
	200
	400
	750
	1250
	2000
	3000
	—
	—

	Matchlock Musket
	250
	250
	400
	400
	600
	900
	1500
	2200
	3000
	—
	—

	Matchlock Pistol
	250
	250
	400
	400
	600
	900
	1500
	2200
	3000
	—
	—

	Razor Disk Launcher
	75
	75
	275
	575
	1125
	1750
	2500
	3000
	3500
	4000
	4500

	Sling
	200
	200
	400
	700
	1500
	3000
	3000
	3000
	3000
	—
	—

	Slingshot
	100
	300
	500
	1000
	1200
	1500
	1800
	—
	—
	—
	—

	Spear Thrower
	25
	25
	50
	100
	200
	400
	700
	1500
	3000
	4000
	5000


	Pole Weapons
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Assegai
	75
	75
	150
	300
	550
	1300
	1650
	2000
	2000
	2000
	3000

	Awl Pike
	200
	500
	1000
	1750
	2500
	—
	—
	—
	—
	—
	—

	Bane Spear
	50
	50
	250
	450
	750
	1250
	3000
	4000
	5000
	5000
	—

	Bearpaw
	100
	100
	200
	400
	800
	1000
	2000
	4000
	—
	—
	—

	Bec-de-Corbin
	50
	50
	100
	200
	500
	1000
	—
	—
	—
	—
	—

	Berdiche
	75
	75
	150
	300
	450
	850
	1500
	3000
	—
	—
	—

	Bill
	100
	100
	200
	400
	700
	1500
	2500
	—
	—
	—
	—

	Elven Spear
	75
	75
	150
	300
	450
	850
	1150
	2000
	—
	—
	—

	Fauchard
	50
	50
	100
	200
	200
	500
	800
	1500
	3000
	—
	—

	Glaive
	50
	50
	100
	200
	200
	200
	500
	800
	1500
	3000
	—

	Great Trident
	200
	200
	400
	800
	1400
	3000
	—
	—
	—
	—
	—

	Guisarme
	100
	125
	250
	500
	850
	850
	1925
	3000
	—
	—
	—

	Scythe
	75
	100
	200
	400
	750
	—
	—
	—
	—
	—
	—

	Halberd
	100
	100
	200
	400
	700
	1500
	—
	—
	—
	—
	—

	Half Moon
	50
	50
	125
	350
	700
	1250
	—
	—
	—
	—
	—

	Harpoon
	25
	25
	75
	200
	375
	700
	1400
	2300
	3000
	—
	—

	Javelin
	50
	50
	100
	200
	400
	800
	1400
	2000
	2000
	2000
	3000

	Lajatang
	100
	100
	200
	400
	400
	500
	700
	1000
	1700
	3500
	—

	Lance
	250
	400
	700
	1000
	1700
	3500
	—
	—
	—
	—
	—

	Mace-Glaive
	50
	50
	250
	450
	750
	1250
	3000
	4000
	—
	—
	—

	Military Fork
	200
	200
	400
	800
	1400
	3000
	—
	—
	—
	—
	—

	Nagimaki
	50
	50
	100
	200
	200
	200
	500
	800
	1500
	3000
	—

	Naginata
	50
	50
	100
	200
	200
	200
	500
	800
	1500
	3000
	—

	Partisan
	75
	75
	150
	300
	450
	1000
	1500
	1800
	—
	—
	—

	Pike
	200
	200
	400
	700
	1500
	3000
	—
	—
	—
	—
	—

	Pitch Fork
	200
	200
	400
	800
	1400
	3000
	—
	—
	—
	—
	—

	Poleaxe
	100
	100
	200
	400
	700
	1500
	—
	—
	—
	—
	—

	Ranseur
	125
	125
	250
	500
	900
	1900
	2250
	2400
	—
	—
	—

	Sode Garami
	100
	100
	200
	200
	200
	200
	500
	1000
	1200
	—
	—

	Spear
	100
	100
	200
	400
	700
	1800
	—
	—
	—
	—
	—

	Spetum
	50
	50
	100
	200
	400
	700
	1500
	2000
	5000
	—
	—

	Tetsubo
	75
	75
	150
	400
	600
	1200
	—
	—
	—
	—
	—

	Trident
	200
	200
	400
	800
	1400
	3000
	—
	—
	—
	—
	—

	Voulge
	100
	100
	200
	400
	700
	1500
	—
	—
	—
	—
	—

	War Fork
	100
	100
	200
	500
	1000
	1750
	2500
	3500
	4500
	—
	—

	Yari
	100
	100
	200
	400
	700
	1500
	1800
	3000
	—
	—
	—


	Special Weapons
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Cestus
	30
	40
	50
	100
	200
	400
	700
	1500
	3000
	6000
	—

