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It is often said that it is because of N’ Trathat Felosa turned to evil, and attempted
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(and failed) to “improve”’ the mortal racesin their creation of Orcs and
Goblinkind.

N’ Tra and Felosa have been bitter enemies ever since, and Balda has said that in
the end, he shall have hisjustice, as the creations of N’ Trawill prove her undoing.
For her actions, N’ Trais despised by all the gods save Weldankh and Keldor, who
use her undead armiesto fuel their goals. Some of the dark gods permit the use of
undead by their priests and followers, but Felosa hates all of them, save the
original “beautiful” revenants that preserve life in its beauty and glory
indefinitely.

In the end, N’ Trawas chained and set in place on her throne of decay in Chasté,
from where the Imandi hope that she shall never escape. Aldus however has given
his doom that she shall be freed by mortals, ere the end, and that her war isfar
from over. Balda has refused to enlighten us with his vision of the prophesy
concerning the doom of N’ Tra.
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Section 1.0 «Abilities®

Ability Scores

Abilities are the basis for a character. Each person differs dlightly in what they can or
cannot do, and what is easier to do for them than other people. Thisisreflected in the
game via numeric statistics for each ability score, and a modifier for each statistic that is
applied to checks, saves, and attacks.

Zoria uses the same six base ability scores as most d20 games, but also adds two more:
Fea and Movement. These form the base eight ability scores; the first four (Strength,
Dexterity, Constitution and Movement) are the Physical Abilities and the latter four
(Intelligence, Constitution, Charisma and Influence) are the Intrinsic Abilities.

Each ability scorein Zoria has two sub-scores, which define skills, abilities and powers
and help greatly in defining the strengths and weaknesses of a particular character. These
sub-abilities are not separately generated, but rather are devised through an average of the
eight primary stats.

Here' s how it works:

For each primary sub-statistic, you may deviate up to two points in either direction for the
associated sub-statistics, subtracting up to two points from one to add the same amount to
the other. Not only does this allow you to fine-tune a character’ s statistics, making them
more proficient in some areas and less in others, but it also allows you to split odd
numbered prime stats into even sub stats, gaining a dightly higher over-all statistic bonus
at 1% level.

To understand how this works, let’s put you through two examples of how this works,
explaining the pros and cons.

In this example of splitting a statistic, we show the benefit of splitting an odd numbered
statistic:

Mira, a 1% level Sorceressrollsa 15 Charisma. Not too shabby, but asin the Zoria
system, Charismais not the driving forcer of her spells, but rather it is Influence, one sub-
stat of Charisma, that makes them more potent. Thus, Mira' s player decides to take the
15, and split one point of it out into the sub-stats, making Influence a 16, and Physical
Beauty a 14. So, Mirais still highly attractive, but is much more influential.

Now, if you have an even statistic aready, there can still be acompelling reason to split
it, especialy in the advent of rolling an 18 using a 3d6 rolling method, as thisisthe only
way to gain a 20 in any sub-stat.



Moradin, a1 level Ranger rollsa 16 for his Strength. An excellent score! Now, he has
the opportunity to define whether he wants to be as strong as he is enduring. This
meaning, does he want his sub-stats of Muscle and Staminato be 16 across the board, or
does he desire to excel more in one than the other?

Asaranger, if he's going to use melee weapons in hand-to-hand combat, he may want a
higher Muscle score, as this changes not only his ability to make a good strike, but also
increases the damage he does with each hit. In this case, he can elect to bump his Muscle
up to an 18, and drop Staminato a 14.

If he’s going to go for archery, muscle may not be so important, and perhaps he’ d rather
have the ability to keep active longer, increasing his range of travel on foot, or have the
ability to stay awake longer, and keep a better (and more alert) watch, thus bumping
Stamina up to an 18 and lowering Muscle.

Of course, if he wantsto play it safe, keeping both at 16 is still an option.

Any way you look at it, what is unadvisable isto split a statistic so that both sub-stats are
odd numbers, thus losing one point in asingle sub-stat that would generate a higher
ability bonus, to gain no ability bonus increase in the other. In other words, if you have a
16 Dexterity, don’t split it to make your Aim 17, and your Balance 15. A 17 doesn’'t
increase your Aim modifier, and a 15 actually reduces your Balance modifier.

Lastly, never make splits with the idea in mind that your abilitieswill be going up in four
levels. If you play your character well, you shouldn’t have to worry about getting ability
increases, but should make the most of what you have, Remember that your skillswill be
(mostly) based on your sub-abilities, or averages of two sub-abilities. Primary abilities
modify very few skills, though there are a couple based on the average of one primary
stat and one sub-stat, thus averaging three sub-stats. The assignments provided in this
book for skill ability are for general reference, based on the author’ sideas of how a skill
relates to a character’s abilities. Fedl free to alter them if you need to, either for one given
situation or permanently asthey fit into your world, and your game’s laws of physics.

Thus, the ability scores used are as follows:

Strength
Muscle
Stamina
Dexterity
Agility
Balance
Mobility
Speed
Movement



Constitution

Health

Fitness
Intelligence

Knowledge

Reasoning
Wisdom

Perception (Intuition)

Willpower
Charisma

Influence

Physical Beauty
Fea

Soul

Luck



Abilities Defined:

Strength is the culmination of exercise and expresses your ability to perform physical
tasks. Its split abilities are:

Muscle, which defines your ability to lift, push, and damage opponents in melee combat,
and;

Stamina, which defines your ability to keep going under strenuous conditions, such as
how long you can make a march before you need rest, or how long you can force yourself
to stay awake.

Dexterity is your limberness and deftness. Its sub-abilities are:

Agility (previously Aim), which determines your physical agility, deftness, the ability to
avoid attacks, ranged combat skill, and;

Balance, which determines your ability to walk or move along tricky surfaces, and your
Reflex Save.

Congtitution is your physical health, and determines how lively you are. Its split abilities
are:

Health, which determines your Hit Point modifier and your ability to perform harmful
tasks and;

Fitness, which determines your relative ability to shrug off disease or sickness. It is used
for your Fortitude save.

Intelligenceis your 1Q: The culmination of trained mental effort, and your ability to
learn, further split between:

Knowledge, your accumulated knowledge of the world and all things.
Reasoning, which isyour ability to learn and perform tasks. Reasoning determines the
number of bonus skill points you get at each level. It isthe basis of logic...

Wisdom is your ability to perceive the world around you and understand how to better
perform atask. Its sub-abilities are:

Sidebar for Calculating the Real-World

Per ception determines your ability to know 1.Q. of your Character

. - . To calculate and determine what your
Wh_at I_S going _On a_r(_)und you. Itisyour level character’s 1.Q. would be in real-world terms,
of insight and intuition, aswell as multiply his Reasoning score by 11, then add
contributing to your initiative phase modifier half his Intuition score to the result. This, a

character with a Reasoning score of 12 and an
Intuition (which is the same as Perception)
score of 15 would have an 1.Q. of 139.

and aMonk's AC modifier.

Here'stheformula: (Rea* 11)+(Inu+2)
(12*11=132)+(15+2=7.5)=139.5




Willpower represents your ability to put mind over matter, to make things happen the
according to your own design and to subvert the will of others, or the laws of the
Universe. Willpower isthe basis of most divine magic, as well as many forms of mystic
control and all Willpower saving throws..

Charisma isyour gusto, your ability to charm and make friends. It represents both how
influential and how much presence you have as well as your physical appearance. Its
sub-abilities are:

I nfluence, which is your ability to directly meddle in others affairs, and persuade others
to listen to you and the key fundamental ability that Sorcerers use to put force on the
MEF. Influence is the key Spellcasting ability for Sorcerer and Wild Mages.

Physical Beauty is how good you look to others. Some races have a bonus or penalty to
Appearance, which plays abig part in the art of seduction. It also grants either a bonus or
penalty to socializing rolls. Y our Physical Beauty (P.B.) determines how attractive you
are, improves your chance for finding a suitable mate, and is used for certain skill checks.

Féaisyour inner self that isintangible, al of you, and defies the physical; your spirit. Its
sub abilities are:

Soul, isthe ability that determines the relative strength and age of your character’ s soul,
ak.ahis Essence, Kaor (in Zoreac) his bval. Especially powerful for Soulcasters, and the
key ability for your Soul Save. The higher the number, the older and stronger your soul:
Thisis often reflected by saying that someone with a high Soul statistic has an “old soul”
while someone with arather low Soul stat hasa‘fresh’ or *young’ soul. Y ou may use
your Soul statistic for the activation of some items, types of Spellcasting, and for saves of
very special nature. Magic, Psionics and Technology are all incapable of increasing your
Soul statistic. It does not increase as you gain levels. Whatever you have at the start of
the gameisall you're going to have. Nothing short of an artifact, or the intervention of a
greater or super-deity can grant an increase to the power of your soul. This statistic is
also used in determining mor ale checks and saves.

L uck determines how lucky you (e.g in games of chance) are and is useful asamodifier
of gambling skills, as well as determining how many luck rolls you gain with the luck
class ability (but not with items that grant luck x many times per day, such as a Luck
Blade). Characters that have an item that gives them “Luck rolls’ work off your Luck
score. Luck isalso useful for avoiding combat, finding a particularly rare commodity or
piece of news, locating the correct path, or blindly taking any action (e.g. aleap of faith).

Game Mechanics Noteto Storytellers: Itisof paramount importance to keep in mind
whether or not a character islucky or unlucky! Y ou should note the Luck scores of
characters who have a Luck statistic of 12 or greater or 8 or lower and use thisto aid you



in determining their success at locating things, dealing with others, rolling encounters and
pretty much anything else.

A lucky character will find it easier to locate a piece of knowledge in alibrary, or win at
games of chance, or locate a person in a marketplace. He will be able to evade pursuit
easier and may be ignored by city guards when carrying a weapon or when breaking the
law. An unlucky character will have the opposite effects, finding it harder to achieve
their goals or be caught easier and draw more undesired attention to themselves.

The luckier or unluckier a character is, the more likely of either type of result set, but
Luck isnot an :aways-on” ability. Even the luckiest person can have bad breaksin life
and the unluckiest Joe can pull off amiracle. A character’s Luck scoreisjust their pure
ability to be lucky, it doesn’t mean that they will have a deity helping them every day in
battle or find themselvesin the worst of it all of the time.

Mobility determines your ability to move around and avoid blows in combat.

Movement determines how many sgquares or hexes of movement you can make in one
combat action as follows: Y ou can move up to your movement score (multiplied by your
size modifier) in feet as a half action. (Size mod; small = 2x, medium = 3x, large = 4x,
etc) An average human with a movement of 12 has a movement of 36 (rounded down to
35) and therefore can move 35 feet as a half action. A human with a movement of 20 can
move 60 feet as a half action, but a halfling

with amovement of 20 can only move 40 as Movement in Feet Per Action
ahalf action. Score | Smal | Medium Large
8 16 24 32
Speed isyour ability to dodge blows, make | 9 18 27 36
attacks using “Weapon Finesse” and isa 10 20 30 40
factor of your Initiative Phase rolls. 11 22 33 44
12 24 36 43
Mystic & Psychic Aptitude (Previoudly. 12 gg ii gé
Mystic & Psionic Affinities): T o yre 0
16 32 48 64

Each character has two Aptitudes,
determined during character creation by rolling 1d100 for each, then you place the
statistic in as araw percentage. Roll P.A. first, then M.A. and place them accordingly.
The first, Psychic Aptitude determines how open your mind isto psychic and Psionic
energies. If your G.M. permitsit, at character creation, you may reduce one of these
scores by half (rounded down) to switch their placement. (i.e.. A 1d100 roll of 36 and a
second 1d100 roll of 72 givesthe character aP.A. of 36% and an M.A. of 72%; you can
cut the 36% to 18% to put the 72% score in P.A. and place the halved 18% score in
M.A.).



Y ou must roll against your P.A. to learn new psychic/psionic powers, and the D.M. may
call uponaP.A. roll if you are in areas of Psychic turbulence. To succeed, you must roll
under your P.A. score, meaning that if you have aP.A. of 63, you must roll a01-63 on a
d100 to succeed. Your D.M. may apply a bonus or penalty as appropriate to such rolls. A
01-05 is always a success, with varying degrees of critical success, 01 being the best.
Likewise, a96-100 is always afailure, with a 100 being the worst possible failure.
Usually aD.M. will make theserolls (secretly) for you, meaning that if you critically fail,
you may not know it until some inopportune moment.

\/\/inpowcr C}mecks

At certain times, a character may need to make awillpower check. This represents the active
force of their will at that time. To to this, the character rolls 1d20, adding their Willpower
modifier, and their total class levels and their total Hit Dice and sums the result, then deducting
or adding the Taint score applicable to the check, re-summing the result. Thisis not the same asa
will saving throw, but is a representation of the will of the character over another object or entity.

When deciding which type of Taint to deduct, use the one most applicable to the object in
guestion: An object that is corrupting would operate using the Corruption Taint score, whereas a
Pure Relic would operate using Purity Taint. The idea here is that a pure character would have
more trouble overcoming the will of pure object, and a corrupt character would have to exert
more willpower to overcome the lure of a corrupting power.

Direct ]mquence (hecks

Likewise, a character may need to make a direct influence check. This represents the active
ability for that character to exert hisinfluence on another entity or person. To to this, the
character rolls 1d20, adding their Influence modifier, any Direct Influence modifier, and their
total classlevels and their total Hit Dice and sums the result.

Direct Influence is different from Bureaucracy, Diplomacy, Intimidate or other skill
checks, asit is something that is active at al times. When you try to enforce your mind over
others, you may need to roll both your skill check, and your Direct Influence check in order to
succeed.

In these cases, Direct Influence is usually opposed by a Will saving throw. It is often
used when invoking an innate power that can affect other people, but is mostly used when
dealing with abstract entities, including deities and ascended beings, to determine how
influencing you can be with such a being, or with large crowds or armies. In these cases, the GM
may either make a saving throw for the entire group, or may set a DC for the Direct Influence
check in order to Establishment the difficulty to sway the actions of such an entity, crowd or
army to your point of view,

Direct Influenceis aso useful against A.l. (Artificial Intelligent), L.A.l. (Limited
Artificial Intelligent), and S.A.l. (Sentient Artificial Intelligent) computer systems and androids,
who, while they can be swayed with logic, will often respond to your emanation of authority as
well.




Sanit Yy

Sanity determines how sane your character is. This statistic is the only statistic that can
go down on aregular basis, and Sanity does not heal without outside influence (such as
psychiatric counsel). Sanity scores are determined by rolling 10d10 (min 10/max 100).
Only Magic, technology, Psionics or medical treatment can increase your sanity score;
you cannot increase your sanity at every 4™ level asyou can with normal statistics.
Medical treatment cannot increase your sanity score beyond your starting sanity score.
Note: You can intentionally lower your sanity by up to 50% before you start the game.
The lower your sanity, the more mental afflictions you gain as determined in the section
‘Going Insane'.

Madness determines how insane your character is. Each character starts with a madness
of zero. If your sanity scoreis ever reduced to zero, any sanity damage you take from that
point on is added to your madness score. For each +1 modifier of your madness score you
gain another mental illness or condition from the insanity chart (Ch X). Some classes use
madness for other things such as skill checks or spell/power DCs, etc. If you have a
sanity score of 1 or more, your madness is always at zero.

Abilitq Scores Below %)
If a any point a character’s ability score drops below three, it causes a debilitation as
follows:
Strength & Sub-Stats 1-2: Cannot lift any object above 1L bs; can barely stand, requires
support to walk.
Strength & Sub-Stats O: Total Paraysis
Dexterity & Sub-Stats 1-2: Cannot hold objects in hands; loss of motor control; muscle
tics, twinges and other issues prevent ability to properly manipulate body.
Dexterity & Sub-Stats 0O: Total Paralysis.
Constitution & Fitness 2: Extreme fatigue, dropping into UNCONSCi OUSNESS.
Constitution & Fitness 1: Unconscious, near death;
Health 2: Your total HPis equal to your racial HP base (5 for a humanoid) plus one per
level/HD.
Health 1: Your total HPisequal to your racial HP base (5 for a humanoid) plus one per
two levels/HD.
Constitution & Sub-Stats 0: You are Dead; if thisis due to constitution loss caused by
resurrection, then you cannot be revived or raised from the dead, save by High Ancient
Magic, or the intervention of a Guardian or a Supreme Deity. If your constitution score
was reduced to zero due to damage or drain, it may be possible to raise you, assuming a
spell or power is used that simultaneously restores your constitution loss.
Per ‘Death’, Fitness and health should not be ‘dead’ at zero, but beclosetoit... Add
additional detailsfor fitness 0 and health O.
Mobility 1-2: You cannot stand or produce any controlled gestures. Y ou could possibly
control avery ssimple electronic chair or other similar transportation device, athough




without at least some degree of Al augmentation or mental control, the device will be
difficult to operate.

Mobility O: You are flat on your back, unable to move; you cannot even use an electronic
mobility chair, unlessit is mentally controlled.

Speed 2: Y ou can toss a paper ball about one foot from your body; your reactions are so
slow that you are essentially non-functional.

Speed 1. Y ou can sluggishly move your limbs and digits enough to pick up a pen after a
few minutes of concerted effort.

Speed 0: Paralysis; you cannot move in any coordinated fashion, though you can produce
uncontrolled, simple, erratic gestures with your digits and eyes.

Movement 2: You can crawl, but walking more than one foot per segment causes
fatigue. You can still breathe and swallow.

Movement 1: You can dlither and roll around on the ground, but nothing more; breathing
is very difficult and swallowing is dangerous and may cause you to choke.

Movement 0: You cannot so much as stand, or even move your limbs. Breathing is so
difficult that you begin to suffocate; swallowing isimpossible and you will begin to
drown inyour own fluids, starting to die from starvation or of dehydration very soon.
Intelligence & Sub-Stats 1-2: Animal Intellect; no logic

Reasoning 1-2: Wizards and Mystic Engineers cannot cast spells, even from a spell
matrix or use a mystic device, including mystic artificer devices or staves, etc.; Psychics
cannot manifest powers; Alchemists cannot creste or activate arrays, Mentally controlled
devices of any kind cannot be operated.

Intelligence and Sub-Stats 0. Comatose, often brain-dead.

Wisdom & Intuition 1-2: Unconscious

Wisdom & Intuition 0: Comatose

Willpower 1-2: Obeys al given commands, providing they can be understood, although
self-sacrifice may be subverted (2% chance per level)... Channelers cannot channel
spells.