	Gaff
	25
	50
	100
	—
	—
	—
	—
	—
	—
	—
	—

	Garrote
	100
	200
	300
	600
	—
	—
	—
	—
	—
	—
	—

	Gunsen
	75
	100
	200
	400
	700
	1500
	—
	—
	—
	—
	—

	Hand Blades
	25
	25
	50
	100
	200
	700
	1450
	3000
	4000
	—
	—

	Jitte
	100
	50
	50
	300
	500
	1000
	3000
	—
	—
	—
	—

	Kataran
	30
	40
	50
	100
	200
	400
	700
	1500
	3000
	6000
	—

	Knuckleduster
	25
	25
	50
	100
	200
	300
	500
	—
	—
	—
	—

	Metsubishi
	100
	100
	200
	400
	800
	—
	—
	—
	—
	—
	—

	Nekode
	30
	40
	50
	100
	200
	400
	700
	1500
	3000
	6000
	—

	Rock
	25
	25
	100
	150
	200
	300
	500
	—
	—
	—
	—

	Sai
	100
	50
	50
	300
	500
	1000
	3000
	—
	—
	—
	—

	Shield [offensive use]
	25
	25
	50
	100
	200
	—
	—
	—
	—
	—
	—

	Shield [defensive use]
	25
	50
	100
	200
	400
	600
	1200
	2400
	4000
	—
	—

	Thug’s Scarf
	75
	75
	300
	500
	1000
	1500
	2000
	3000
	4000
	5000
	5000

	Unarmed Combat
	150
	300
	450
	600
	800
	900
	1500
	3000
	4000
	5000
	4000


	Swords
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Antenna Sword
	100
	125
	200
	450
	850
	1750
	2500
	—
	—
	—
	—

	Backsword
	100
	125
	225
	450
	850
	1750
	2750
	3000
	—
	—
	—

	Broadsword
	50
	50
	100
	200
	400
	700
	1500
	—
	—
	—
	—

	Cicada Wing Sword
	50
	50
	500
	1000
	1600
	2350
	3350
	4000
	—
	—
	—

	Claymore
	50
	50
	100
	200
	400
	700
	1500
	1800
	—
	—
	—

	Cutlass
	100
	150
	250
	500
	1000
	2000
	2500
	3000
	—
	—
	—

	Dan Dao
	25
	25
	75
	175
	375
	750
	1500
	—
	—
	—
	—

	Elven War Sword
	25
	25
	75
	175
	375
	750
	1500
	2500
	—
	—
	—

	Estoc
	75
	75
	150
	200
	500
	1000
	2000
	4000
	4000
	3000
	—

	Falchion
	25
	25
	50
	100
	200
	400
	700
	1500
	3000
	—
	—

	Falcata
	100
	125
	225
	450
	850
	1500
	2000
	2500
	—
	—
	—

	Falx
	100
	100
	200
	400
	700
	1500
	3000
	—
	—
	—
	—

	Flamberge
	75
	100
	200
	400
	600
	800
	1750
	—
	—
	—
	—

	Gauntlet Sword
	50
	150
	350
	750
	1500
	3000
	—
	—
	—
	—
	—

	Glavelot
	25
	25
	50
	100
	200
	400
	700
	1500
	—
	—
	—

	Han-Dachi                       
	50
	150
	400
	900
	1900
	2700
	3500
	4000
	—
	—
	—

	Hand‑and‑a‑Half
	100
	100
	200
	400
	500
	900
	1700
	2000
	—
	—
	—

	Katana
	150
	150
	200
	500
	1000
	2000
	2000
	2000
	3000
	4000
	—

	Khopesh
	100
	100
	200
	400
	700
	1700
	3000
	3500
	—
	—
	—

	Klewang
	75
	100
	150
	350
	750
	1550
	2000
	—
	—
	—
	—

	Kora
	100
	50
	100
	200
	450
	850
	3000
	5000
	—
	—
	—

	Longsword
	150
	150
	300
	500
	750
	1500
	3000
	3000
	—
	—
	—

	Machete
	25
	50
	100
	200
	500
	1100
	2000
	—
	—
	—
	—

	Mang
	25
	25
	50
	100
	200
	400
	—
	—
	—
	—
	—

	Mel Puttah Bemoh
	200
	200
	200
	200
	200
	500
	500
	2000
	—
	—
	—

	Ninja-to
	150
	150
	200
	500
	1000
	2000
	2000
	2000
	—
	—
	—

	O-Dachi
	150
	200
	300
	500
	900
	1700
	2100
	—
	—
	—
	—

	Rapier
	200
	200
	200
	200
	200
	500
	500
	2000
	4000
	4000
	3000

	Sabre
	150
	150
	200
	500
	1000
	2000
	2000
	2000
	—
	—
	—

	Schiavone
	50
	50
	100
	200
	350
	650
	1350
	2000
	—
	—
	—

	Schlaeger
	100
	100
	150
	350
	600
	1000
	2000
	3000
	3500
	—
	—

	Scimitar
	100
	100
	200
	400
	700
	1500
	3000
	3000
	3000
	—
	—

	Short Sword
	100
	100
	200
	400
	700
	1500
	3000
	—
	—
	—
	—

	Shotal
	100
	150
	250
	500
	1000
	1500
	—
	—
	—
	—
	—

	Sica
	100
	100
	200
	400
	700
	1500
	3000
	3000
	—
	—
	—

	Taupin
	125
	125
	150
	200
	300
	600
	1000
	1500
	2000
	3000
	—

	Tulwar
	100
	100
	200
	400
	700
	1500
	3000
	3000
	3000
	—
	—

	2-Bladed Scimitar
	50
	50
	100
	200
	500
	1250
	—
	—
	—
	—
	—

	2-Bladed Sword
	50
	50
	100
	200
	500
	1250
	—
	—
	—
	—
	—

	Wakizashi
	150
	150
	200
	500
	1000
	2000
	2000
	2000
	—
	—
	—

	Zwiehander
	50
	50
	100
	200
	400
	700
	—
	—
	—
	—
	—


	Thrown Weapons
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Boomerang
	100
	300
	500
	1000
	1200
	1500
	1500
	1500
	—
	—
	—

	Chair
	50
	150
	250
	—
	—
	—
	—
	—
	—
	—
	—

	Chakram
	125
	225
	500
	950
	1300
	1750
	2750
	2750
	3750
	3750
	—

	Grenado
	25
	50
	75
	100
	150
	—
	—
	—
	—
	—
	—

	Hunting Stick
	100
	250
	400
	800
	1200
	1500
	—
	—
	—
	—
	—

	Krull
	125
	225
	500
	950
	1300
	1750
	2750
	2750
	3750
	—
	—

	Shaken
	200
	100
	200
	100
	500
	1000
	2000
	2000
	2000
	2000
	2000

	Shuriken
	150
	150
	500
	900
	1400
	2000
	4000
	4000
	5000
	5000
	6000

	Tankard
	25
	50
	100
	200
	—
	—
	—
	—
	—
	—
	—

	Throwing Dart
	200
	100
	200
	500
	1000
	2000
	2000
	2000
	2000
	2000
	2000

	Throwing Iron
	125
	225
	500
	950
	1300
	1750
	2750
	2750
	3750
	—
	—


Sub-Skills

	Rank 
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Sub-skill
	100
	200
	300
	400
	500
	600
	700
	800
	900
	1000
	1100


Professional Skills

	Rank 
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Speak Language A
	200
	75
	125
	300
	550
	850
	1350
	1700
	2250
	2900
	3500