Willpower O: Sits and does nothing; vegetable. If any Reasoning remains, you will obey
all commands given to you, even if asked to kill yourself.

Charisma & Influence 1-2: What you say makes little sense. People hate you by
default, and treat you as hostile. Y ou will likely be considered insane or at the best,
extremely unlikable by all around you, including animals.

Influence 1-2: Sorcerers and Wild Mages cannot cast spells, even from spell stones (or
similar devices).

Charisma & influence O: Y ou babble uncontrollably; animals growl at you and will
attack without warning. Y ou cannot form coherent sentences or even utter real words.
Physical Beauty 1-2: People avoid or shun you; you may be stoned by villagers, or
attacked on sight as a‘monster’. Y our appearance is about as attractive as arotting
corpse, although the latter maybe prettier.

Physical Beauty O: Y our appearance is so hideous that all flee in panic, or attempt to
slay you on sight. This does not include those who are already blind, and thus not able to
physically see you.



Féa 1-2: You have no spiritual awareness; your will to liveislow, and your aurais
essentially non-existent. It isimpossible for you to use any mystic or psychic powers. .
Féa 0: You cease to exist; you cannot be revived, resurrected or reincarnated, save by
high-ancient magic or the direct intervention of either Guardians or Supreme Gods.
Soul [Spirit] 1-2: You are on the verge of ceasing to exist; you cannot use any
channeling powers, and your chance of using any essence magic is 2% per level. Y our
morale is always treated as panicked.

Soul [Spirit] 0: You cease to exist; you cannot be revived, resurrected or reincarnated,
save by high-ancient magic or the direct intervention of either Guardians or Supreme
Gods.

Luck 2: Misfortune is around every corner; al things tend to go awry. When rolling for
encounters, treat 5s and 6s as ‘bad’ rolls.

Luck 1: Misfortune is around every corner; al things tend to go awry. When rolling for
encounters, treat 4s, 5s and 6s as ‘bad’ rolls.

Luck O: Theworld is out to get you; nothing you do can stop all the horrible things that
happen to you on aroutine basis. Everything and everyone is against you and you simply
can't win... You fail at all tasks at random. When rolling for encounters, treat 3s, 4s, 5s
and 6s as ‘bad’ rolls; treat the first roll of 1 as‘neutral’ rather than *good’.

Touc]'\ccl Bg T['\c Darkness

When adventuring, often characters do things that not only affect them physically, but
change them in a spiritua sense. When they lead good lifestyles and aid others, these
spiritual changes are of a positive nature. If they tread down dark paths, in an attempt to
gain power, or they fall under an evil influence, the changes can be devastatingly
negative. These influences to a character are measured by taint, which is divided into
corruption and depravity.

Corruption Taint represents the level of contact a character has had with the dark
powers. This need not be intentional! Even treading on desecrated soil leaves behind a
faint amount of evil energy. Most of this taint washes clean over time, but a character that
persistsin its accumulation will find it adifficult thing of which to rid himself. If a
character willfully initiates contact with the dark powers or associates with evil priests or
beings, he quickly accumulates massive amounts of taint.

Many relics and artefacts also confer corruption either by using or merely owning them.
Thisisn't to say they are evil, but they are corrupting to use or own. Obviously evil
artifacts and relics can confer both corruption and depravity, but most simply build the
character’slevel of corruption. Thisis often reflected by extreme possessiveness of the
object, building megalomaniacal tendencies, greed, and other side-effects. Often, thisis
due to one of two factors: The origin of the object is from a source of great power and
that power used the object in away that it has itself become corrupted.

The corruption wears-off on the possessor through use or ownership. The item
may also be completely innocent, but because the character possessing it was never



intended (by the maker) to own or use it, the item will try to change the character’s
personato match what it deems ideal. Sometimes, the sheer feeling of power or awe that
the user of items of ancient origins gives the character is enough to give them taint, and
the corruption gained from such an item may lead to them committing horrible acts....
Those acts could be so terrible that the character gains... Depravity.

Unlike taint, corruption rarely leaves behind visible traits, although it may alter the
personality of the corrupted individual. It’s difficult to say if these changesin his persona
are aderivation of the corruption, or if the corruption followed the changes, but no matter
the underlying cause, it is there to the perceptive to notice. Corrupted characters are often
overly proud, arrogant or demanding; most are cruel, bad hearted and mean, or even
spiteful people. Long term corruption stemming from a single source often leads to
obsession and it isimportant for the player to role-play that obsession in areasonable
fashion.

Corruption has no visible effects: All of the alterations to the character are mental,
moral or ethical. The character will slowly begin turning into someone else: The process
may be slow, or may (if enough corruption is accumulated quickly) happen seemingly
overnight. Corruption derived from an item will determine the nature of the effects.

The effects of corruption are cumulative. For every point of corruption,
the character should start developing signs of one of the major corruption traits. For each
point of corruption, the trait becomes stronger, and every time the character accumulates
ten-points of corruption, thistrait becomes dominant. That is, adominant part of his
personality. Thus, if megalomaniaisthe corruption trait that a character devel ops, he will
become increasingly megalomaniacal until he reaches ten-points of corruption, at which
point, this megalomania becomes more predominant than his previous personae.

Really, corruption is a benchmark to determine how corrupt a character should be
role-played than it is a status-ailment, so adding new aspects is done in-character. The
GM can decide to add additional traits when the character gains enough corruption, rather
than advancing a previous trait, and the traits involved should match the source of the
corrupting influence. The GM should keep track of how far advanced any one trait
develops, track the advancement of each trait separately and maintain the total count of
the character’ s corruption point pool.

Remember also that characters who undergo this process are changing mentally,
so thisisn’t like an external force making them act against their will. They are, once these
traits take-hold, willingly acting thisway. If they act in away that violates a code of
ethics or morals that would be prohibited by their class, such aswillingly killing an
innocent or breaking a vow that would otherwise terminate their class progression or
cause them to lose the ability to command their powers, then this happens due to a
willing act. The character won't even desir e to atone for these actions, unless he reaches
some breaking-point (due to a story-element) where his personal desires might shift
again, such as his actions causing the death of aloved-one or his megalomania causing
the fall of his Empire. It isonly after some tragedy that he may come to realize he has
gone down the wrong path, and may try to reconcile this.




Usually, by this stage however, the corruption is so severe that there is no turning
back, and the character just takes out his aggression on others.

Depravity Taint: Depravity issimilar to corruption, but it has different origins. Whereas
Corruption comes mostly from external sources, depravity stems from the internal: A
character develops depravity from either his actions, such as slaughtering innocent people
in his pursuit of personal power, or from using evil objects or artifacts. When aman
steals for no reason other than to satisfy his greed, or kills or harms another for personal
gratification (e.g. the love of doling out pain and suffering) he gains depravity, and unlike
corruption taint, depravity is far more difficult to cleanse away.

Very different to corruption, depravity is not merely a superficial effect, but it does leave
obvious aterations on the character. Over time, a tainted man may develop obvious signs
such as enlarged eyes, a skin pallor, unusual marks or signs and other even nastier side-
effects. For every five-points of depravity, the character gains a Depravity Malady: A sort
of supernatural disease. This may start as a cracked voice, or shifty-eyes, or adlight tinge
to skin colour, but could develop into something far more drastic (and possibly
debilitating).
Every time the character gains an additional five-points of depravity, the GM can decide
to do one of the following:

+» Givethe character anew Minor Depravity Malady

¢ Upgrade the severity of aMinor Depravity Malady to a Major Depravity Malady

“+ Upgrade the severity of a Major Depravity Malady to a Greater Depravity

Malady

The natur e of the malady should in some way reflect the cause of the depravity, when and if
possible, though often there is no way to determine the cause. Some maladies may act as
supernatural or magical diseases, even so-far as things like lycanthropy and vampirism. The main
difference hereisthat unlike amagical disease, where powerful spells can removeit (e.g. Break
Enchantment), a malady cannot be cured until the depravity isfirst cleaned away. Even after
cleansing the depravity, the malady must still be treated separately.

It isthe job of the corrupted character to properly portray the aspects of his corruption,
and the task of the D.M. to ensure that he doesn't fail at the task.

nti~ | aint

Normally, evil characters accrue taint and corruption normally. In fact, it’stheir daily
routine. Some Gamemasters however will want to use aform of anti—taint: A form of
purity stemming from sources off great good or holiness, or relics and artifacts wielded
or made by heroes or prevailers of justice and mercy. The type of thing that would make
the bad-hearted villainous character sick deep-down-inside, where his heart used to be.

In agame in which the party is predominantly-evil, you may wish to track both taint as
normal, and also track purity and righteousness as its reverse-forms.



For the truly-evil-character, these will have the same kind of persona-changing and
physically-debilitating effects as corruption and depravity, altering them or warping them
away from their goals and trying to make them nice people

You may also desire to track purity and righteousness for non-evil characters just asyou
do taint.




Fa radox

A character that meddlesin chronomancy, or one who isinadvertently subjected to
chronomantic energies (such as when a Chronomancer alters the destiny of another
individual) slowly accumulates paradox, which isaform of temporal taint. There are
three types of Paradox energy as described below:

Background Paradoxical Energy (BPE) is an inherent temporal substance that
encompasses al living things that form a mesh within the temporal field of the
multiverse. Each universe has adirect BPE signature, and thus creatures or objects that
cross into another universe reverberate at a different (detectible) BPE wavelength. All
living creatures have a BPE score of 10.

Very minor infractions of the laws of time may increase the amount of BPE in a creature.
Usually spells or ahbilities of limited (such as bend reality or limited wish) power or uses
of certain abilities increase the amount of BPE in a creature.

Paradoxical Residual Energy (PRE) isahigher level of temporal disturbance that a
creature or an object may accumulate, representing lesser infractions to reality. Though
the simple passage of time may be sufficient enough to reduce the strain of this offence, a
character may undergo certain actions or intentionally acquire one or more quirksin
order to damper the (cumulative) debilitating effects of an ever increasing pool of PRE,
thus reducing the PRE into the far less devastating BPE.

When one distills PRE into BPE, any negative effects of the PRE dissipate and any
physical damage or injury due to the character’ s PRE score may now heal naturdly. It is
possible to remove PRE using certain rituals or by undertaking various redeeming
actions. Such quests are at the discretion of the Game Master, and you must undertake
this action voluntarily.

Entropic Paradoxical Energy (EPE) is, by far, the most debilitating permanent form of
paradoxica energy, which represents a major offense to reality, or a perversion of time,
either perpetrated by the character or radiating from an item carried by them.

No mortal act can properly undo this perversion of space-time, and normal creatures can
never rid themselves of EPE. Only chronomancy, or creatures or objects with
chronomancy-based powers generate EPE. A Chronomancer, however, may elect to take
aquirk, which reduced his EPE score by one point.

E‘Flcects of Fa radox

Asyou gain BPE, PRE and EPE, each will affect your physical form in different (and
sometimes debilitating) ways.



Faradox Score

Each point of BPE, PRE and EPE has its own pool as noted on your character record
sheet. Additionally, you have a Total Paradox Energy (TPE) pool, which isthe sum of all
three pools of paradoxical energy. Y ou determine your Paradox Score using this (TPE)
pool asif it were a base ability score and thus apply a modifier to it using the standard
rules for ability scores. Therefore, a TPE score of 14 would have a modifier of +2, and a
TPE score of 23 would have amodifier of +6.

If you ever have a TPE modifier that exceeds arating of 10+ %2 HD, you are considered
to have exceeded your Paradoxical Threshold and must made a soul saving throw with a
DCof 15+TPE modifier, or be banished to the Void.

If you succeed, nothing happens, but you must make an additional saving throw—with
the same result if you fail—each time you gain an additional point of any kind of
paradox. Y ou may cease making this save when your TPE drops below your Paradoxical
Threshold or when your Paradoxical Threshold increases (viaincreased Hit Dice) to the
point that your TPE score is below tolerance.

As aways, you may take measures to reduce your TPE score in order to avoid this
(uncomfortable) scenario.

Example: Kala has four points of PRE and three points of EPE. This, plus his BPE (10)
equalsa TPE of 17, or a+3 paradox modifier. Assuming Kalais 1% level, he can
accumulate another 14 points of paradox (any type) before exceeding his paradox
threshold. At 2™ |evel, he gains 8 points of PRE and 6 points of EPE, giving him atotal
paradox score of 30 (+10 modifier) but his paradox threshold hasincreased to 11. He's
still safe, but one more point of paradox will spell ruin until he gains another two levels,
at which point he will still have atwo-point buffer.

The short of it isthat characters start with the ability to gain around 30 total points of
paradox (including BPE), but the threshold increases by 1 for every two levelg/hit dice, so
it grows very slowly. Accumulating paradox is an ongoing process that can stem from
many events, including involuntary acts; thusit is also imperative to reduce EPE to PRE,
and to mitigate PRE over time whenever possible.

Void Energy

Void Residual Energy (VRE) isan aien form of temporal (but not paradoxical) energy
accumulated by creatures that enter or cross through the void between universes. Small
amounts of VRE have no effect upon a character, but larger amounts cause certain
undesirable effects, or may grant strange otherworldly powers. Short of greater deities, no
one truly understands the properties of this unusual energy that, under normal
circumstances, no person should possess.



Y our VPE score (if any) is not part of your TPE score and does not have any effect on
your Paradoxical Threshold, asit is acompletely different energy type.

Artro n E_n ergy

Artron Energy isaform of mental energy that you gain every time you travel through
the space-time vortex, the layers of space-time or severe dimensional layers. Asyou gain
Artron energy, you can use it in combination with other psychic powers to create mental
constructs, aid in mental battle, shield your mind, and other similar effects. Y ou can aso
use Artrox energy to reduce your Paradox Score.

Artron Energy Reserve: Whenever you gain Artron energy, you add it to your Artron
Energy Reserve as a points system. This energy can be used in combination with PPE to
augment psychic abilities, or for other matters of its own. Y ou cannot substitute PPE for
Artron Energy Reserve points (AER), but you can use AEP in place of PPE. Unlike PPE
and MEA, AER does not replenish on its own: The only way to gain moreisto again
travel in vortex or through time in some manner.

Artron Energy Threshold: You can have amaximum AER of your reasoning modifier
multiplied by your level. Anything beyond this will cause severe migraine headaches and
other problems. For every AER point beyond your threshold, you suffer a-1 penalty on
all actions.



Determining Statistics

Each statistic is determined by rolling d6 dice with one of the following dice methods (The DM
will decide which is appropriate.):

Ko“ing Statistics
Pasic (Normal) Statistic Ro”ing Method

Thisisthe method that the author uses for his games, and is best for experienced players that can
play adiverse range of classes and personas.

For each statistic, going down the list roll 3d6. Do not re-roll ones, and plug in each roll to the
stats in order. Do not select where the stat roll will go.

If you need to modify stats to make a certain class playable, you may subtract two points from
any one statistic to add one point to another. Remember that with the sub-abilities you may not
need to modify any primary stat, or at least not in a dramatic fashion, to make a playable
character. If the sum of all of your ability modifiersis zero or less, you may re-roll all of your
statistics. Otherwise, you take what you get and then choose a class that is playable with them.

If the Dungeon Master allows, you may also choose one of the following alternative
methodsfor rolling stats:

4+d6 Stat Method
Thisisthe Power Zoria statistic roll method, reflecting higher statistics than normal for a
d20 game.

Fower4dé Method A:

For each statistic other than sanity and madness, roll 4d6. Keep all rolls (including
1sand 2s) for al eight statistics and place them where applicable. Y ou can alter
these statistics as normal by subtracting two points from any one statistic and
adding one point to another. This method allows for rather high statistics
compared to most game settings (min 4/max 24 vs. min 3/max18) but it isalso
easier to roll statisticsthat are fairly low aswell.

Fower4dé Method P:

Thisisadightly more powerful version of the 4d6 method. Y ou roll statistics as
normal, but re-roll any natural dieroll of a 1. Thisraises the minimum statistic to
8, meaning every character rolled will have very few weak points.

Fower4dé Method (:

Thisis an even more powerful version of the 4d6 method. Y ou roll statistics as
normal, but re-roll any natural dieroll of a1 or a2. Thisraisesthe minimum
statistic to 12, meaning that no character will have atrue weak point. This should



only be used in games where PCs encounter rather powerful creatures on a
constant basis.

3d6 Statistic [“lexible Method:

Thisisastatistic rolling method, which some DMs may prefer to alow compatibility
with other d20 game settings.

3d6 Method A:

For each statistic other than sanity and madness, roll 3d6, re-rolling any natural
dieroll of 1 or 2. The average statistic may be slightly lower, but it isimpossible
to achieve statistics less than 9; meaning for a more balanced game.

3d6 Method P:

In this variant, you roll 4d6, and keep the best three. Re-roll natural ones, but not
twos. With this method, your stats can never be lower than 6, and will average 11
with afair chance of striking a couple stats of 16 or better.

3dé Method (-

In this variant, you roll 5d6, and keep the best three. Y ou do not re-roll natural die
rollsof 1 or 2. This variant makes the minimum statistic 3, but allows for a higher
chance of rolling a high statistic, thus making the ability scores more random and
variable.

% CH”S’CB tistic Method:

Thisis anew statistic generation method, which would allow for dightly higher than
average scores by rolling 3d4 plus a specified bonus in each statistic and prevents scores
below a specific number from being possible, while retaining the variability of rolling
dice to determine statistics.

5&44- Methocl A

For each statistic other than sanity and madness, roll 3d4+8,placing each statistic
straight down the list. Then you may make normal modifications, including racial
or class augments. This averages 13.5 rather than 10.5 per statistic and produces
results between 11 and 20.

3d4+ Me’c%od B:

For each statistic other than sanity and madness, roll 3d4+8,placing each statistic
as you desire. Then you may make normal modifications, including racial or class
augments. This averages 13.5 rather than 10.5 per statistic and produces results
between 11 and 20.

3d4+ Method C:



For each statistic other than sanity and madness, roll 3d4+6,placing each statistic
straight down the list. Then you may make normal modifications, including racial
or class augments. This averages 11.5 rather than 10.5 per statistic and produces
results between 9 and 18.

3 d4-+ Methocl D:

For each statistic other than sanity and madness, roll 3d4+6,placing each statistic
as you desire. Then you may make normal modifications, including racial or class
augments. This averages 11.5 rather than 10.5 per statistic and produces results
between 9 and 18.

Foint 535tem f\/\ethod:

This statistic determination method involved the assignment of points from a point pool
of 140 points.