	Read & Write Language A
	250
	100
	150
	350
	700
	950
	1500
	1850
	2500
	3200
	4000

	Acrobat
	750
	300
	1050
	2350
	4000
	5750
	7900
	10250
	12900
	14850
	16000

	Administrator
	250
	100
	200
	500
	950
	1450
	2050
	2800
	3600
	6300
	8000

	Alchemist
	800
	350
	1200
	2650
	4350
	6500
	8650
	11100
	12750
	14500
	17000

	Anam’glac
	675
	275
	900
	2025
	3450
	4975
	6825
	8900
	11200
	13275
	15050

	Archery
	400
	150
	500
	1150
	2050
	3100
	4450
	5900
	8000
	10100
	16000

	Armourer
	600
	300
	800
	1600
	3000
	5500
	6200
	7300
	8800
	10800
	14000

	Artist
	600
	250
	650
	1500
	2600
	3900
	5300
	7000
	8850
	10900
	13000

	Ascetic
	1000
	400
	1600
	3500
	5800
	8400
	11400
	14700
	18500
	22500
	26750

	Assassin
	600
	250
	750
	1700
	2900
	4200
	5750
	7550
	9500
	11700
	14100

	Astrologer
	400
	150
	500
	1150
	2050
	3100
	4400
	5900
	7500
	9400
	11500

	Barbarian
	675
	275
	925
	2000
	3375
	4925
	6775
	8825
	11100
	13125
	14625

	Bard
	250
	150
	200
	500
	1050
	1650
	2100
	2800
	3900
	4600
	7000

	Beast Master C
	600
	250
	750
	1650
	2800
	4300
	5600
	7350
	9300
	11400
	13750

	Berserker
	500
	200
	600
	1400
	2400
	3600
	5000
	6600
	8400
	10400
	12600

	Blood Mage
	1000
	500
	1525
	3550
	6350
	9350
	13050
	18700
	26000
	32800
	43000

	Bowyer/Fletcher
	600
	250
	650
	1500
	2600
	3900
	5300
	7000
	8850
	10900
	13000

	Bounty Hunter
	700
	250
	750
	1700
	2900
	4400
	5800
	7800
	9600
	11800
	14000

	Cartographer
	200
	400
	400
	1200
	2400
	3600
	5400
	7200
	9000
	12000
	15000

	Cleric
	1000
	500
	1600
	3500
	6000
	9000
	13000
	16000
	20000
	25000
	30000

	Constable
	500
	200
	600
	1400
	2400
	3600
	5000
	6600
	8400
	10400
	12600

	Courtesan B,D
	250
	100
	200
	500
	950
	1450
	2050
	2800
	3600
	6300
	8000

	Courtier
	250
	100
	     200
	500
	950
	1450
	2050
	2800
	3600
	6300
	8000

	Craftsman
	1000
	300
	700
	1500
	2600
	3900
	5300
	7000
	8850
	10900
	13000

	Dervish
	800
	400
	   1000
	2500
	4000
	6000
	8000
	10000
	12500
	15000
	17500

	Detective
	600
	250
	750
	1700
	2900
	4200
	5750
	7550
	9500
	11700
	14100

	Devotee
	500
	600
	1200
	3200
	4800
	6000
	9000
	12000
	16000
	22000
	28000

	Diplomat
	500
	150
	500
	1150
	2050
	3100
	4400
	5900
	7500
	9400
	11500

	Dragon Slayer
	900
	300
	1000
	2650
	4200
	6000
	8000
	10400
	12000
	14000
	16500

	Dread Knight
	700
	200
	800
	1650
	3200
	5000
	7000
	9400
	11000
	13000
	15500

	Duellist
	500
	200
	600
	1500
	2400
	3600
	5800
	7900
	9200
	11200
	16500

	Engineer
	600
	250
	650
	1500
	2600
	3900
	5300
	7000
	8850
	10900
	13000

	Farmer
	400
	150
	500
	1150
	2050
	3100
	4400
	5900
	7500
	9400
	11500

	Fencing
	600
	250
	650
	1500
	2600
	3900
	5300
	7000
	8850
	10900
	15000

	Fisherman
	125
	125
	250
	375
	500
	625
	750
	875
	1000
	1125
	1250

	Fist of Retribution
	600
	275
	875
	2050
	3450
	5200
	7200
	9750
	10750
	12850
	16100

	Gladiator
	900
	300
	1000
	2650
	4200
	6000
	8000
	10400
	12000
	14000
	16500

	Hand-to-Hand
	600
	350
	900
	1150
	2200
	5500
	7000
	9500
	11000
	13500
	16000

	Healer
	1000
	400
	1600
	3500
	5800
	8400
	11400
	14700
	18500
	22500
	26750

	Herald
	500
	200
	300
	700
	1400
	1900
	3000
	3700
	5000
	6400
	8000

	Herbalist
	900
	400
	1200
	3000
	4900
	6800
	10500
	12900
	15000
	19400
	24500

	Home Maker
	200
	100
	200
	450
	500
	1000
	1500
	2000
	2500
	3000
	3500

	Hunter
	600
	250
	750
	1650
	2900
	4800
	6000
	8500
	10100
	12000
	14500

	Inquisitor
	550
	225
	675
	1550
	2650
	3900
	5375
	7075
	8750
	11050
	13350

	Kenjutsu
	800
	350
	1200
	2650
	4350
	6500
	8650
	11100
	12750
	14500
	17000

	Knight
	250
	500
	750
	1000
	2000
	3000
	6000
	9000
	12000
	18000
	24000

	Mage Hunter
	800
	325
	800
	1700
	3000
	5000
	6000
	8700
	11000
	13500
	15000

	Magician
	1000
	400
	1600
	4200
	7500
	10200
	14700
	19200
	25600
	34500
	41500

	Martial Artist
	750
	300
	1050
	2350
	4000
	5750
	7900
	10250
	12900
	14850
	16000

	Mechanician
	600
	250
	650
	1500
	2600
	3900
	5300
	7000
	8850
	10900
	13000

	Merchant E
	300
	125
	300
	850
	1400
	2200
	3400
	4200
	5300
	6800
	9500

	Messenger
	400
	250
	600
	1050
	4200
	6500
	9000
	11800
	13400
	16500
	19200

	Military Scientist
	300
	125
	350
	950
	1500
	2350
	3100
	4150
	5400
	6750
	10000

	Miner/Prospector
	600
	250
	650
	1500
	2600
	3900
	5300
	7000
	8850
	10900
	13000

	Monastic
	1000
	400
	1600
	3000
	4700
	8000
	9500
	13500
	16000
	19000
	22000

	Monk
	650
	250
	950
	2150
	3600
	5400
	7250
	9400
	11450
	14250
	18375

	Naval Scientist
	300
	125
	350
	950
	1500
	2350
	3100
	4150
	5400
	6750
	10000

	Navigator
	400
	150
	400
	900
	1550
	2400
	3350
	4450
	5750
	7100
	10500

	Orator
	250
	100
	200
	500
	950
	1450
	2050
	2800
	3600
	6300
	8000

	Plague Blighter
	700
	250
	750
	1700
	2900
	4400
	5800
	7800
	9600
	11800
	1400

	Priest
	300
	400
	300
	1000
	1500
	2000
	3000
	4000
	5400
	6800
	9000

	Psychic Warrior
	675
	275
	900
	2025
	3450
	4975
	6825
	8900
	11200
	13275
	15050

	Ranger
	600
	250
	800
	1650
	2750
	4100
	5650
	7350
	9300
	11400
	13250

	Riaj Nor
	700
	250
	750
	1700
	2900
	4400
	5800
	7800
	9600
	11800
	1400

	Samurai
	800
	350
	1200
	2650
	4350
	6500
	8650
	11100
	12750
	14500
	17000

	Scholar
	1400
	700
	1400
	2100
	2900
	4450
	6700
	9850
	12000
	14000
	15550

	Scribe
	400
	300
	950
	2400
	4600
	7900
	10200
	14400
	18400
	22000
	25600

	Seahand
	250
	100
	400
	1250
	1960
	2440
	3280
	4100
	5000
	6600
	8650

	Shinobi
	600
	250
	750
	1700
	2900
	4200
	5750
	7550
	9500
	11700
	14100

	Soldier
	250
	100
	150
	350
	700
	950
	1500
	1850
	2500
	3200
	4000

	Spell Slinger
	1000
	600
	1450
	2900
	5200
	9000
	11400
	18200
	26400
	31100
	44500