For each statistic other than sanity and madness, you can assign a minimum of 4
to amaximum of 24 points from the point pool. Y ou assign the statistics you
desire based on an average roll for each statistic, making the creation of characters
more balanced and less random. Using this method all creatures and characters
will have an ability score point total of 140.

Point pool method A: This variant uses 105 pointsinstead of 140 simulating the
3d6 system but otherwise works in the same manner as the 140 point pool
method.



/\bility Score Modifiers

For each ability score, there is a score modifier that appliesto skill checks, saving throws,
attacks and ability checks (all of which are d20 rolls). To determine the ability score
modifier, take the whole ability score divided by two, and subtract five (rounded down).

For example, an ability score of 11 hasamodifier of +0(11/2=5.5-5=0.5,
rounded down to 0). An ability score of 22 hasamodifier of +6 (22/2=11-5=
6). An ability score of 8 has a negative modifier (8/2=4-5=-1). Low ahility
scores with negative modifiers apply a penalty to checks, saves and attacks in the
same way positive modifiers improve these checks. See the Skills section for
more details on how this works.

Adjudicating New Ability Scoresfor Crossovers (PB, Soul, Sanity, Movement)
Physical beauty: In other game settings, your Charisma score determines how physically
atractive you are. Thisis not so in the Zoria game setting. In the Zoria game setting, how
attractive you are is determined by your Physical Beauty score. Physical Beauty improves
your chance for finding a suitable mate, and is used for certain skill checks.

Specia Adjustments for Ability Scores from other settings; e.g. monster ability score
Increases)

The average ability score for most creatures in the d20 system is 10.5, based on the
averageroll of 3d6. Thisis not trueif you use either the 4d6 or 140-point pool methods.
To compensate for this, adjust the average scores of creatures presented in compendiums
of creatures by +2 each statistic; and add the PB, Soul, Luck and Movement statistics
with a score of 12 in each.

Y ou can adjust these statistic scores further as you desire. For example, acreature that is
fairly ugly would have avery low PB stat, while an outsider would have alower Soul
stat, and a creature that moves faster than most may have a higher movement stat.

Remember that a creature should have an average statistic total of no less than an average
human unless they are typically underpowered or weak.

Adjudicating Abi]itq Score Values
During character creation, no-matter what method you use, you may modify your ability
scores after-the-fact, before character completion (i.e. before you begin play). If your
statistics are too flat, you may make them more variable by deducting two points from
one statistic to add one point to another. Y ou can do thisin multiplesif you desire, or
deduct two points from two statistics each (four total points deducted) to add two points
to another. Y ou may not deduct one point each from two statistics (two total deducted) to
add one to another. All deductions must be in multiples of two from each statistic.




Abilitg Score Alterations and Optional Changes
When compared to most of the d20 system, the statistics in this system seem fairly complicated.

The new stats greatly increase the depth of game play, Because of this; some classes from other
d20 system games will play strangely unless altered.

Any class or feat that grants an increase to the movement of a creature instead increases its
movement score as follows:

For each 5-foot increase, add 2 to the movement score.
For each 10 feet increase, add 4 to the movement score.

Anything that determines its power based on beauty is no longer charisma based; use Physical
Beauty instead.

Classes that use wisdom to determine statistics for insane characters (such as clerics with the
Madness domain) now use their Madness score instead.



Memor\q) Remembering Details and Memory C}vecks

A character has a memory score equal to his Knowledge stat multiplied by four; thus a
Knowledge of 14 equals a memory score of 56%, and a 22 equals a memory score of 88% and
25 isamemory check of 100%. When making eemory check, you must roll 1d100 and roll
under your memory score to be successful, minug/plus any mitigating factors.

Mitigating factors: These factors apply to any individual memory check; factors from more than
one category always stack, whereas factors within a category may stack. If afactor includes that
of another, then it does not stack (e.g. one year and three years. choose the greater span),
however if the two factors are similar, but cover different aspects (e.g. event was observed in
passing only [+20%], but later recorded [-15%], then they combine to become atotal of [+5%]).

The GM will make any judgment calls on whether a memory factor stacks. Determine all
relevant factors, then apply them to your memory roll. Thus, if your factors total [+15%], you
roll 1d100 and add 15 to your roll; if you had rolled 37, then your actual memory roll is 52%.
Obviously, any Factor that adds to your memory roll is bad, ad anything that subtracts from your
memory roll is good, as you want to roll both aslow as possible, and under the value of your
memory score.

All factors add to, or subtract from your memory check dierolls: They do not add to your
memory score statistic.

A memory score check (natural roll) of 01%-to-05% is always a success, with varying degrees of

success. A natural roll of 01% is an automatic critical success, and a natura roll of 02%-05%
that remains under 5% after adjustmentsis alesser-critical success (01% is the best, absolute
success). On the other hand, a natural roll of 96%-to-100% is always afailure, even with the
perfect memory feat, or when adjustments would reduce it to the range of a success; and a natural
roll of 96%-t0-99% that is, after all factors are included, 96% or above, is alesser critical failure,
whereas a natural roll of 100% is an automatic critical failure.

Time Factors

Event happened within last day; -30 to roll (e.g. aroll of 70 on a 55% memory score would be
equal to aroll of 40, or equal to having a memory score of 85%.)

Event happened within last week: -20 to roll

Event happened within last two weeks -15%

Event happened within last six months: -10%

Event happened within last nine to twelve months -5%

Event happened between one and two years ago: +5%

Event happened between two and three years ago: +10%



Event happened between three and five years ago: +15%

Event happened between five and seven years ago: +20%

Event happened between seven and nine years ago: +25%

Event happened between ten and fifteen years ago: +30%

Event happened between fifteen and twenty years ago: +35%
Event happened between twenty and twenty-five years ago: +40%
Event happened between thirty and thirty-five years ago:+45%
Event happened between forty and forty-five years ago: +50%
Event happened between forty-five and fifty years ago: +60%
Event happened between fifty-five and sixty years ago: +70%
Event happened between sixty-five and seventy years ago: +80%
Event happened between seventy-five and eighty years ago: +90%
Event happened between eighty-five and ninety years ago: +100%
Event happened between ninety-five and one-hundred years ago: +115%
Every 10 years after one hundred years ago: +15% cumulative

Racial Factors:

Eldrian, or other long lived race: increments multiply by three (e.g. seventy years ago becomes
two-hundred-ten)

Elven, or other immortal race: increments multiply by ten (e.g. seventy years ago becomes
seven-hundred)

Short-lived race life-span 50 years or less): -15% on al checks under one year, +10% all checks
between one and ten years, +25% on checks for events from more than ten years ago.

Per ceptual Factors:

Event was considered of little consequence at the time and ignored or dismissed: +15%

Event was observed in passing only: +20%

Event was considered important or interesting by character; -15%

Event was actively done by character (except something said or heard): +20%

Event was afterward recorded (e.g. in writing) by character: -15%

Event was purposely memorized via hypnosis. -25%

Character has ‘ photographic memory’ trait and the event was visual: -20%

Used autohypnosis skill to memorize: -30% (DC20) ; -40% (DC25); -10%+/DC5+
The base DC for thisis an autohypnosis check of 20. This grants a -30% factor to your memory
score check. For each +5 of your DC, you gain an additional -10% on your memory check to
recall. Thus, an autohypnosis check, DC45 grants -80% to your memory score check and an
autohypnosis check DC55 gives you a-100% factorial adjustment. All other factors, including the
time factors still apply normally.

Detail Factors:

Includes small details, such as design elements. +10%

Has very simple or no graphical elements, such as remembering a license-plate number: -10%
Involves ararely used, or never used name: +20%

Involves the name of someone you know well: -20%

Very complex words, names, or alien language involved, & absolute accuracy isamust: +25%




Involves words in alanguage you cannot pronounce or write because of racial limitations: +30%
Involves detailed symbols, diagrams, glyphs or pictographs. +15%

Involves very complex, detailed symbols, diagrams, glyphs or pictographs. +25%

Involves symbology that you do not normally use: +15%

Involves a skill that you do not have ranksin (such as A.S.: Chemistry) +25%

Involves words in alanguage you do not know: +20%

Directional Factors:

Route to be taken is extremely complex: +30% (plus Reasoning check, DC 20+)
Route to be taken has never been actually traveled: +25%

Route to be taken has only be traveled once +15%

Route to be taken has been used a few times, but not recently: -10%

Y ou have been on this route but never personally driven/flown/walked there without a
guide/driver/pilot: +10%

The route is absurdly simple (e.g. * Go straight until you see the red peak'd mountain.”) -30%
Route to be taken you have traveled recently, but not frequently: (at least twice): +0%
Y ou regularly travel on thisroute: -30%

Y ou have traveled the route several timesin the last few days: -20%

Y ou have traveled the route several timesin the last day: -50%

Oper ational Factors:

Y ou have used this device before, at some point in the past: -5%

Y ou have used this device before in the last few weeks: -15%

Y ou have used this device before in the last few days: -25%

Y ou use this device regularly: -35%

Y ou use this device constantly, every day: -45%

*Device may also be something device-related, such as a programming language.




Saving Throw& /\bilitg Scores and (Game Differences

In many systems, saving throws are keyed to class and level. In Zoria, rather than each saving
throw being keyed to one ability score and increasing at a specified rate due to class, each saving
throw is keyed to two ability scores and you increase them manually using a point-buy system,

as detailed below.

Reflex (Balance + Speed): Speed determines for fast you can react, and balance ensures that

you react in away that ensures your safety. [I prefer
Adgility here, but balance needs to be used to for
something productive; it needs a more common
game usage...| aso consider using Balance+L uck,
as speed is used in offensive and defensive actions
on aregular basis]

Fortitude (Fitness + Stamina): Fitness determines
for well your body can handle the physical abuse,
and stamina determines how much you can handle.

Will (Willpower + Reasoning): Willpower helps
you overcome mental domination or to struggle on,
whereas reasoning permits you to use logic to
escape mental dominance or to force yourself to
take the most logical path, even of it is self-
destructive.

Spirit (Soul + Influence): Soul determinesif your
soul is strong enough to overcome the obstacle, and
influence if you have the inner-strength to
persevere.

Horror (Willpower+Soul): Thisisasaving throw
against horror, separate from maintaining will to
fight. Thisisn't the same as fear, which can be
caused by many factors, although horrifying
creatures may cause a character to make saving
throws on both Horror and Spirit, the Horror Saveis
a saving throw to determine if the very sight of the
abomination your character is seeing, feeling or is
invading your body or mind is driving you insane!

Obvioudly, if astatistic is a negative number, it
subtracts from a saving throw rather than adding to
it. Thus, if someone has a strong Willpower, but a

Sidebar on [Horror

Essentially, failure on this save adds to your sanity
damage or madness score. All creatures have aHorror
rating designated as:

HF/MD / SP & RE -1/X for Horror Factor, Mental
Damage and Strength to Persevere.

The latter part, RE=-1/X equals any lowering of the
horror factor for each X-times you encounter and
overcome this creature type. Naturally (or unnaturally)
the more you encounter an extra-dimensional horror
and live to tell the tale, the stronger an immunity you
build toward that, and only that creature or species.

A normal example would be
HF:18 & Re-1/5— MD:1d3+1(Hh) — SP 15

This means that when gazing at the creature, if you
don’t immediately look away you must make a save
versus horror, DC18. If you fail, you gain 1d3+1 points
of sanity damage (or of insanity, if you already are
insane; on a successful save vs. horror, you take half
of 1d3+1. For every five timesyou encounter this
creature in the future, the saving throw vs., horror DC
decreases by 1, to a minimum of 0, as you become
accustomed to its appearance or vibe. Making a critical
success (a natural-20) on a horror saving throw roll
permits you to spend action dice to activate it for a
permanent effect: For each action die you spend to
activate the critical, the horror factor for this creature
decreases by one, unless you spend six dice, in which
case the horror-factor is reduced by ten.

A GM may al for ageneral will save to face the
creature at al, followed by aHorror save to determine
how much mental damage merely gazing at it inflicts
(which may be Horror Negates or Horror Half,
designated Hn and Hh) and then during combat, if you
arelosing or others begin to flee the scene, have you
make a Spirit save validating your will to fight on,
unless you run away by choice.




weak Reasoning, then they will have a bonus to their Will save from Willpower and a penalty
from Reasoning calculated into it.

Additionally, rather than increasing precisely by class, in Zoria, the player chooses which to
raise. At character creation (1% level of experience) a character gains 40 Saving Throw Points
(STPs), with which he can buy increases to one or more saving throws. At 2" |evel of
experience, and for each level of experience thereafter, the character gains an additional 25 STPs
to spend on his saving throws.

Note: The 40-point STP pool is only awarded at character creation, much like the x4 multiplier
to skill points awarded at character creation (See * Skill Points Per Level of Experience’ in
Chapter 3.0), and thereafter the character gains 25 points at every additional level or hit die). A
character that multiclasses does not receive 40 STPsfor every classin which he has gained * 1
Level’; that is, a Wizard-1/Sorcerer-1/Swordmaster-1 does not have 120 STPs!

Y ou only gain the 40-STPs for 1% level at character creation, not for 1% level each time you
multiclass, so the above Wizard-1/Sorcerer-1/Swordmaster-1 has 40 points for his true first level
(Wizard-1) and 25-STPs each for hislevelsin Sorcerer and Swordmaster, totaling 90 STPs
atogether.

At first level, the player must allocate the STPs. Every 10 STPs grant a +1 base bonusto asingle
saving throw, and he need not spend the points in blocks of 10, but the most he can spend on
any single saving throw at each level of experience out of his pool of STPsis 15 points! You
cannot spend all 40 points at character creation on one saving throw, or all 25 at additional levels
on one saving throw: Y ou must split them up, but you can spend as little as zero or one SPT on
any saving throw if you desire. Y ou must also allocate all STPswhen awarded, and may not
amass a large pool of them.

Generally, a GM will instruct which saving throws you have used most, or you will spend time
training for some over others, which will reflect which saving throws you should, or will be
allowed (by your GM) to increase and by how much.

It is important that a player does not place points into a saving throw that he has not used much
in the past. A GM should adjudicate the maximum number of STPsthat a player should havein
any saving throw, based on past experience.

Thisis especially true when anew player hasjoins, or a current player creates a new or
additional character partway through a campaign: The character may be close in level to rest of
the party, but may not have shared in the experiences that gave the rest of the party high Horror
or Reflex saving throws: His should be balanced, and some, such as Horror, may be low, as he
may not have encountered much in the way of the abominations that cause a character to develop
some mental armour against the unnatural.



For example, let’s say Komadorak, a 1% level human swordmaster is allocating his 40 STPs; he
has the following starting saving throws before applying his points:

Fortitude: +0

Reflex: +0

Will:+0

Spirit: +1 (+0 Base and +1 Racial Bonus)
Horror +0

He now is able to spend his STPs, for example, likethis:

Saving Throw Starting Base Points Points Bonus
Fortitude: +0 10 +1

Reflex: +0 10 +1

Will: +0 5 +5/10t

Spirit: +1 5 +5/10"
Horror +0 10 +1

This gives him the new base saving throws of:

Saving Throw New Base Points Installed
Fortitude: +1 -
Reflex: +1 -
Will: +0 5
Spirit: +1 5
Horror +1 -

He then applies his ability modifiers:

Saving Throw Total Base Modifier Modifier Bonus

Fortitude: +3 +1 Fitness+Stamina +2+0 (+2 Combined)
Reflex: +4 +1 Balance+Speed +1+2 (+3 Combined)
Will: +4 +0 Willpower+Reason  +3+1 (+4 Combined)
Spirit: +1 +1 Soul+Influence -1+0 (+0 Combined)
Horror +3 +1 Willpower+ Soul Fé&a +3-1 (+2 Combined)

At level two, Komadorak gains 25 more points and adds them as follows:

Saving Throw Present Base Previous Points New points Total STPs
Fortitude: +1 - 5 5

Reflex: +1 - 8 8

Will: +0 5 5 10

Spirit: +1 5 5 10

Horror +1 - 2 2



This means that his Will saving throw and Soul Saving throw both increase by +1, and he has
new total leftover pointsin Fortitude, Reflex, and Horror, making his new base saving throws
and point alocation:

Saving Throw New Base Points Installed
Fortitude: +1 5
Reflex: +1 8
Will: +1 0
Spirit: +2 0
Horror +1 2

The leftover pointsin this example are not in blocks of five, so he needs only two points to
increase his Reflex saving throw, five to increase his fortitude saving throw, ten each to increase
his Will and Soul saving throws and eight points to increase his Horror saving throw.

Thisisafully modular system, and permits avery fine level of tuning to character saving throws
based on personal direction, desire, and actual in—game (story-related) events. The 15-STP cap
prevents a player from min-maxing one or two saving throws at the entire expense of others, and
maintains a degree of balance, while simultaneously allowing the player (and the character) to
develop differently from other characters of the same class, as everyone has different needs and
experiences.

He then applies his ability modifiers again::

Saving Throw Total Base Modifier Modifier Bonus

Fortitude: +3 +1 Fitness+Stamina +2+1 (+2 Combined)
Reflex: +4 +1 Balance+Speed +1+2 (+3 Combined)
Will: +5 +1 Willpower+Reason  +3+1 (+4 Combined)
Spirit: +2 +2 Soul+Influence -1+0 (+0 Combined)
Horror +3 +1 Willpower+ Soul Féa +3-1 (+2 Combined)

At third level, he elects to become a 19-level Wizard, still gaining 25 STPs:

Saving Throw Present Base Previous Points New points Total STPs
Fortitude: +1 5 5 10

Reflex: +1 8 2 10

Will: +1 0 10 10

Soul: +2 0 5 5

Horror +1 2 3 5

Thisincreases his Fortitude, Reflex and Will saving throws by +1 each, and leaves 5 STPs each
in his Soul and Horror saving throws.



Saving Throw New Base Points Installed

Fortitude: +2 0

Reflex: +2 0

Will: +2 0

Spirit: +2 5

Horror +1 5

Again, he recalculates his modifiers:

Saving Throw Total Base Modifier Modifier Bonus
Fortitude: +4 +2 Fitness+Stamina +2+0 (+2 Combined)
Reflex: +5 +2 Balance+Speed +1+2 (+3 Combined)
Will: +6 +2 Willpower+Reason  +3+1 (+4 Combined)
Spirit: +2 +2 Soul+Influence -1+0 (+0 Combined)
Horror +3 +1 Willpower+ Soul Fé&a +3-1 (+2 Combined)

Now he needs five points each to increase his Soul and Horror saving throws again, but he can
spend the 25 STPsthat he will gain at level four in any ability. In fact, he need not send enough
to raise any one ahility if he desires, but four pointsinto Soul and Horror each, nine pointsin
fortitude, six pointsin Reflex and two in will, still totaling 25 STPs. That, would look like this:

Saving Throw Present Base Previous Points New points Total STPs
Fortitude: +2 0 9 9
Reflex: +2 0 6 6
Will: +2 0 2 2
Spirit: +2 5 4 9
Horror +1 5 4 9

Thiswould leave histotal saving throws the same, but with these numbers, he can easily increase
all of hissaving throws at once at level five. It isimportant to always track where you spend
STPs, and there is a special character record sheet to aid in this process. (Thisis still being made
and will be an addendum to thisrelease, if it isnot in the Appendix.)

Despite class, all saving throws normally start at +0, although some races/species will have a
racial starting bonusto specific saving throws, depending on race/species. For example. Humans
begin with a+1 racial Spirit saving throw bonus.

Remember Y ou spend these saving throw pointsin order to increase your saving throws. A +1
bonus to a single saving throw costs 10 STPs.

Some feats may actually |lower the number of points required to buy a +1 bonus to any saving
throw. Will of Adamant for example, lowers the buy-cost for our Will saving throw from 10
STPsto eight STPs per +1 bonus! 0. Some class features will grant extra STPs at certain levels,




and others may decrease the buy cost of specific saving throws aswell, but only from STPs
gained when advancing in that class. .

Initiative (Intuition + Speed):



aaaaa

ecies an



Section 2.0 “Races and Sub-Kaccs”

2.0 Racial Characteristics
2.1 Elves
2.1.1 High Elves (Vanyar)
2.1.2 Grey Elves (Deep Elves/Noldor)
2.1.3 SeaElves(Teleri)
2.1.4 Wood Elves (Grey Elves/Sindar)
2.1.5 Ddrrioweth (Drow)

Theword ‘Drow’ is aperversion of the Elven word ‘ Darrioweth’ meaning
‘Wanderersin dark shadow’. Their high king of old also bore asimilar
name, Darrowé, meaning “EIlf from the Dark”.

The Darrowé were, in the ancient past, part of the general Elven races, but
at some point in history powerful magical energies touched them and that
darkened their skin, silvering their hair and eyes. This potent force of
magical energy gave them potent supernatural power, and an inert
understanding of the magical energy field. The first to be touched with this
ability was Drrowé, who first manifested his power by casting darkness
from him. In fear of their power, the Elves banished them, and began to
hunt them off. To survive the DUrrioweth fled to caves to protect
themselves and began to establish a kingdom of their own, taking Darrowé
astheir leader.

The empire of the Dark elves flourished as they established deeper delves
and expanded their tunneling deep underground, deeper even than the
greatest Dwarven realms. They constructed their greatest city deep down
near the core of the planet next to aVortex, a magnet for mystic energy,
which they use to as a source of power for their new empire. The hidden
city of silver darknessistheir capital, now perverted by worshipers of
Thyn’ ghtz and Felosa, both of whom much of the population greatly
revere.

After the demise of DOrrowé, the story of which remains a mystery but
likely stems from his rumored opposition of the worship of the dark gods,
(Darrowé was aworshiper of Merlankh Talyxiux, who fought against
Felosa in the opening wars of the Powers.) hiswife Ithiloth,
“Moonflower” took over the rule of his realm. She, whom outsiders have
named “Lloth”, perverting the meaning of her name, openly accepted the
dark temples and allowed them governing authority, making herself a
dominant figure in both the Imperial court and religious sect.

This act, though it made her immensely powerful and influential, sealed
forever the fate of the Darrioweth, handing their destinies over to Felosa



and Thyn’ ghdz and almost completely banishing all other temples from
the lands. Other temples survive as secret cults, (most commonly Haldor
and Yea've).

2.2 Dwarves
2.3 Humans
2.4 Half Races
24.1 Rendwar
2.5 Elrdrians (The Old Ones)

The Eldrians are one of the high ancient races, like the Zorians and the Elves.
Born in thefirst era, they built an empire across Zoria, but now they are amere
whisper from the past, and their great citiesliein ruins, their artifacts and
treasures long buried.

What we know is that they came to be at the same time as the Zorians, but they
are natives of this galaxy—perhaps even Merlankh—and not of Chaluum
(Origin). In appearance, they were much in much like to humans, but more fair
and of greater majesty, knowledge and skill. In this, they nearly rivaled the Elves,
we know that they had aptitude that could match or even surpass al but the
Noldor in craft, especialy in the development of technology. For unlike the Elves,
they were not slow to change, but they made great progress over the span of ages
when their empire flourished.

This we may attribute to their mortality, for although they had great life-spans,
reaching on average to between 900 and 1,000 years of age and sometimes
beyond, like humans they do indeed die and leave the world, never to return.
More than naught, the Eldrians were a sort of proto-human, devised by the powers
as atest before creating the younger mortal races. Now they leave behind only a
legacy that the mortal races of this erawill find it difficult to equal: An empire
that spanned the galaxy and matched even the Great Zorian Empire as it was of
old.

2.6 Zorians
2.7 Zo'rani
2.8 Etriar (Etriari)

The winged ones: winged men/Eldrians. Men who's magic of alterations for flight
spawned a genetic mutation that allows them to spontaneously grow wings.

2.9 Misc. Races
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Section 3.0 “Classcs”
3.0 Normal Classes

\(jklu Foint Pased Attack Scores:

Instead of using a Base Attack Bonus (BAB), you may elect to use skill based attacks by
forcing characters to put skill points into various attack skills *listed below). If using this
system, disregard the normal amount of skill points that each character should have, and
instead give each character 10 skill points + (Int Modifier Bonus) per level. Thisalows
characters to decide where they direct their learning efforts: toward weapon or non-weapon
proficiencies.

f)ki” Points Fer Level of ﬁ_xperience

All classes gain the ten skill points, plus his Reasoning modifier plus any racial bonus, per
level! At first level, anew character gains 40 skill points plus 4 points for each +2 bonus of
his Reasoning score plus 4 points for each extrapoint in racial skill point bonuses. Thus, a
human with a+ 1 skill points per level racial bonus and a Reasoning score of 14 (+2) has 52
skill points at 1% level.

Based0 + (Reasoning Mod*4) + (Racial Mod * 4)
40 + (2*4) + (1*4) = 52

New class groups are:

Fighter (Warrior, Soldier, Mercenary, Swordmaster, Cavalier)

Mage (Wizard, Sorcerer, Artificer, Wild Mage, Alchemist, Magician, Warlock)
Channeler (Priest, Paladin, Shaman)

Psychic (Psion, Technopsion, Psychic Intuitive, PsiSoldier)

Adventurer (Bard, Rogue, Diplomat, Swashbuckler)

Wilder ness (Ranger—with Essence & Channeller Spells—, Barbarian, Druid, Survivalist
(which issimilar to aranger with more feats, different class features, but no spells)

City (Mastercrafter, Scientist, Detective, Politician)



C;lass Groups
/:i’gﬁter Groups

.01 T}ﬁé Warrior

Warriors are the ultimate generalist combatants. Stemming from both trained and untrained
groups, warriors exist to stand tall and proud in the face of peril, with strong arms to wield
deadly weapons. They are the core fighters in many non-military organizations, as well aslow
ranking men in armies and pseudo-armies of all kinds.

Tribal groups also have warrior sects who guard the tribe against invasion and protect their
fellows against incursions of deadly hunting animals.

Racial and alignment background: Warriors may be of any alignment, and exist in all races other
than Elven races, who' sfighters are trained as soldiers.

Hit Die: d12. The warrior’s hit dice reflect their hardiness in combat as compared to their nearly
non-existent training in other non-martial expertise.



3.1.2 | he Soldier

Soldiers are trained men at arms serving under the leadership of a hierarchical military
organization. Trained in various forms of combat, soldiers have also gained various levels of
expertise in martial warfare and useful tactical abilities and knowledge sufficient to serve their
leaders.

Racia and alignment characteristics: Soldiers are usually lawful or neutral, although some
exceptional soldiers are of adlightly chaotic bent, either delivering them into roles of leadership,
or exiling them from their military organization in disgrace. The latter variety often become
mercenaries.

Hit Die: d10. The soldier is hardier than most people, with greater knowledge of how to avoid
blows in combat, but is not quite as tough as the tribal warriors who live under the shadow of
death in every struggle.

For Soldier and for Swordmaster, and other classes: An increase to Socia Status, every so many
levels, that goes along with increased Rank.

1 : Chain of Command, Semaphore — Using hands and gestures, Resources (Gain a Requisition
points Pool, from which you may requisition material, weapons, provisions and/or manpower
from your military.)

2: Weapon Training (It now takes ¥z the time to learn a weapon group), Hand-to-hand (Gain
hand-to-Hand Combat as an automatic WG proficiency, with one rank in the Hand-to-hand
combat skill.)

3: Combat Training (Gain 5 kill points to use on any combat and/or defense skills that you
already have, Promotion (advance in your Chain of Command)

4: Weapon Group (Gain one WG); Mortal Efficiency (Gain +1d6 to the damage dealt using any
weapon), +2 to Muscle, Stamina, or Agility

5: Weapon Strategy (+1 to al use of combat skill using one weapon group)

6: Promotion (advance in your Chain of Command); Improvisation (All penalties for non-WG
proficiency are reduced by 1)

7: Unit Tactics (Once per day per +1 bonus of your Influence score, you may use your combat
skill for all those under your command. This ability lasts for one round per Soldier level.)

8: Weapon Group (Gain one WG); Mortal Efficiency (Gain +1d6 to the damage dealt using any
weapon for atotal of +2d6)

9: Promotion (advance in your Chain of Command)

10: Weapon Strategy (+1 to al use of combat skill using one weapon group); Improved Hand-to-
hand (Gain a +5 proficiency bonus with Hand-to-hand Combat.)

11: Weapon Speciaty (Select one WG; your maximum rank in thisWG arenot Level + 10in
place of Level +3); Improved Improvisation (All penatiesfor non-WG proficiency are further
reduced by 1 for atotal reduction of 2)

12: Weapon Group (Gain one WG), Promotion (advance in your Chain of Command); (Gain
+1d6 to the damage dealt using any weapon for atotal of +3d6)



13: Caling in aMarker: (Y ou have made enough connections and doe favour for people in your
military or government to earn special favours; that is, to cal in afavour from th higher-ups.

Y ou gain one marker for every mission you complete, and can use these to ecsape political
situations, gather information that is otherwise secret, or get otherwise impossible favours done
for you.)

14: Use Their Talents: Y ou may use the skills of those under your command in a combination-
effort, or share those skills with other people under your command. Anyone under your
command may make a skill check in place of another unit under your command, including
yourself. This takes twice as long to complete any action, however, as you the receiving target
must follow instructions relayed to them. Y ou may use this ability once per day per three Soldier
levels.

15: Weapon Strategy (+1 to al use of combat skill using one weapon group), Promotion
(advance in your Chain of Command)

16: Weapon Group (Gain one WG); Improved Improvisation (All penalties for non-WG
proficiency are further reduced by 1 for atotal reduction of 3); (Gain +1d6 to the damage dealt
using any weapon for atotal of +3d6)

17: Fight to th Death: (Y ou may continue to fight even when reduced to O or fewer HP.)

18: Promotion (advance in your Chain of Command); Perfected Hand-to-hand (Gain an
additional +5 proficiency bonus (for atotal of +10) with Hand-to-hand Combat.)

19: My Weapon Spells Death (Select a single weapon; from this point on, you deal +1d6 damage
per point of your Knowledge score modifier when dealing damage with this weapon.)

20: Weapon Strategy (+1 to all use of combat skill using one weapon group), Weapon Group
(Gain one WG); (Gain +4d6 to the damage dealt using any weapon for atotal of +2d6)




Soldier ability chart, for 6-10 things

* Reduced Botch range/lmproved Critical Range.

* Sniping — Potential ability.

*  Weapon Specialty: +3 bonusto Il combat skill uses with a chosen WG

* Parry Excellence: Y ou may now attempt to disarm as ariposte action if your parry check

exceeds the attack roll by +5 or more, rather than by +10 or more.

Boost morale of comrades, giving bonuses to spirit saving throws.
Teamwork — Work with others to grant/receive bonuses based on teamwork, looking at other
systems.
Skill for large scale combat. Military planning/strategy.
Bonusto above at mid level, and base on rank.
Resistance to fatigue, in stages(4). Check vs. fatigue. DC decreases at higher levels.
Maybe — No One left behind/Get out alive/Get the mission done. Choose one. No One left
behind - Bonuses while rescuing comrades. Get out alive - Bonuses to getting out of situations,
but you alwaystry to do so. Get the mission done - Bonuses to tasks while being murdered, no
penalty for what you normally would take penalties on.
Improved Unit tactics, bonus to check for every SO many in unit/cooperating wrth

Bonus to usi ng terrar n’) (Seemi ngly low-tech)

Maybe have a soldier choose what units are under his control. Command personnel points,
command and put together unit that way. Obviously those people must be available. Those with
special skillswould cost more (Value based on level), and cannot requisition someone with equal
or higher rank than yourself.

Interrogation techniques.

Bonus Vs. Intimidation, Interrogation and Terror Vs. Lack of morale (Spirit save), but not Vs.
Horror.

Bonuses to supplres to others under your command’>

Tracking (Mercenary aswell, but earlier than soldier).

Quarry (Mercenary only)

Look at Stargate Core Soldier.

Damage Soak. Absorb X damage/Round/Segment/Whatever. (Almost more warrior, and maybe
should be skipped for Soldier.) (Maybe drop Warriors HD)

Bonus to using shielding? Bonus to cover from shield.

Improvised Cover, may attempt to use terrain as improvised cover where others would not.
Move and Shoot W/o penalties? As Feat? Reduce actual penalties for targeting while moving.
Fire/attack faster with better aim/not as reduced aim.

Increase accuracy with 1 ability at 1 level. Do not scale with level.

Survivability (ability to survive under harsh conditions; possibly starting with extra staminaon
long marches; then progressing towards being able to survive in extremely inhospitable terrain)
Camouflage: Use hide and disguise together to camouflage yourself, troops or bases.






Ideas for Merc & Swordmaster abilities;

Specialty Skill (Adds bonusesto askill at regular intervals, plus later:
Greater Specialty Skill adds half Merc level to a skill check once/day per [Int] mod.
Track
Quarry
Negotiation Mastery
Glib Tongue
(Size up opponents)
Find the Chink
Defense Observation
Anayze Defenses
Swift Analysis
Ambidexterity & TWF
Know Thyne Enemy

5.1.% Tlﬁe Mercenarg

Mercenaries are men at arms who serve themselves, but are willing to sell their services for a
profit.



T.lﬁe Swor&r’naster

As a Swordmaster, your duties are plain: Say whom your Lord names his enemies, and be
content.

The swordmaster isatrained elite who has been trained in martial warfare by a select noble
family whom he has dedicated hislife to defending. His weapon skills are the best, his training
the highest, and histactical abilitiestop notch.

Not as hardy as soldiers or warriors, but exceptionally more skillful and intelligent, a
swordmaster’ s duties extend beyond simple combat and into full-scale military planning. A true
swordmaster is capable of dealing with afoe without the need for bloodshed, but can easily
cripple his enemies with strategically placed blows when the time is ripe for picking them off.

Racia and alignment characteristics: Swordmasters must be of lawful alignment and must
service one family loyally and be willing to sacrifice themselves for the causes of that house. If a
Swordmaster ever loses his status with that family, he cannot progress further in this class, but he
retains all abilities gained thus far.

Hit Die: d8. The swordmaster istrained to use his battle prowess to quickly eliminate foes and
judges battles cautiously; he never takes on foes that he cannot overcome, except to give hislife
for the service of hislord.

Alignment Restrictions. A swordmaster must always remain lawful (at least two stages into the
Law ethos) and within one step (any stage) on the pathos axis of his Lord. Thus, a Swordmaster
that serves an evil tyrant must be lawful Evil or Lawful Neutral, and one that serves a good King
must be Lawful neutral or Lawful Good.

Class Abilities

Named Enemy: At al times, aswordmaster will have at least one named enemy, as dictated by
the lord or house that he serves. A swordmaster may have as many named enemies as his house
or lord directs, but only one may be designated as his primary named enemy at any given time.

Abilities that give bonuses versus named enemies give a higher bonus towards a primary named
enemy than any others, asthisperson, or group isthe main thorn in the side of your master and
it isyour duty to do whatever your lord requires to defeat them.

Perfect Loyalty: A swordmaster is essentially (whether or not voluntarily) brainwashed into
perfect loyalty and obedience to hislord and no mundane power can undo this conditioning,
although magic and psychic attempts to alter his conditioning are possible. Even so, a
swordmaster’s loyalty is so deeply engrained into his nature, that he receives a bonus equal to
half his swordmaster level to any Will saves to resist enchantments, charms or any mind-
affecting power that would attempt to dissuade him from following hislord’s commands.



Know Thyne Enemy: A Swordmaster spends a great amount of time studying the wiles of his
enemies, giving him both advantages in combat and in dealing with them in other ways. Thisis
reflected by bonuses to combat and many skills when dealing with those who are named
enemies of hislord.

Find the Chink: (Asa high-level ability that supplements Analyze Defenses). At 14™ level, the
swordmaster can attempt to take a full round action (1d4 segments) to locate aweak point in one
foe with whom he is engaged in melee combat. To do so, he must make a Stuational Assessment
check with a DC base of 15 + the level of his opponent. If he succeeds, he may add half his
swordmaster level to each attack skill check made against that opponent.

Defensive Observation: The swordmaster may spend time observing or studying an opponent
before or during combat in order to learn their methods of attack, combat styles and how they
fight. This can be done ion severa ways, depending on his level:

Long-Term Study: At 3 level, the swordmaster may study the fighting style of an
opponent for alengthy period of time, either vialong-term interaction or by being taught
by someone of appropriate experience. This type of observation grants the swordmaster a
competence bonus equal to his reasoning modifier or +2, whichever is greater to al his
defense rolls against this type of opponent.

Note that if his enemies change their fighting styles, he loses this advantage.

Study at aDistance: At 6" level, the swordmaster may attempt to study the combat style
of an opponent from a distance, as long as that opponent is engaged in combat. To do so,
the swordmaster makes a Stuational Assessment check once per minute with aDC of 10
+ the level of that opponent. With five successful checks, the swordmaster may add a
competence bonus equal to his Reasoning modifier to all defense skill rolls made against
that opponent.