	Spell Weaver
	1000
	400
	1600
	4200
	7500
	10200
	14700
	19200
	25600
	34500
	41500

	Spy F
	500
	200
	600
	1400
	2400
	3600
	5000
	6600
	8400
	10400
	12600

	Steward
	300
	150
	300
	800
	1500
	2250
	3050
	4200
	5400
	9450
	12000

	Streetwise
	600
	250
	800
	1650
	2750
	4100
	5650
	7350
	9300
	11400
	13250

	Templar
	1000
	400
	1600
	3500
	5800
	8400
	11400
	14700
	18500
	22500
	26750

	Thief F
	750
	300
	1050
	2350
	4000
	5750
	7900
	10250
	12900
	14850
	16000

	Totemic Warrior
	550
	200
	600
	1400
	2400
	3600
	5000
	6650
	8400
	10400
	12600

	Troubadour G
	250
	100
	200
	500
	1050
	1450
	2100
	2800
	3900
	4600
	7000

	Vampiric Thrall
	600
	250
	750
	1200
	1950
	2800
	4000
	5125
	6900
	8600
	10600

	Wali
	1000
	500
	2000
	3000
	4500
	6750
	9750
	12000
	15000
	18750
	22500

	War Dancer
	600
	250
	750
	1700
	2900
	4200
	5750
	7550
	9500
	11700
	14100

	Warrior
	800
	350
	1200
	2650
	4350
	6500
	8650
	11100
	12750
	14500
	17000

	Weapon Master
	800
	350
	1200
	2650
	4350
	6500
	8650
	11100
	12750
	14500
	17000

	Weaponsmith
	500
	150
	500
	1000
	2300
	3000
	4500
	5500
	6500
	8000
	10000

	Wizard
	1000
	600
	1450
	2900
	5200
	9000
	11400
	18200
	26400
	31100
	44500


A. If the character is more proficient at speaking a language then reading and writing in that same language, then the cost to rise in Rank for reading and writing is halved, until the Ranks are equal. the reverse is also true (see rule 95.2).

B. Depending on the character’s personal characteristics the Courtesan may pay 10% more, or maybe even 10% less, Experience Points to rise in Rank. See rule 100.1 for an account of the specific conditions.

C. A Beast Master may acquire the ability to train additional types of creatures after he reaches Rank 10 through the expenditure of additional Experience Points (see rule 96.3).

D. Once a Courtesan has reached Rank 10, he may expend 1000 extra Experience Points per ability in order to gain additional abilities within his profession (see rule 100.2).

E. After attaining Rank 10 the Merchant may expend additional Experience Points in expanding the list of his areas of expertise (see rule 100.6).

F. If a character is more proficient at thieving than spying, then the cost to rise in Ranks in spying is halved, until the two Ranks are equal. The reverse is also true (see rule 105.1).

G. After attaining Rank 10 it is possible for the Troubadour to add more abilities to his repertoire through the expenditure of 500 Experience Points per ability (see rule 106.1).________________________________________________________________________________________

72. Illumination Tables                 

	Illumination
	Radius
	Illumination Time

	Bonfire
	50’
	30 minutes/armload

	Campfire
	35’
	1 hour/armload

	Candle
	5’
	10 minutes/inch

	Candle Lantern
	10’
	10 minutes/inch

	Oil Lantern
	30’
	2 hours/pint

	Torch
	15’
	30 minutes


73. Law Tables

[73.1] Misjustice   

   A roll is made on this table to determine if a character has been the victim of a crime.  The roll is made no more than once per week while in a town or city.
	Roll
	Crime

	01-26
	None

	27-56
	Pickpocketed

	57-65
	Mugged

	66-72
	Attacked

	73-85
	Kidnapped

	86-97
	Impressed

	98-00
	Framed


[73.2]  Local Laws

Roll 1D5 on this table each time a character enters a city.