Study in Combat: At 9" level, the swordmaster may study the combat style of an
opponent while he is fighting them. For each round spend in combat, the swordmaster
may make a Stuational Assessment check with aDC equal to 10+ the level of his
opponent. After three successes, which need not be concurrent (e.g. he can have a




success, followed by two failures, then a success, afailure and a success) the
swordmaster may add a competence bonus equal to his Reasoning modifier to all defense

skill rolls against that opponent. WWith-each-sueeess-the swordmastermay-add

Analyze Defenses: The swordmaster may apply his powers of battle analysis to bolster his
attacks in addition to his defenses. To do so, rather than studying the offensive tactics of an
opponent, the swordmaster may study that opponent’ s defensive strategies and mechanisms (e.g.
armour). As with Defensive Observation, the swordmaster may do thisin one of three ways,
depending on hislevel:

Long-Term Study: At 4™ |evel, the swordmaster may study the fighting style of an
opponent for alengthy period of time, either via long-term interaction or by being taught
by someone of appropriate experience. This type of observation grants the swordmaster a
competence bonus equal to his reasoning modifier or +2, whichever is greater to al his
weapon skill rolls against this type of opponent.

Note that if his enemies change their fighting styles, he loses this advantage until he can
re-assess his enemy.

Study at aDistance: At 7t level, the swordmaster may attempt to study the combat style
of an opponent from a distance, as long as that opponent is engaged in combat. To do so,
the swordmaster makes a Stuational Assessment check once per minute with aDC of 10
+ the level of that opponent. With five successful checks, the swordmaster may add a
competence bonus equal to his Reasoning modifier to all defense weapon rolls made
against that opponent.

Study in Combat: At 11* level, for each round spend in combat, the swordmaster may
make a Stuational Assessment check with a DC equal to 10+ the level of his opponent.
After three successes, which need not be concurrent (e.g. he can have a success, followed
by two failures, then a success, afailure and a success) the swordmaster may add a
competence bonus equal to his reasoning modifier to all weapon skill rolls against that
opponent.

Precise Blow: At 7" level, the swordmaster’ s learns how to deal logical, precise blowsto his
foes, landing hits where they will do the most damage. Y ou may now add your Reasoning
modifier to all weapon damage rolls. (This additional damage is multiplied with critical
confirmed hits, as normal.)

Swift Analysis:
Ambidexterity & TWF:

Swordmaster Abilities Chart
Typel Typell



1s: Named Enemy, Perfect Loyalty

2 Know Thyne Enemy, Vendettatt

39 Weapon Trick, Defensive Observation; Long-Term Study, Confidence*

4" Analyze Defenses: Long-Term Study; +2 Muscle or Agility, Extra Named Enemy

5" Two-Weapon Fighting, Improved Health, Dedication (will bonus against effects

that would undermine his purpose)

6" Weapon Trick, Defensive Observation: Study at a Distance, Just Vengeancett

T Analyze Defenses. Study at a Distance, Precise Blow, Improved Confidence

8 Specia AttackT, Achilles Heel +1d6 (deals extra damage dice to named and
studied enemy), Military Strategist (grants bonuses in combat to allies when planning used).

oh. Weapon Trick, Defensive Observation: Study in Combat, Extra Named Enemy,

Psychic Potential (chance at becoming a psychic; gaining one ability)

10" Analyze Defenses: Study in Combat; Improved Two-Weapon Fighting, Hated

Enemy, Strike of Vengeancett, Greater Confidence*

11 Swift Analysis, Solid Mind (improvement on Dedication; plus difficult to probe

thoughts), Enhanced Health

12t Weapon Trick, Masterful Combatt, Achilles Heel +2d6, Community Action Die

(extraaction die that can be used on any ally).

13" Immunity to Fear/Perfect Morale*, Charmed Life (surviving thislong grants the

character Luck—L ucky-13), Psychic Potential (chance at becoming a psychic; one

ability)

14" Find the Chink, Extra Named Enemy, Death-Knell

150 Ambidexterity, Weapon Trick, Paranatural Combat

16™:  Military Expertt, Wall of Will* (Improvement on Solid Mind), Achilles Heel

+3d6, Perfect Health (Immune to Disease), Community Action Die x2 (extra action die

that can be used on any aly; now two dice).

17%: Feared, Unwavering Loyalty (nothing may dissuade the swordmaster’s loyalty),

Psychic Potential (chance at becoming a psychic; one ability)

18" Weapon Trick, Extra Named Enemy

19" Perfect Planning, Weapon Mastery (can use any weapon)

20 Deadly Enemies, Achilles’ Heel +4d6, Supernatural Combat, Community Action

Die x3 (extra action die that can be used on any ally; now three dice), Psychic Potential

(chance at becoming a psychic; one ability).

Vendetta: Those who incur the wrath of my lord shall fall may fall by his blade. That is the
motto of atrue and loyal swordmaster. From amongst his enemies, your lord may name asingle
individual, usually of high status, who has wronged him. In doing so, he earns a special placein
your heart: Sometimes, wrath goes beyond the rabble of the chosen named enemies of your lord.
Sometimes, one of them ,or another person has meddlied once too often in the affairs of your
patron, or has robbed you of victory in a directed task. This sort, the type you just loathe, is
worthy of avendetta. Either select one individual that has interfered with your life, but is not an
aly of your lord, or select a specific individual from amongst your named enemies. From now
until you defeat this person, all swordmaster abilities that you use directly against the target of
your vendetta are doubled. Thisincludes special damage dealt, but not base weapon damage.



Just Vengeance: Starting at 6™-level, once per day per +1 modifier bonus of your Spirit statistic
(minimum 1/Day) you may make a strike of vengeance against anyone who has either wronged
you, your lord, or has harmed you in combat. If your attack is successful in hitting your
opponent, you may deal an additional amount of damage equal to your swordmaster level on that
strike. [Perhaps thisis too close to Just Vengeance and should be more interesting?]

Strike of Vengeancett: Starting at 10" Level, once per day per +1 modifier bonus of your
Soirit statistic (minimum 1/Day) you may make a strike of vengeance against anyone who has
either wronged you, your lord, or has harmed you in combat. Make a normal attack roll: If your
attack is successful in hitting your opponent, treat it as a confirmed critical hit, with a special
critical effect.. You may combine this with Just Vengeance.

Special Attack: You have developed a specia style of your own. Choose one of the following:
[Trip Attack, Whirlwind Attack, etc. type special attacks?]

Weapon Trick Chart
1: Add a new Weapon Group to your repertoire.
2: Add a number of ranks equal to half your Swordmaster level to any Weapon Skill that
you already possess; This may exceed your normal cap of skill ranks
3: Add a number of ranks equal to your Swordmaster level to a Weapon skill that you do
not possess, but for which you have a Weapon Group feat.
4. Add one martial feat, for which you meet the prerequisites.
5. Two-Weapon Fighting
6. Improved Two-Weapon Fighting
7. Greater Two-Weapon Fighting

8. Perfect Two-Weapon Fighting
9.77?

Self-Hypnotic Mind-Rewrite: Using this ability, a Swordmaster may temporarily re-write his
mind so that he can blend into another group—even a Named Enemy—for the purpose of deep,
undercover surveillance. During this time, the Swordmaster’s personality changes to match that
of the average person in the group he is surveying... (He must have details to make this change.)
This is not a permanent change: The Swordmaster can set up a trigger-event to revert back t his
normal state, or can set it to ‘indefinite’, in which case it can last for up to one month per
swordmaster level, after which he automatically reverts to his normal self. A Swordmaster may
only use this ability when assigned to a deep-cover operation by his Lord.

Deep Mental Assessment: A Swordmaster may attempt to quickly assess a number of facts to
derive a logical conclusion, be it solving the combination on an electronic lock or working out a
battle strategy. To do this, he rolls his Assess Situation skill, with a DC appropriate to the task as
follows:




Improved Deep Mental Assessment: At Xth Level, the swordmaster gains a +2 bonus on Deep
Mental Assessment. This bonus increases by +2 for every three levels beyond Xth.

Dedication: At Xth level,

Recesses of the Mind: A Swordmaster may make mini-partitions of his mind to use for private
thoughts. When using these special mental pockets, any thoughts of the Swordmaster stored in
one cannot be reached by mind-reading powers, and the Swordmaster will not have any external
emotional display when working with this special pocket in his mind. This is especially useful
when being interrogated or when under cover, performing investigations.

Confidence: At 3™ level, the Swordmaster gains a competence bonus equal to half his
Swordmaster level to all Spirit saving throws.

Improved Confidence: In addition to the Spirit Saving Throw bonus granted by Confidence a
Swordmaster now adds half his Swordmaster level to all Diplomacy, Bureaucracy, Intimidate
and Sense Motive checks. He further adds his Confidence Bonus to all attempts to command or
influence others. This also means that any ability, spell or spell-effect (including Psychic powers
and Spell-Like Abilities) used by the Swordmaster to affect the minds of others has an increased
DC to its saving throw; this increase is equal to half his Swordmaster level.

Achilles Heel: You know where to strike enemies to hurt them the most. Starting at 8" level,
once per round, you may make an Assess Stuation check, opposed by a Defense, Combat:
Martial Arts or Bluff check from your opponent. If your check is higher than his opposed check,
your attacks (any successful hits) this round deals +1d6 damage per hit to your opponent, as you
were able to strike aweak spot or vital areathat he left unguarded. This increases by +1d6 for
every four level beyond 8" (thus 12thl 16" and 20" levels). .

Dedication: Starting at 5 level, a swordmaster gains a bonus equal to ¥z his swordmaster levels

to al Will saving throws versus any power that would affect his mind, persuade or dissuade him

from carrying out hiify his memories. This applies to mundane, magical, psychic, supernatural or
spell-like powers, including mundane hypnosis or similar skills.

Solid Mind: The mind of a swordmaster is highly trained and conditioned. Starting at 11" Level,
any time he would take sanity damage, the swordmaster may make an additional Horror or Will
saving throw (whichever is applicable) to avoid the effects of whatever would cause the sanity
damage.

Community Action Die: The swordmaster isanatural leader and is especially well-versed in
handling others. Starting at 12" Level, once per gaming session he may use a specia community
action die (that is an addition to his normal pool of action diceto aid any of hisalliesrolls. This
functions normally, asif hisally had rolled his own action die, but is deducted fron the
swordmaster’ s community action dice instead. Y ou gain an additional community action die at
16™ and 20’ ™ evels.




Immunity to Fear/Perfect Morale*: Starting at 13" Level, the swordmaster isimmuneto all
mundane, supernatural, magical and psychic fear effects and anything that would otherwise
affect hismorale.

Charmed Life: You can't survive through the hell of alife that a swordmaster endures without
at least asmall, specia edge. Starting at 13" Level, the swordmaster gains a supernatural Luck
ability. Once per day per +1 bonus of his Luck score modifier, he may make aLuck Roll! Thisis
different from action dice in that you may roll any check, saving throw, or other die-roll twice
(smultaneoudly) and choose whichever result you prefer. Y ou may not use an action die to re-
roll both of these die-ralls, but you may use an action die if you do not desire to accept either
result, in which case you ssimply roll again (once) normally. To use this ability, you must declare
before making the roll that you wish to use your Luck, and then you roll whatever die type the
Gm callsfor you to roll twice (or roll two of that type of dice). Choose the most favourable to
you after rolling.

Psychic Potential : Starting at 9" Level, you may potentially unlock a single, latent psychic
ability. Roll against your P.A.. if you are successful, you unlock a single Psychic Discipline (at
0-Degree) and gain 1d4 P.P.E. per +1 Modifier of your Reasoning Modifier. Note that a
swordmaster may learn powersin this discipline normally, but may nt learn another discipline
(viaprogression in his swordmaster class) unless he unlocks another latent ability at alater level.
(Hemay of course, gain levelsin a Psychic class group to progress with them unhindered.).

Y ou gain additional chances to unlock a psychic ability at 13, 17t and 20" level(s). if
you fail any of these, the chance is wasted. If you succeed on more than one occasion each
unlocks another psychic discipline, and adds an additional 1d4P.P.E. to your reserve per +1
modifier of your Reasoning score.

If the swordmaster’ s Reasoning score modifier ever increases, he gains P.P.E. from the
increase as normal (+1d4 per each +1 total increase to his Reasoning score modifier).

A swordmaster may gain a sub-discipline such as Telemechanics viathis ability only if he
already has the pre-requisite major psychic abilities, which he may learn via the Psychic
Potential class ability, or via progression in apsychic class.

The swordmaster may learn degrees of the discipline he gains viathis ability normally,
though study. The swordmaster also does not gain P.P.E. as he progressesin levels, but only
when he unlocks a psychic discipline via the Psychic Potential class ability.

Extra Named Enemy: At 4" Level, and every five levels thereafter (thus at 9™, 14", and 19
levels), a Swordmaster gains additional trust of his Lord, permitting him an additional Named
Enemy. This functions exactly as his normal Named Enemy, but it allows the swordmaster to
have more than one at atime. Note that if the swordmaster’s Lord does not have any additional
enemies, he will not name anyone in addition to his existing enemies. The swordmaster’s Lord
must actually specify all Named Enemies: The swordmaster may not simply choose one of his
own valition.

Death-Knellt: Starting at 14* Level,




Ambidexterity: Starting at 15" Level,

Paranatural Combat: Starting at 15" Level,

Military Expertt: Starting at 16" Level,

Wall of Will* (Improvement on Solid Mind): Starting at 16" level,

Improved Health: Starting at 5" Level, a swordmaster gains a bonus equal to %2 his
swordmaster levelsto all Fortitude saving throws versus disease, illness, afflictions and other
degradations to his health, whether mundane or mystical in origin.

Perfect Health: Starting at 16" level, the extensive physical training you endured has given you
an extraordinary resilience! Y ou are now immune to all mundane diseases, afflictions, and
infections. This does not make you immune to magical diseases, curses or mundane or magical
addictions or poisons, although it does permit you to add your Spirit statistic modifier (if
positive) to any saving throw against such conditions.

Feared: Starting at 17" Level,

Unwavering L oyalty : Starting at 17t level, the loyalty of a swordmaster to hislord may not be
affected by any power or ability, whether mundane, extraordinary magical, supernatural, spell-
like or psychic. Any power or ability that attempts to manipulate his mind in away that
contradicts the desires and conditioning given him by hislord automatically fails; no saving
throw is required.

Perfect Planning: Starting at 19" level,

Deadly Enemies: At 20 levd,

Super natural Combat: At 20t levd,




Magc GrouPs

Mage (Wizard, Sorcerer, Wild Mage, Mystic Engineer, Magician, Warlock, Artificer)

Mages
Unlike some other games, all mages can cast any spell they know without preparing
(“memorizing”) it, at its normal spell casting time and can learn spells of any circle,
regardless of their level. A 4" Level Wizard can learn an 8" Circle spell, aslong as he
Is lucky enough to find it, had the resources to research it, or somebody teachesit to
him. Each time a spell is cast the caster must make a spellcraft check to ensure that
the spell is cast properly. Failure indicates the MEA (MEA is Mystic Field Energy) is
wasted and the spell didn't go off. Failure by 5 or more indicates that additional
(undesirable) effects happen as well, such as spell mishaps.

Thisis set into place to make sure that a caster of level 3 that wantsto cast a spell of
circle 9, which requiresa DC 24 (Maybe DC 297?) spellcraft check has a much higher
chance of flubbing than a 15th level caster.

Spell feats now add to both the DC and the MEA cost instead of spell level
adjustment. For example, "Still Spell*, which makes the somatic components of a
spell apurely mental action, would up the DC of aspell by +2, and add +4MEA to
the casting cost. A wizard may still prepare spells with these feats to quicken the
casting, which ups the spell dot level. Otherwise, the feats take one extra action to
invoke.

Spell power increases with your level in various ways. In addition to the increase of
damage:

Increased DC toresist: The DC to save against a spell increases as you gain levels.
The base DC to save against aspell or power is (10 + Spell Circle + Relevant
Modifier + %2 Caster Level). Thus, to resist a 10" level mage casting afireball with a
17 Reasoning, the DC will be 21: 10 + 3 (spell circle) + 3 (Reasoning Modifier) + 5
(half of the caster’s level.

Scalable spells: Instead of ssimply adding more damage dice to a spell asyou gain
levels, you now have the option to add that damage at higher levels by spending more
energy. Spellsthat allow for such expansion have a base MEA cost and base number
of damage dice, but as you gain levels you may add additional dice of damage by
spending more MEA.

Fireball, for example may have abase MEA of 4 and does 3d6 fire damage, but you
can add additional dice of damage for IMEA each with a maximum number of



damage dice equal to your level. Thus, a 20" level caster can spend 21 MEA to
deliver a20d6 fireball. (AMEA base +17 MEA for additional damage). Y ou must
declare how much MEA you are spending befor e you begin casting the spell, asif the
spell islost all of that MEA cost (including all additional MEA for additional
scalable effects) is wasted, not just the base cost.

Scaling may also affect area, distance and other variables.
Mystic Essence Actualization

Any character that learns a spell can cast it, but ordinarily the connection to the essence
of the MEF consumes physical energy from the caster. For those without an MEA score,
each time they cast a spell it's MEA requirements come directly from the character’s
constitution score!

This means that a swordmaster who learns the Mystic Weapon a 2™ Degree, (AMEA)
spell must take 4 temporary Constitution damage at each casting. This constitution
naturally returns at the normal rate of one point of Constitution per day, assuming the
character is getting normal rest and intake of nourishment, but thereis no way via
magical means to restore Constitution damage taken when casting spells. Any attempt to
use magic to restore ability damage taken from spellcasting only worsens the original
effect, potentially killing the character.

Thisis because the mystical energiesinvolved are not actually siphoning the Constitution
of the caster, but rather they are interfering with his ordinary bodily functions and are
lingering around in him for a short length of time. When magical means are used to
attempt to reverse this, they add additional MEF energy into the person’s body in order to
attempt to “ correct” the damage, thus mingling more magical energy with the already
damaging energies, which only suffices to supplement them and aggravates the problem.

There may be other ways of expediting the curing of this type of damage, but normal
magical healing such as Restoration only does more harm.

True mystics, including both essence mages and channelers, learn to absorb part of the
MEF into themselves, thus devel oping a power reserve that is called the Mystic Essence
Actualization (by Essence magicians) or Mystic Energy Actualization (by channelers),
thus: MEA.

A character’s MEA score is represented by a pool of energy points. At each level, a
mystic gains a number of dice to his MEA score, depending on his class and ability
scores. These MEA points represent the amount of Mystic Essence Actualization the
character has attained and the spellcaster uses this supply of energy in order to cast spells
without taking Constitution damage. If a spell would reduce a character’s MEA score
below zero, any additional energy isimmediately taken from his Constitution score. If



thisloss reduces his Constitution to zero, he dies instantly, and further if it would reduce
his Constitution below zero, the spell has a percentage chance of failure (although heis
still dead too).

Mystical Affinity/Aptitude: To learn or cast a spell, you must roll against your
Mystical Affinity/Aptitude (M.A.). Asamage, your M.A. score increased by 1d10
every four levels, and your P.A. increases by 1d4 every four class levels. (Non mage
classes increase both their M.A and P.A. by 1d4 ever four levels.)

L earning a Spell: When you encounter a spell that you wish to add to your
repertoire, you first must roll ad100 against your M.A. score. To succeed, you
must roll under your M.A. with any applicable penalties taken into account by
the DM. If that succeeds, you must then roll a Spellcraft check to see if you
have the requisite knowledge necessary to learn that spell. The DC for this
check is 15+Spell Circle (e.g. a2 circle spell hasaDC of 17, whereas a 9"
circle spell hasaDC of 24).

Example 1: Rolas, a6™ Level Wizard wishesto learn Fireball (a 3 circle
spell) from ascroll. HisM.A. is 65, so herolls ad100. He must roll a 65 or
less to be able to learn the spell at all. If he succeeds, he must roll a Spellcraft
check equal to the difficulty of the spell or higher.

Example 2: Eldylwyn, a5" level Sorceress who specializesin Fire/Heat
wishes to learn Shape Sione (a 5" circle spell), which is a secondary antithesis
for her. The difficulty of such an undertaking is reflected by a 25% penalty
applied to her M.A. roll and to her Spellcraft rolls. Her M.A. isaso 65, but
because of the 25% penalty she must roll a40 or less to succeed. Additionally,
the Spellcraft check is more difficult by the same 25% factor, which adds +5
to the DC, so she must roll a Spellcraft check of 25 or better to learn the spell.

M.A and Spellcraft Rollsfor Casting Spells: Under normal circumstances,
you don’t need to roll against your M.A to cast aspell. In initiative phase
however, each time you cast a spell you must roll against your M.A. with
appropriate penalties applied by the DM. Thisis because in normal game play,
there is no need to worry about whether a spell goes off immediately, and you
can take your time to exercise your mystic will against the MEF. In battle, or
other initiative based situations, time is of the essence and you may not get
your spell to go off on the first attempt, so you must roll your MA check, just
aswhen learning a spell, in order to cast it that round. If you fail, no MEA is
lost, but the time is wasted. Y ou may retry on the following round.



Thus, the first roll you must make when casting aspell in initiative phaseis
your MA check to seeif the spell will go off at all, before you make any other
checks (Spellcraft, Caster level, etc.). Again, if thefirst roll fails, the spell
does not use any MEA, asit signifies that you were unable to manipul ate the
energy field at that time.

Y ou must also make a Spellcraft check every time you cast a spell, but you
may always “take a 10” on theserolls. That is, you can assume that you have a
10 on each dieroll and ssimply add 10 to your Spellcraft bonus to seeif you are
able to cast that spell. The DC for this check is 15+Spell Circle, thus Cantrips
(O Circle) spellshave aDC of 15 to cast, 1% Circle spells, 16, 2™ Circle Spells
17, and so on. Therefore, it isonly problematic to cast higher circle spellsasa
lower level caster. Unlike the M.A. roll, if thisroll fails you do waste MEA.
Thus, aWizard with a Spellcraft of +7 can always make a Spellcraft check of
17 and can therefore always cast 2™ Circle Spells, but must roll to cast 3
Circle or higher spells. Spellcraft checks that fail by 5 or more are considered
botch threats that the D.M. may activate by spending one (or more) action dice
for a botch effect.

It isnot possibleto “take a 20" when casting a spell.

In any event, if you fail thisroll by 5 or more, the spell may misfire and have
undesirable results. Sorcerers have a -5 penalty on Spellcraft rollsto case a
spell that falls under their secondary antithesis. Thus, a Sorcerer with the
Air/Electricity primary element must roll a 21 or better to cast a 1% Circle
Water/ice spell (DC= 15 + Spell Circle 1 + 5 for secondary antithesis). Y ou
may look at this as anincreased DC or a penalty to theroll (thusthe DC is till
16, but you must subtract 5 from their roll, thus the sorcerer must roll a21 or
higher to make this DC (21-5=16).

Actions and seconds now measure Spellcasting time. Y ou can now use both actionsin
around for casting, and a mage must occasionally rest between castings on very
complex spells.

Write into spell description the verbal components (in Zoraec), then gauge the time
required to say them. Thisis the casting time in seconds for that spell, rounded up to
the nearest 3 seconds.

\Soulstrike
A spell-like ability available to powerful mages that uses all of amage’'s MEA, plus all of
his CON plus all of his Soul stat to generate afinal, devastating or wonderful effect. This



spell augments the total MEA available as follows; Total remaining MEA + total
available CON score multiplied by the mage' s Soul statistic.

For example, a sorcerer with afull MEA pool of 32 pointsand a CON of 11 (43 total)
that has a Soul stat of 13 can Soulstrike to cast one final spell with atotal energy reserve
of 559MEA. (43 x 13)

A mage that Soulstrikes dies one segment after the casting of thisfina spell, whichis
considered part of the Soulstrike action and, as his soul is spent in the Soulstrike action,
he cannot be resurrected by any means, unless by a True Wish (which is Ancient High
Magic, 20 Circle) or the act of an Over-Deity or Guardian. Further, as his soul no longer
exists, he does not ascend, or enter any form of afterlife (see: ‘Death’ and ‘Life After
Death’). He simply ceases to exist altogether and his body turnsto dust or energizes into
light particles.

The energies released during a soulstrike leave a permanent trace behind that never
completely fades away, athough it diminishes over passing centuries. Often people with
the sight will notice ghost-like images of the visage of the mage who performed the
soulstrike in the spot where the mage spent his very essence to perform one final act of
power.

A spell intoned as part of a soulstrike must be known by the mage intoning it, unless the
soulstrike is performed by awild mage, or someone with appropriate skills to create
spontaneous magic. A sorcerer must have the spell known and the appropriate spell chain
in order to soultrike for it. If the spell isnormally used as aritual with agroup of mystics
(and was thus learned this way) then the mage must make an appropriate spellcraft check
to adapt it for intoning by a single-caster on-the-fly.

The duration of a soulstrike is equal to the total duration of the intoning of the spell used
with it. A soulstrike may be aborted by the mage performing it before completing it,
which therefore prevents the effects from happening. If the mage decidesto do this, he
must make a Spirit saving throw with a DC equal to 15 + the spell degree that he was
intoning, to avoid perishing anyway; a successful save deals 1-damage to his Soul
statistic for every degree of the spell he was intoning (thus, 4 Soul damage for a4t
Degree spell). If the mage isdain in the process of a soulstrike, there is a chance that he
continues the soulstrike action even after (or during) death equal to 5% per caster level,
as his essence continues the mystic ritual.

Creating Mages Above 1 Level & Assigning fjpe”s

It has come to be during various playtests, that people have asked how to assign spells to
mages created at above 1s-level. While it is encouraged to play acharacter starting at 1s-
level in any class or profession, it is sometimes necessary to make a character at a higher
level, such as when one character dies and cannot be revived.



The rule of thumb isthat any magic user should know a number of spell circles (degrees)
equal to the primary casting score for his class multiplied by ¥z hislevel in that class.
Therefore, a Wizard with areasoning of 17 and 6 levels would know 51-degrees worth of
spells (17 x 3) (or 17 x 6+2). This can be in any combination totaling 51-circles, such as
1 x 9" degree, 1 x 8" degree, 2 x 7" degree, 2 X 6™ degree 1x 4™ degree, 1 x 2 degree 1 X
1s degree and 2 x 0-degree (as each 0-degree counts as ¥z in this case). Thistotals 51-
degrees of spells.

Of coursg, it islogical that such a mage would have fewer powerful spells and more
lesser spells, but thisis merely an example. The same mage could have 51 1s-degree
spells or 102 (0-degree) Cantrips!

It isalso possible to use this formulato decide the total number of spells known at 1+
level, by stating that the number of circles known is equal to the mage's primary casting
score halved. Thus, in the case of a 17, the character knows 7 %2 spell circles. As O-degree
counts as 4, it is possible to use this ¥z spell circle whenever you encounter it in your
calculations. This does not apply to the Sorcerer class, which begins with a fixed number
of spell chainsand circles, however it does apply to a sorcerer for making a character at
advanced (above 19) levels

First deduce the number of circles and chains they should have from class progression,
then calculate the number they have from their Influence score (multiply the Influence
score by Y2 their Sorcerer level) and adjudicate additional spells based on this.

If the character has levelsin multiple mage group classes, always figure the spells known
for each separately. A Wizard 5/ Sorcerer 3 with a Reasoning score of 15 and an
Influence of 12 would have 37 ¥z degrees of spells known as awizard and 18 degrees of
spells known in his spell chains as a sorcerer.

This further applies to the Alchemist for the number of transmutation circles and the
degrees of each, using the same rules as above, however it does not apply to channeler
classes, asthey have accessto any spells granted by their source of power and they do not
learn any of them.



3.2.1 Wizard

Game Rule Information:
Hit Die: d6
MEA/Level 1d6 per (Int Mod Bonus)

Wizards are mages who use magic to provide for themselves and those around them, but
retain enough battle-prowess to stand on their own when magic is of no avail. They are
feared by most because of their shrewd intellect and various powers, but are not as
specialized as Sorcerers, which yields atad more flexibility to their powers, but robs
them of the sheer magical devastation that Sorcerers display in their abilities.

Spellcasting:

General: Wizards cast spells without limitations based on level or statistic-based
attributes. As long as the Wizard knows the spell and has sufficient MEA to cast

it, al he need to isintone the incantation. Specialist Wizards may not cast spells

that fall under their restricted discipline at any time, nor may they use an item to
duplicate such spells or effects.

Gaining MEA Points: A Wizard gains +1d6 MEA for each +1 modifier bonus of
his Reasoning score upon attaining each new level of experience in hisWizard
class. Thus, a Wizard with an Reasoning score of 16 has an Reasoning Modifier
of +3 and gains +3d6 MEA at each level of experiencein this class.

SpellsKnown & Gained: A Wizard begins play with atotal number of spell
degrees equal to half hislevel multiplied by his Reasoning score; thus, merely
half his Reasoning score at 1¢-level. For example, a Wizard with a Reasoning
score of 16 begins at 1% Level with 8 total degrees of spells. These can be of any
degrees that add up to 8, so it could be sixteen O-degree Cantrips (which count as
Y, for this purpose), eight 19-degree, four 2"-degree, etc, or any combination
thereof that the GM permits.

The normal assortment for such a character would be along the lines of four O-
degree, four 1s-degree and one 2-degree spells. It could however just as easily
be one 4"-degree, one 3-degree and one 13-degree spell, or one 7"-degree and
two O-degree spells.

The only restriction asto what a Wizard may know, is that he must be able to
actually cast the spell without losing consciousness. Therefore, the most powerful
spell he can know is governed by histotal MEA pool + histotal Congtitution
score, and whether or not he can succeed at an appropriate Spellcraft skill check.



The actual spell MEA cost must not exceed his combined MEA pool and
Constitution score totals (-3) and he should be able to cast the spell by making a
Spellcraft check with a‘ Take-10" action. If the place where he resides has a weak
MEF, and thus the spell would also deal Constitution damage because of this, the
additional damage must be further taken into account. In the end, he must be left
with a Constitution score of at least 3 after casting the spell.

Additionally, all Wizards begin play with Detect Magic, Read Magic, and one
other O-degree spell (Cantrip). These do not count against the normal number of
starting spells.

Wizards do not gain any automatic spells as they increase in level, but must learn
new spells either by creating them, via independent research, or by learning them,
which they can do at any time from another Wizard, or from magical tomes,
spellbooks (grimoires or fragments), and aghenaeums. Often, a Wizard is taught
by a mentor, to whom they can return for further knowledge in exchange for
certain services, such as tracing and returning with rare materials, which also
furthers their knowledge in the mystic arts. Academies aso exist where aWizard
may pay for spell knowledge.

Usually, another Wizard will not give spells away freely, but will require some
service from the Wizard approaching them, or an exchange of knowledge, or
simply being paid may be enough.

In most cases however, a Wizard must either research his spells, or seek out
ancient collections, codexes and grimoires to gain further magical knowledge.

Multiclassing:

Mystic Focus: When training, all wizards receive a mystic wand from their
mentors. Thisisasmall, slender piece of wood, stone or metal that the mage
uses to channel energy, abeit only in small doses. The wizard trains in the use
of the wand first, which he can use to cast Cantrips and some (limited) 1+
degree incantations. Once the wizard successfully masters the use of spells
(upon reaching 2™ level), he must craft for himself a staff.

The staff may be of any material, but should be light and easily portable, asthe
wizard shall requireit to cast most of his spells. When making the staff, the
player chooses the materials as he desires, so long as they are reasonable and
available to him, or he can afford to purchase them. If he wantsto make a
diamond-encrusted, solid platinum staff, he has to be able to purchase the
supplies.



Furthermore, he must make the staff himself alone. No other mage—not even
his master—may assist him in this utterly personal task. Thus, the wizard must
have the requisite Craft skillsto create the staff, whichisa DC of at least 20,
asitisvery tedious and difficult to carve the ornate designs required to focus
his power. The staff should also have specia arcane writings and embedded
objects or stones that reflect his chosen specialization.

From then onward, the wizard must carry his staff everywhere he goes,
although he may take his old wand for backup, incase his staff is stolen or
damaged. It ishisfocus, and if he attempts to cast a spell without it, he suffers
the penalties of casting without a focus.

It'simportant to remember that the mystic focus for a specialist would not be
the same as that of a generalist. A specialist constructs his staff from materials
and using designs aligned to his specialty. (i.e. Using bones and jet for
necromancy, or rubies and corundum for evocation. ) A specialist wizard that
has a staff set up for generalist magic cannot use his specialty MEA pool for
spells above wand-level power.

Specialization: Wizards may specialize in any one school of magic, which gives
them more power while sacrificing versatility. To specialize in one school, a
wizard must elect to be forever unable to cast spells of its opposing school(s).
When selecting a speciaty school, choose one school from the list below that you
cannot cast. The wizard then gains a special pool of MEA, separated from his
normal MEA aong with the additional benefits of specialization that increase as
the wizard gains levels as shown in the table below.

A Wizard need not specialize in the beginning of his career. Rather, he may wait
until a suitable time to choose his specialty, but in doing so, he reduces the size of
his Specialty MEA Pool, as specializing in aschool is not retroactive. That is, if a
wizard waits until Level Four to begin specializing in lllusion, he only beginsto
gain the Specialty MEA from 4™ [evel onwards. he goes not get the bonus MEA
for levels one through three, as he did not start specializing until now.

Specialty MEA Pool: A Wizard may begin specializing in one specific school
of magic at any time, even at 1% level. From that point onward, and at each
level thereafter, he gains 1d4 MEA for each +1 bonus of his Reasoning score
to his “specialty pool”. Thus, a mage with a 16 Reasoning score gains +3d4 at
each level. If the wizard layer increases his Reasoning score by some
permanent means (such as hisincrease at every 4™ level, viawishes, or viaa
magical tome), he retroactively adds an additional amount of MEA to this pool
to reflect the difference between his old Reasoning score and his present score.



See “ MEA and Ability Increases’ above.

A wizard may select to use the specialty MEA to cast a spell, thus subtracting
only from this pool of energy, or use a combination of it with his base MEA
(thus adding additional energy from his specialty pool when casting a spell).

For example, if the chosen school is necromancy, and the wizard has 25M EA
in hismain pool, and 10MEA in his specialty pool, to cast a hecromantic spell
that requires 30MEA, he can use 25MEA of his main and SMEA of his
specialty, or 20MEA of hismain plus all (10MEA) of the auxiliary pool. If he
(the necromancer) wishes to cast a transmutation or evocation (or any non-
necromantic) spell, he cannot use his specialty pool to do so, but rather he
must use energy purely from hismain MEA pool.

He may only utilize the specialty energy to cast spells from the school in which
he specializes.

Generalists: If aWizard chooses, he may stay a generalist en lieu of
specializing in aschool. If so, he loses any special abilities from specializing
(column S) and instead gains the special abilitieslisted in Generalist (column
G). Remember that if awizard later chooses to specialize, he gains abilities
starting at level one proficiency. That is, a4™ level generalist that specializes
at level five gains special class features of alevel one specialist , not the
abilities for levels one through five.

Spell Matrix: Wizards also gain "prepared spells* as well, with which they
choose a select number of spells per day to alocate as "prepared spells' in a
matrix of spell energy that surrounds him. A wizard may prepare a number of
spell circles equal to hislevel multiplied by his Reasoning modifier. (e.g. a 3
level wizard with a 14 reasoning may prepare 6 circles of spells). He can
prepare any number of spells, so long as the total number (or sum) of their
circles doesn’t exceed thistotal. Thus, with the example above, the wizard
could prepare a 5tgh circle and a 1% circle spell, or three 2™ circle spells, or
one 6™ circle spell, or six 1% circle spells and so on.

Prepared Spells use up MEA at the time that they are prepared, not when cast.
A wizard may maintain prepared spells over any period of time, but he does
not regain the MEA he used to prepare them until he rel eases the energy by
finally casting those spells. He may elect to dismiss a prepared spell so that he
regains the energy normally, but dismissing it dopes not revert the MEA to
him: it ssimply allows him to regain the energy after he rests and meditates.



When awizard casts a prepared spell, it takes effect immediately and use no
components. In essence, you simply trigger them with athought. Treat a

wizard' s prepared spells as swift actions.

When preparing spells, awizard must spend the actual amount of time
normally required to cast the spell in order to add it to his spell matrix. If a
spell takes four hours to cast, it also takes four hours to prepare and store in
the matrix. Releasing it from the matrix is still a swift action, no matter now

long it takes to add it.

A wizard's spell matrix is usually the first thing targeted by a dispel magic
effect, but it counts asits equivalent in spell circles when determining how

many effects dispel magic negates.

Spells cast in this manner happen instantly, but a mage can only release one
prepared spell per round, although they may use their time in that round to cast

another spell normally.