	Roll
	Crime

	01-20
	No armour allowed

	21-54
	No weapons allowed

	55-64
	No horses allowed

	65-68
	Non-citizens illegal

	69-72
	1-4% Tax per week

	73-74
	1-6% Tax per week

	75-78
	1-8% Tax per week

	79-87
	No religious services

	88-94
	Curfew

	95-00
	No public gatherings


[73.3] Crimes 

	Code
	Violent Crime

	A
	Murder

	B
	Manslaughter

	C
	Infanticide

	D
	Arson

	E
	Assault


	Code
	Larcenous Crime

	F
	Theft

	G
	Burglary

	H
	Embezzlement

	I
	Falsification

	J
	Coinage Offences

	K
	Forgery

	L
	False Pretenses

	M
	Robbery


	Roll
	Sexual Crime

	N
	Rape

	O
	Sodomy

	P
	Incest

	Q
	Bigamy

	R
	Adultery

	S
	Bestiality

	T
	Fornication


	Roll
	Religious Crime

	U
	Blasphemy

	V
	Heresy

	W
	Magic Use


	Roll
	Political Crime

	X
	Treason

	Y
	Duty of Loyalty


	Roll
	Civil Crime

	Z
	Dress Code

	AA
	Disorderly Conduct


[73.4] Monetary Fine

	Code
	Monetary Fine

	1A
	1D10 SP

	1B
	20+1D10 SP

	1C
	30+1D20 SP

	1D
	50+2D20 SP

	1E
	50+1D100 SP

	1F
	100+1D100

	1G
	500+1D100

	1H
	400x1D5 SP

	1I
	400x1D10 SP

	1J
	600x1D10 SP

	1K
	800x1D10 SP

	1L
	1000x1D10 SP

	1M
	1000x2D10


[73.5] Confinement

	Code
	Prison Term

	2A
	1D5 Days

	2B
	1D10 Days

	2C
	2D10 Days

	2D
	1D5 Months

	2E
	1D10 Months

	2F
	5+1D10 Months

	2G
	1D2 Years

	2H
	1D5 Years

	2I
	1D10 Years

	2J
	5+1D10 Years

	2K
	2D10 Years

	2L
	3D10 Years

	2M
	Life


[73.6] Confinement Conditions

	Code
	Conditions

	3A
	Hard Labour [within prison]

	3B
	Hard Labour [municipal project]

	3C
	Solitary Confinement


[73.7] Degradation

	Code
	Type

	4A
	Censure

	4B
	Recantation/Apology

	4C
	Clothes of Degredation

	4D
	Procession of Shame

	4E
	Defamation

	4F
	Wear Object of Shame

	4G
	Ban on Arms/Titles

	4H
	Public Servitude [2D10 Days]

	4I
	Loss of Rank/Social Status

	4J
	Denial of Burial/Rites

	4K
	Public Flogging

	4L
	Ducking

	4M
	Tarring/Feathering


[73.8] Torture

	Code
	Effect

	5A
	Mild/non-scaring or life threatening

	5B
	Severe/Possible Scars

	5C
	Extreme/Possible Loss of Life


[73.9] Mutilation

	Code
	Mutilation Type

	6A
	Blinding

	6B
	Removal of Primary Hand

	6C
	Removal of Secondary Hand

	6D
	Removal of Both Hands

	6E
	Removal of Finger(s)

	6F
	Removal of Ear(s)

	6G
	Scar/Mark of the Crime

	6H
	Removal of Tongue


[73.10] Banishment

	Code
	Area

	7A
	Banished from City/Village

	7B
	Banished from State/Territory


[73.11] Slavery

	Code
	Slavery Owner/Type

	8A
	Sold as passion slave

	8B
	Sold as work slave

	8C
	Condemned to period of service

	8D
	Sold as gladiator/educated

	8E
	Sold as galley slave


[73.12] Capital Punishment

	Code
	Type

	9A
	Beheading

	9B
	Hanging

	9C
	Breaking on the Wheel

	9D
	Drowning

	9E
	Boiling

	9F
	Burning

	9G
	Buried Alive

	9H
	Impalement

	9I
	Immurement

	9J
	Quartering
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