(Notes. Wizards have healing spells on their lists, but they are not as powerful asa
cleric (smaller dice) and are learned at higher levels. )
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Generalist
Wizard’ s Wand, Spell Matrix

Wizard' s Staff . Wizard' s Signature
Arcane Secret, +1d10 M.A, Craft Scroll
Counterspell

+1d10 M.A. +2 Reasoning

Forceful Magic, Mystic Craft , Long Life
Lasting Effect, Arcane Secret

Improved Counterspell

Improved Spell Matrix, +1d10 M.A.

Arcane Secret, Permanent Effect
Instant Spell, Mystic Craft

Instant Counterspell

Arcane Secret, +1d10 M .A.

Mystic Combat

Mystic Craft

Arcane Secret , Greater Counterspell
+1d10 M.A, Enhanced Lifespan

Specidist

Wizard’ s Wand, Spell Matrix
Specialty DC Boost

Wizard's Staff; Specialty Matrix
Swift Specialty, Specialty Signature

Craft Scroll, Specialty Scroll
+1d10 M.A.

Specidty Resistance +1

Speciaty Supreme, Lasting Specialty
Lasting Effect

Specidty Variables Boost,

+1d10 M.A.

Specialty MEA Boost, Counterspell
Speciaty Resistance +2, Long Life
Instant Specialty

Specialty Perfection, +1d10 M.A.
Improved Counterspell
Pseudospecialty

Specialty Resistance +3

+1d10 M.A., Greater Specialty



Variables Boost

17t Greater Spell Matrix Instant Counterspell
18" Arcane Secret, Life & Death Specialty Ultimate

19" Perfect Counterspell Enhanced Lifespan
20t Ultimate Mastery Matrix Specialty Immunity

Forceful Magic: Once per day, when casting a spell the mage bay roll 1d20 and add
the result to the DC of that spell.

Specialty Supreme: The wizard now casts spells of his specialization as if he were
two levels higher. This also increases the DCs of his spells from his specialization.

Specialty Perfection: The wizard now adds his full level when calculating DCs for
his specialty.

Pseudospecialty: The specialist wizard may cast any spell that he knows once per
day asif it was one of his specialization.

Specialty Ultimate: The specialist wizard now casts spells of his speciaty at half
their normal MEA cost. Additionally, he may use Forceful Magic when casting spells
of his specialization once per day.

Counter spell: The wizard may attempt to counter any spell asit is being cast by
another mage. To do so, he must win an opposed Spellcraft and caster level check
against the other mage. This ability uses 10MEA each time the wizard elects to
attempt it, whether or not it is successful.

Improved Counterspell: As counterspell, but it only usesSMEA if it fails.

Instant Counter spell: The wizard may attempt to counter a spell immediately after it
Is cast. He may use this ability once per day per five levelsin the Wizard class. (i.e. A
15" level wizard may attempt to do this three times per day.) To successfully counter
a spell, the wizard must win an opposed Spellcraft and caster level check against the
mage who cast the original spell. If successful, this ability uses 1I5SMEA,; if it fails, it
uses SMEA.

Greater Counterspell: The wizard may now attempt to counterspell any magical
force, whether it isa spell that another is casting or amagical effect long in place.
This acts as a Greater Dispel Magic, but uses no MEA. You may do this a number of
times per day equal to your Endurance modifier, with a minimum of once per day.
Successful or not, each time you use this ability you must make a fortitude save
versus the DC of the effect you are attempting to counter. If you fail this save, you



become fatigued for one minute per the degree of the effect you tried to counter.

When fatigued, awizard must make a concentration check at a -10 penalty to cast any
spells.

If you attempt to use this ability while fatigued, and you then fail your save, you
instead become exhausted for five minutes per the degree of the effect that you are
attempting to counter. When exhausted, a wizard cannot cast any spells.

Perfect Counter spell: The wizard may now instantly counters any spell that is being
cast with perfect accuracy. This functions as Instant Counter spell, and does not
function on spells already in place, such as those on an area, object or person. This
ability effectively supercedes Instant Counter spell and the wizard may use this ability
once per day per five levels at the cost of 25MEA per shot.

Note: The mage may still attempt to use Instant Counterspell for itslower cost, but
doing so counts towards one of his uses of Perfect Counterspell and has a chance of
failure.

Mystic Craft: Thewizard may choose any one Mystical Craft feat.

Long Life: Starting at 5" level (for generalists) and 10t level (for specialists), a
wizard gains alonger lifespan. The total of hislifespan, based on the maximum for
his species doubles, thusincreasing it by one span. Further, histotal lifespan
increases by one span at every two additional levels after gaining this power: That is,
whatever his normal lifespan might be, every two levels he adds a number of yearsto
his lifespan equal to his normal lifespan, onto his maximum lifespan based on his
species. (An average human is 75+3d10 years) He still continues to age, but does so
more slowly This ability works in conjunction with magical means of extending life,
but is considered an extraordinary power (thus, for ageneralist: 7t, 9, 11%, and so
on; and for aspecialist 12, 14, 16", 18", etc.).

Enhanced Lifespan: At 16™ level, the lifespan of a generalist now increases by one
additional span (a span, being the normal lifespan for his species) per level; thisisin
addition to .

Life & Death: At 18" level, the generalist wizard gains the ability to command life
and death! The wizard may cause one creature to die: To do so, the creature must
have hit dice equal to or lower than 10+the wizard' s level. Similar to * Power Word:
Kill’, the wizard need only point at that creature, and will it to die. The creature
makes awill saving throw equal to the wizard' s full level plus his reasoning score
modifier. Failing this causes the creature to instantly die.



The wizard may do the samein reverse, restoring a dead creature to life. In
doing this, there is no maximum hit dice, but the creature may only have been dead
for up to fifty years per wizard level (900-years at 18™ level) and must be free and
willing to return. The wizard may attempt to force a creature that has been dead
longer back to life, or force an unwilling creature to return to life, but thisis very
straining. For every 500 years beyond the maximum that the wizard could normally
restore, the wizard must spend one point of constitution. Thisis not constitution
damage, it is permanent drain and cannot be recover ed with mortal magic.

If the creature is unwilling to return, the wizard can make a willpower check
against the creature. In this circumstance, the check is hit-dice of the creature (e.g.
total character level) plusits willpower statistic +1d20 versus the wizard' s total level
+ hiswillpower modifier +1d20. This ability causes 1d8 points of constitution
damage regardless of whether it isor is not successful: The mere attempt is draining.
The damage takes one week per point to recover.

If the creature is unwilling to return, and has been dead for longer than
whatever range the wizard could normally revive, it is possible to cause both
constitution damage and drain simultaneously. The drain occurs first, then the mage
suffers the constitution damage.

Ultimate Mastery Matrix: The wizard’s spell matrix may now hold +100% more
circles of energy. Thus: (Wizard level * Reasoning Modifier) * 2 and the die type for
his matrix energy pool increases from 1d4 to 1d6. Additionally, he may now activate
anumber of spellsin his spell matrix equal to his reasoning score modifier per
segment. The wizard may freely add his signature effects into these spells as desired,
and may use Permanent Effect on any spell cast from his matrix by spending the extra
MEA at the time he releases it, rather than spending it in advance.

Wizard’'s Signature: The wizard may ater the appearance of the effects of spells he
casts to give them his unigue, artistic touch. This does not change the effects of the
spells, but merely adds colour to them in terms of storytelling. Generally these should
be merely cosmetic changes, such as a cloud of darkness taking the form of tiny bats
that coalesce into the cloud, or magic armour that looks like plate mail rather than just
like aforce-field, or a poison ray that looks like a snake made of green light.

Specialty Signature: AsWizard's Sgnature, but only to spells of his specialization.

Specialty | mprovement: The wizard now casts spells from his proficiency asif he
was one level higher.

Specialty Scroll: Ascraft scroll, but only for spells of the wizard’ s specialty.
Specialty scrolls take half aslong to create.



Specialty DC Boost: The wizard now adds +1 to all of the DCsfor spells of his
speciaty that he casts.

Specialty Resistance: Starting at 5" level, the wizard gains resistances towards spells
cast on him if those spells are of his specialty, This begins as a+1 bonus to saves at
level 5, and increases by +1 for every 3 levels(so +2 at 8" level, +3 at 11" level, +4
at 14 level, +5 at 17" level and immunity at level-20) thereafter until finally reaching
full immunity to that school at level 20 when he gains Speciaty Immunity. The mage
may voluntarily lower or drop his resistance or immunity at any time, for example, to
receive abeneficial spell from an comrade. If he lowers or drops his
resistance/immunity, he cannot raise it again until his next action, so he may suffer
the effects of baleful spells during the time when his defenses are down.

L asting Specialty: Thisis as Lasting Effect, but only for spells of the wizard's
speciaty.

L asting Effect: The wizards spells with a duration period now last twice aslong as
normal.

Permanent Effect: The wizard may make any spell permanent by spending its MEA
cost x10. This does not however, made damage (or healing) received by a spell self-
perpetuating, although spells that already have a perpetuating effect will continue to
maintain it.

When used on an area effect, the spell locks to its area permanently. This can also be
used on bolstering effects, such as those that grant a magical bonus to intellect, or
grant specia forms of vision. When making a spell permanent on a person, they gain
an extra saving throw (if they desire) at a+5 bonus. Success means that the spell
affects them normally, but is not permanent. Any MEA spent to make a spell
permanent, in the event that a person makes this special save, is not restored to the
wizard. He spends the extra MEA to make the attempt, regar dless of its outcome.

Intelligent constructs (or other intelligent objects) and all creatures with an
Intelligence score of 1 or greater, receive the same save as if they were a person.
Magical items receive the same save unless they were originally made magical by the
same wizard, who is attempting to add an additional effect onto them, such as
invisibility.

Y ou cannot make magical items with this power, as magical items do not precisely
and perpetually recreate the effects of most spells. For example, attempting to make
chains of binding by casting Greater Binding as a permanent effect on a chain will
fail, as Greater Binding alters acreature, not a chain. Creating areal Chain of



Binding requires the magical know-how and wherewithal to create mystical objects.

Arcane Secret: At third level and every three levels thereafter, the wizard learns an
Arcane Secret that he chooses from the following list:
Secret Details

1 Secret Knowledge' Add a number of ranks equal to your
reasoning modifier +1 to any Knowledge
skill that you choose, even if you had no
ranksin it presently.

2 Mystic Mastery™ Add a number of ranks equal to your
reasoning modifier to any non-Knowledge
skill or language that you choose, even if
you had no ranksin it presently.

3 Arcane Health™ The wizard now adds his Intelligence
modifier when calculating his hit points
in addition to his Health modifier.

4 Will of Adamant™ +2 to al Will saving throws

5 Mystic Weapon™ Any one Weapon Group Specialization
feat.

6 Mystic Combat™ +(Reasoning Modifier) ranksin any
combat style skill.

7 Secret Spell s Add one spell to your repertoire with a
spell circle equal to or lower than your
reasoning score modifier.

8 Secret Desire 13 Gain one extra action die per gaming
session.

9 Hidden Taent™ Gain any one feat of your choice, so long
as you meet its requirements.

10  Threads of Fate™ Gain one fate.

Y ou may choose whichever ability you desire, and you can choose the same ability
multiple times.

T1: You may select this multiple times. Each time you do, you may either add ranks to an existing skill, add
them to a different skill or select and add them to new skill. Y ou cannot exceed your normal threshold in
skill ranks with this ability.

T2: Selecting this ability multiple times adds +1 HP/Hit Die to your hit points for each time you select it
beyond the first.

13: You may select this ability multiple times. It’ s effects stack.

T4: You may select this ability multiple times. Each time you do, choose a new feat.

T5: You may select this ability multiple times. Each time you do, select anew spell to add to your
repertoire.

Specialty MEA Boost: From this point onward, when the wizard adds MEA to his
speciaty pool herolls six-sided dice in place of four-sided dice.



Specialty Variables Boost: Starting at 8" level, all numeric variables for spells of the
wizard' s specialty increase by +25%. This ability stacks with any other ability (except
Greater Specialty Variables Boost) that increases the variables of the wizard’s spells.

Greater Specialty Variables Boost: Starting at level 16, the wizard now increases
the variables of his speciaty spells by +50%. This overlaps with the base Specialty
Variables Boost, but stacks with any other ability that grants him an increase to the
numeric variables of his spells.

Greater Spell Matrix: The wizard’s spell matrix may now hold +50% more circles
of energy. Thus. (Wizard level * Reasoning Modifier) * 1.5.

Instant Spell: The wizard selects a number of spells with atotal number of spell
circles equaling his reasoning score modifier. Thus, with a Reasoning of 16 he can
select one 4t degree spell, athird and afirst, two second, a second and two first or
four first degree spells. Each spell must have a casting time of 10 or less. From_this
point onwards, he may now cast those spells with a casting time of instant asif they
werein his spell matrix.

Instant Specialty: AsInstant Spell, but only for spells that fall within the wizard's
speciaization.

Swift Specialty: Because of the tricks he' s learned in focusing with a specific type of
magic, spells of the wizard’' s specialty take half as much time to cast as normal.

Mystic Combat: Should this be an improved form of spell combat, such aswizard
duels, or using magic in normal combat? | think the former, given the progression of
Counterspell, the wizard should now, at 13" level gain a special form of mystic
combat for used against other magic users.



5.2.2 Magician

Magicians are the tinkerers of magic... They don’t specialize in any one school or
discipline, nor do they gain the vast power-base of a Wizard or Sorcerer. Rather, they use
more ancient forms of magic—at least by the understandings of men (all magicians are
mortal)—that are of alessintellectual nature.

Where wizards may evoke a spell with Words of Power, a magician uses ancient mystical
symbols to achieve a desired effect, combining those symbols with words in a half-
forgotten language (often Draconic, Elven, Eldrian or Eternal, or one of the demonic or
angelic tongues) in a process of chanting, and utilizing physical objectsin some bizarre

way.

Magicians gain some spell powers, but rather than the spells that wizard and sorcerers
use, they utilize special invocations: ancient deep magic that islessrefined. These
Invocations provide essential effects, that is, powers based on the ancient essences.

Magicians also perform rituals and rites: spells that require a great length of time and a
specia place of perpetration. Rituals are long, and complex events and often involve
strange, secret formulae to obtain the desired effect. As such, they may provide the
effects of spells at alower degree of power (e.g. a 3 degreeritua is equal to a5 degree
spell), but the time it takes to achieve it makes them impractical for use in combat, thus
negating the obvious benefits.

An example would be the Ritual of the Chameleon, (1 Degree, 4AMEA) which grants
limited invisibility to a person, creature or object. Thisritual requiresthe skin of a
chameleon, an iron pot of boiling ail, chalk, silver powder and crushed quarts.

To perform the ritual, the magician begins by drawing a diagram with runes describing
the change (shift) from the visible to the unseen in Draconic on the stone floor of a
darkened room. In the centre of the diagram, he places theiron pot and fillsit with oil.
Then he lights the fire and chants until the oil beginsto bail, after which he tosses the
powdered silver into the pot, followed by an hour of chanting.

Thereafter he adds the quarts and the chameleon skin, and chants until the oil boils down
to athickened state. The final product is a substance with which he coats the desired
target, making it nearly invisible until the oil evaporates, or is striped away.

The entire time required to perform the ritual is 4 hours.

Asyou can see, thisis an entirely different form of magic, and has both advantages and
drawbacks all its own.



Magicians do still have abilities that they can use quickly, but invocations these are of a
more limited (cruder) fashion than wizardly spells. Generally, when compared to similar
spells), their effects are more limited, or have a shorter duration. Many invocations
provide an instantaneous, one-time effect with no duration.

Invocations may also combine part of the effect of two or more spellsinto one power.
Teleporting, while changing form and leaving an illusion behind,, for example, is one
such combination of powers.

Essentially, invocations are the magician’s equivalent to spells of wizards and sorcerers,
whereas their ritual magic makes up for the otherwise lack of versatility in the mystic
arts.

Wizards and sorcerers may learn rituals by selecting the Ritual Magic feat, but they have
differing MEA costs. It costs roughly 50% more on average for awizard to perform a
ritual when compared to a magician.

Magicians also devote much of their time to learning secret lore, and to a myriad of other
skills and are thus, while not as book-learned as one would count awizard, highly
knowledgeable.

Author’s Design-Phase Notes: Magicians have very specialized spells, mainly invocations and rituals.
Consider merging the warlock invocations into their list, thus consolidating invocations and differing them
from ordinary spells.

Rituals are specialized rites that take place in special rooms, around fires or other such events. They are
essentially long-worked spells (hours of spellcasting) that evoke a desired effect. A magician may summon
a beast through aritual, rather than a spell.

Game Rule Information:
Hit Die: d6
MEA/Level 1d4 per (Int Mod Bonus)

Proficient Blind Activation:

Efficient Blind Activation:



5.2.% Sorcerer

Sorcerers are mages who, instead of specializing in schools of magic, speciaizein
elemental magic.

Game Rule Information:
Hit Die: d8
MEA/Level 1d8 per (Int Mod Bonus)

Sorcerers choose three elemental typesto be able to cast, and two never to be able to
cast from and from those that they choose, they automatically gain a spell from each
at 1st level, and can progress each elemental type in a chain. For example, a sorcerer
needs to know Orb of Fire (lesser), to learn Orb of Fire, and thus needs Orb of Fireto
learn Fireball.

When creating a sorcerer, you much choose one of the following energy types:
Fire/Heat — Water/Ice — Air/Electricity — Earth/Acid
Additionally, you must select one of the following: Light or Darkness

Once the choice is made, it can never be atered, as the choice will reflect both the spells
and powers that you may gain and use, and the limitations and weaknesses that will be
your antithesis.

These are the antitheses:

Fire/Heat vs. Water/Ice (Primary) Earth/Acid (Secondary)
Water/Ice vs. Fire/Heat (Primary) Air/Wind (Secondary)
Air/Electricity vs. Earth/Acid (Primary) Water/Ice (Secondary)
Earth/Acid vs. Air/Electricity (Primary) Fire/Heat (Secondary)

Y ou can never learn any power that falls under the influence of your primary antitheses,
and you will gain weaknesses towards it as you gain levels. Powers that fall under the
influence of your secondary antitheses will be more difficult to master and will be case
with a diminished effect.

Sorcerers have a-5 (-25%) penalty on Spellcraft and M.A. rollsto cast or learn a spell
that falls under their secondary antithesis. Thus, a Sorcerer with the Air/Electricity
primary element must roll a 21 or better to cast a 1¢ Circle Water/ice spell (DC= 15 +
Spell Circle 1 + 5 for secondary antithesis). Y ou may look at this as an increased DC or a
penalty to theroll (thusthe DC is still 16, but you must subtract 5 from their roll, thus the
sorcerer must roll a21 or higher to make this DC (21-5=16).



Sorcerers cannot learn divination spells, except those in the Scrye Sght chain. Sorcerer’s
who chose “Light” may also gain healing magic, but those who select Darkness do not.

Y ou will however gain additional abilities and immunitiesin line with your choice of
element, so don’t worry: It all balances out in the end.

Spellcasting:

General: A Sorcerer casts spells without limitations based on level or statistic-
based attributes. Aslong as the Sorcerer knows the spell and has sufficient MEA
to cast it, all he need to is intone the incantation. Sorcerers may not cast spells that
fall under their primary antithesis at any time, nor may they use an item to
duplicate such spells or effects.

Gaining MEA Points: A Sorcerer gains 1d8 MEA for each +1 modifier bonus of
his Influence score upon attaining each new level of experience in his Sorcerer
class. Thus, a Sorcerer with an Influence score of 16 has an influence modifier of
+3 and gains 3d8 MEA at each level of experiencein this class.

Multiclassing: A Sorcerer may multi-class freely, but they seldom do so, as few
arewilling to sacrifice their progression of abilities. A Sorcerer who takes class
levelsin any other Spellcasting class, arcane or divine, is still constrained by his
chosen element and antithesis. He does not gain any special bonuses on spells cast
from another class, but heis still restricted in that he cannot learn or cast spells
that fall under his primary antithesis. Additionally, heis still subject to a-25%
penalty when learning or casting spells or effects that would fall under his
secondary antithesis, even if he learns them through another class.

Furthermore, his chosen element and its antithesis hamper any Psionic
development of powers that fall under his primary or secondary antithesis asif
they were spells. Thisis because he is tied to the fundamental nature of his
element, and has nothing to do with magical or Psionic effects.

In general terms, once a Sorcerer chooses a set of elements, heis forever bound
by his elemental limitations. This also appliesto Light & Darkness. A Sorcerer
who chooses Darkness that later multiclasses to a Priest cannot cast positive
energy or light (or healing) spells, even though he should now be able to channel
them.



Mystic Focus: A sorcerer requires amystic focus (asdo all arcanists), viawhich
he mentally concentrates and redirects the energy of his spells. Unlike the Wizard,
who specifically requires a staff, or the Wild Mage who requires a spell sphere,
the Sorcerer may use avariety of objects, so long as he properly prepares them
and attunes them to his spell chains and elements.

These objects are usually flashy, and must be obvious and strongly presented
when casting a spell. The sorcerer’ s focus is most often an amulet, but may be a
ring, tattoo, bgjeweled rod, scepter, disc, or other object.

The focus flashes with visible light, often reflecting the specialty of the magein
guestion. (i.e. Red for sorcerers of fire, white for water, green for earth, blue for
air.) The actual colour is up to the purview of the DM, but the player may request
something special, if it seems reasonable (e.g. violet).

If he uses an article of jewelry, it should have a solitary, large jewel that matches
his element.

If he uses atattoo, it should be on his brow, unless his chest is always exposed
during Spellcasting. The tattoo may not be on alimb.

All foci are admonished with mystic symbols and designs, which the initiated
may recognize with an appropriate Spot skill check followed by a successful
Knowledge (Arcana) check.

Learning Spell Chains: A Sorcerer begins with a number of spell chains equa to
his Knowledge Score Modifier (minimum 1). He may learn a new chain so long
asitisnot of an opposed element at any time, under the following conditions:

* Another Sorcerer teaches him the fundamentals of that chain.

* Heresearches the chain, which takes from three months to a year or more
of research, including journeying abroad to find lost arcane secrets, or
visiting far away lands in search of libraries or academies with the
required knowledge.

* A sorcerer may develop anew chain at 3¢ level and every three levels
thereafter from his own personal studies.

» A sorcerer gains an additional chain at pinnacle levels aslisted in the table
below.

L earning Spells Within Chains: When a sorcerer learns a new chain, he
automatically learns a number of spell circles equal to the total of his Reasoning
score and his Influence score modifiers (minimum 1). From this point onward, he
may attempt to build upon these spells, or develop additional lesser spells within
that chain.



Remember that a sorcerer must learn spells within a chain in ascending order. He
cannot learn a 2™ degree spell without the 13 degree and Cantrip level entries
beneath it. It is therefore imperative to build upon your existing chains rather than
to accumulate multiple chains.

To research a spell within achain, you may spend the time and resources as any
spellcaster when creating a new spell. Additionally, you gain new spells at every
level, aslisted in the table below.

1s Primary Chain + 1x (Knowledge Modifier; Minimum 1) Bonus Chains + One
Darkness/Light Chain

2nd + One Spell Circle Per Point of Reasoning Madifier Score for usein any chain (Min. 1)
3 + One Spell Circle Per Point of Reasoning Modifier Score for usein any chain (Min. 1)
4t + One Spell Circle Per Point of Reasoning Modifier Score for usein any chain (Min. 1)
5t +1 Bonus Chain

6 + Two Spell Circle Per Point of Reasoning Modifier Score for usein any chain (Min. 2)
7h + Two Spell Circle Per Point of Reasoning Modifier Score for usein any chain (Min. 2)
8gn + Two Spell Circle Per Point of Reasoning Modifier Score for usein any chain (Min. 2)
oh + Two Spell Circle Per Point of Reasoning Modifier Score for usein any chain (Min. 2)
10" +1 BonusChain

11 + Three Spell Circles Per Point of Reasoning Modifier Score for use in any chain (Min.3)
12 + Three Spell Circles Per Point of Reasoning Modifier Score for use in any chain (Min.3)
13"+ Three Spell Circles Per Point of Reasoning Modifier Score for use in any chain (Min.3)
14" + Three Spell Circles Per Point of Reasoning Modifier Score for usein any chain (Min.3)
15" +1BonusChain

16"+ Four Spell Circles Per Point of Reasoning Modifier Score for usein any chain (Min. 4)
17t + Four Spell Circles Per Point of Reasoning Modifier Score for use in any chain (Min. 4)
18"+ Four Spell Circles Per Point of Reasoning Modifier Score for usein any chain (Min. 4)
10t + Four Spell Circles Per Point of Reasoning Modifier Score for use in any chain (Min. 4)

201 +1 Bonus Chain; + Five Spell Circles Per Point of Reasoning Modifier Score for usein
any chain (Min. 5)

A sorcerer may save allotted spell circlesfor up to one level. Therefore, a sorcerer
who has a Reasoning score of 15 (modifier +2) who gains 2 spell circlesat level 2
may save those as “rollover” points until he reaches level three. At level three he
can then spend four “spell circle points’ (the two from 2 [evel plus the two from
34 level). However, he may not save two levels of points. Thus, a sorcerer may
not save his points from levelstwo and three to use at level four. You can only
save pointsfrom onelevel at atime.

These points do not count either towards or against spells that the sorcerer
chooses to research on his own (at his own expense). Remember that he may



research spells (as newly created spells under the spell research rules) at any
time. Spell circle points gained at level benchmarks are bonus spells.

Example: If Kalis, a2™-level sorcerer with areasoning score of 16 isresearching
Fire Bomb, a 6" Degree incantation, and reaches 3 level before he finishes his
research, he cannot use the 3 points towards his research (to lower the time or
cost). He may use them only towards a different spell in asimilar vein (thus a
bonus spell) that he acquired while researching Fire Bomb.

Likewise, researching a spell does not preclude his ability to learn a bonus spell.
If he was researching Ray of Fire (a 1% Degree incantation) and gains 3 Bonus
Circle Points, he need not (in fact, he may not) automatically spend the points to
learn Ray of Fire, but he must spend them on another effect that he happened
upon during his research. He still must spend the time and resources to develop
Ray of Fire as planned.

At the D.M.’ s discretion may a character spend his points towards a spell that he
has already committed time and money to develop, and if allowed, al money and
time spent thus far iswasted. Thisisonly permissible if the spell was something
that the character could learn with the total sum of his available Spell Circle
Points. Thus, a character with four spell circle points that was researching a third
level spell may spend three points on it and finish it immediately, leaving one
point remaining that he may spend or rollover as desired, but any time or money
spent on researching that spell is already spent, and he may not regain it.

[tems & Antithesis: Permanent magical items that are use-activated, such as
magical weapons, mystic apparattuses and wondrous items have a constant power
that is only partially dampened by the Sorcerer’s antithesis. When using such
items, the sorcerer suffers a 50% chance of failure for items who’sfunctionis
based upon his primary antithesis, and a mere 15% chance of failure for items
who's power falls under his secondary antithesis.

Spell-trigger or spell-completion items on the other hand (e.g. wands, rods,
staves) are another beast entirely. A Sorcerer may not use any power or function
of these items who'’ s base is the Sorcerer’s primary antithesis, and he suffers a
25% chance of failure for any function or power based on his secondary
antithesis. Thus, if an Sorcerer with |ce/Water as a Prime Element has a staff that
can:

= Shoot Rays of Frost

» Discharge Lightning Bolts

» Cause Blood to Boil with Acid

= Spray Lava



He cannot use the function that sprayslava at all, and each time he tries to use the
function that discharges lightning bolts, there is a 25% chance of the item failing
to function.

Roll for item complacency each time the sorcerer tries to use a power that’s
aligned with his antithesis. If the item is a constant use item, such as a sword, you
still roll a percentage chance for each use, not for each round. In the case of a
weapon, roll the percentage chance for each attack separately. A failureon a
charged item, or an item with limited uses per day wastes one charge/use.

In short, thefollowing are all truisms:

» A Sorcerer can never subvert his chosen elemental antithesis.

» A Sorcerer’s Bonuses for his primary element only apply to spells and
powers learned as a Sorcerer, due to the fundamental differencesin the
way Sorcerers handle this energy when casting spells.

* A Sorcerer suffers the same negative effects when using spell-trigger
items (such as wands, staffs or rods) that have powers based on his
antithesis: Functions based on his primary antithesisfail to function, and
functions based on his secondary antithesis have a 25% chanceto fail at
any given time.

* Itemswho’'s powers are constant, which fall under his primary antithesis
(e.g. an Ice mage wielding a Sword of Efreeti) will function, but they
suffer a 50% chance of failure each time he uses them. Similar items that
fall under his secondary antithesis have a 15% chance of failure. A
Sorcerer may use items with constant (embedded) powers because they
require no Spellcasting action for him to trigger.

Energy Resistance and Weakness. Sorcerers gain energy resistance to their primary and
secondary elements, as well as weaknesses to their primary antithesis as follows:

Energy Resistance: A sorcerer has energy resistance to his primary energy
speciaty. At 1¢ level, he gains “Energy Resistance 1" to his chosen element,
which increases at each level until finally achieving full immunity to that element
at Level 20. Starting at level 10, he aso begins gaining energy resistance to his
secondary element, starting again with “Energy Resistance 17, which increases at
each level in the same manner as his primary did. Note the progression of this
ability in the table below.

Energy Weakness: At the same time, the sorcerer gains a weakness to his
primary antithesis. Starting at 1% level, each time the mage is damaged by his
primary antithesis energy type, he takes an additional amount of damage as listed
above. At 11™ [evel and above he takes the maximum damage bonus (+10) and



the base damage is doubled. Thusan 11t |evel sorcerer with weaknessto fire who
isstruck by a5 level fireball (5d6) takes 10d6+10 fire damage. This applies
equally to damage from spells (or Psionic powers) as well as damage from
naturally occurring events, such as natural fire or frostbite. Being struck by a
stoneisnot an “earth” power, but being burned by acid is. Note the progression of
this ability in the table below.

At level 15 he must make afortitude save vs. the spell DC of be shocked, losing
all actions for one round.

At level 20, in addition to the damage bonus, the base damage is tripled. Thus a
5d6 fireball becomes 15d6+10.



Kesista nce/]mmunitg & Weakness T‘able

Resistance Weakness Bonus

1s: Prime 1 Energy +1 Spellcasting, Primary Element
Antithesis

29 Prime2 Energy +2 +10% to Primary Variables

3 Prime 3 Energy +3 +1to DC for Primary

4t Prime 4 Energy +4 Sculpt Spell

5th: Prime5 Energy +5 Master of the Elements

6™ Prime 6 Energy +6 +1 to each die for Primary

T Prime 7 Energy +7 Bonus Feat

8 Prime 8 Energy +8 Shape Spell Area

gh: Prime 9 Energy +9 +2 to DC for Primary

10" Prime 10/Secl Energy +10 Extended Lifespan

11%: Prime 11/Sec2 Energy x2 +1 to DC for Secondary

12t Prime 12/Sec3 +25% to Primary Variables

13" Prime 13/Sec4 Bonus Feat

14" Prime 14/Sec5 +1 to DC for Secondary

15" Prime 15/Sec6 Shock Elemental Form

16" Prime 16/Sec7 +10% to Secondary Variables

17%: Prime 17/Sec8 +1 to each die for Secondary

18" Prime 18/Sec9 Mind Over Elements

19" Prime 19/Sec 10 +2 to DC for Secondary

20t Prime Immune/Secl5 Energy x3 Mastery over Life, +50% to
Prime Variables, +25% to Secondary
Variables.

DC Bonus: At 3 level a Sorcerer adds +1 to DCsfor al spells based on his primary
element. Thisincreasesto +2 at level 9. At 14" |evel, the sorcerer a'so adds +1 to the DCs
for al spellsbased on his secondary element, which increased to +2 at level 19.

Master of the Elements. At 5" level the sorcerer is no longer hindered by conditions
aligned with his primary affinity. A sorcerer with fire affinity no longer suffers from heat
exhaustion and may hold or handle red-hot iron, whereas a mage with ice affinity suffers
no hindrance from the cold and may wake on ice as easily as grass. The following are
attributes granted based on each specific energy specialty:

Fire/Heat: You gain specia highlights to your features, becoming more exotic.

Y our hair shimmers with aflickering light and your eyes have afaint radiance as
if aflame burns deep within them. Y ou may evoke the power alter normal fires at
will as a standard action, and handle normal objects that are burning or on fire
(such as aburning brand, agleed or red-hot iron asif they were cool. (Intense
fires such a white-hot metal, and magical fire may still damage you, but ordinary



fire and flame do not.) Additionally, you may ignite any combustible material as a
standard action by touching it at will. Lastly, once per day each +1 bonus of your
Influence score modifier you may project a burst of fire outward from yourself.
This deals 1d6/Sorcerer level in aglobular burst 5ft per Sorcerer level.

Ice/Water: Your hair turns abluish silvery-white and your eyes become milky.

Y ou can use control water once per day for each +1 bonus of your Influence
score, and create water at will, although the maximum volume that you can create
inaday isequal to one gallon per Sorcerer level. You no longer suffer any ill
effects from naturally cold environments and can walk upon ice asif it were
normal ground. Once once per day per +1 bonus of your Influence score you can
touch atarget creature or object and cause it to freeze, dealing 1d6 damage per
Sorcerer level.

Electricity/Air: Your hair frizzles with a static charge (that is harmless to you) or
flowsasif in amild breeze, even when there is none. and your eyes emit afaint
amber glow. At will, you may charge your body with an electric field that harms
enemies that touch you (1d6 electricity damage touch attack; Reflex half), and
once per day per +1 bonus of your Influence score, you can emit a pulse that does
1d6 per sorcerer level asaray attack (ranged touch; one target). Lastly, you may
control weather, as the spell, once per day. The use of this Control Weather
ability fatigues the sorcerer for 1d6 hours. [Game design note: The Control
Weather ability, in reflection, is either severely overpowered or the other
elemental specialties need something more in-line with it. Perhaps a Lesser
Control Weather isin order. ]

Earth/Acid: Your skin turns aruddish hue and toughens, granting you a damage
reduction 2/-. Y ou have no trouble walking across soft ground or ascending a
steep ope, thus negating all normal penalties for impediment based on terrain
difficulty. You gain the ability to shape stone once per day for each +1 bonus of
your Influence score; Lastly, you can emit acloud of acidic gas as a standard
action that deals 1d6 damage per two caster levels as a supernatural ability once
per day. This gas does not harm you, but harms all targetsin its area, which is 10-
feet per Sorcerer level: This begins as a 10-foot cloud of mist emanating from you
and slowly expandsin all directions until it reaches its maximum size. It
dissipates after two rounds or 1-Segment per Sorcerer Level (whichever is
longer), or until disturbed. (Anything that sufficiently shiftsthe air, such as a Gust
of Wind spell will dissipate the cloud.)

It may be prudent to split these abilities. The lesser powers at 5" level, and gaining the
greater powers at 10" level. For example, fire sorcerers could gain an additional ability at



10" level; air mages gain control weather at 10 level, but something lesser at 5" and so
on.

Damage Bonus. At 2™ level and beyond he gains a bonus amount to the variables of his
spells. This starts at +10% to all variables to spells of his primary element (i.e. A 2d6 Ray
of Fire with a 100 foot range becomes a 2d6+10% ray within 110 feet.), and extends at
12" level to +25% to the variables of spells of his primary element. A 12d6+10 fireball
that would normally deal 40 points of fire damage now deals 50!

At 16" level he gains a+10% bonus to his secondary element, and at 20'"|evel this bonus
increases to +50% for his primary element and +25% increase to his secondary element.
These bonuses do not stack, but rather they overlap. Thus, a 12-level sorcerer that gains
the +25% bonus does not add it to his +10% bonus. (That is, he does not get a +35%
bonus, but only the highest stated bonus of +25%.)

Additionally, starting at 6™ Level, the sorcerer now adds +1 to each die when dealing
damage using his primary element. Thus, for a Fire specialist, a 3d6 fireball becomes
3d6+3. At level 17 he also gains this ability for his secondary specialty (e.g. Light or
Darkness).

This ability does stack with the +% bonus, so a 3d6+3 fireball at 61 level is
(8d6+3)+10% (e.g. If 3d6 is 11, then he deals 15 points of damage: 11+3=14; 10% of
14=1; 14+10%=15). Calculate bonus pointsfirst, then percentage bonuses.

Elemental Form: At 15" level the sorcerer may transform into an elemental with hit dice
equal to hisown for one round (should this be one segment; is one round too long?) per
level. He may use this ability once per day. While in Elemental form, the Sorcerer retains
all of hisown mental ability scores and spellcasting abilities, and he gains the physical
attribute scores of the elemental along with all of its extraordinary, supernatural and
spell-like powers & abilities.

Sculpt Spell: At 4t level, the sorcerer gains access to the sculpt spell feat, but he need
not expend additional energy to sculpt spells of his primary affinity.

Shape Spell Area: At 8" level, the sorcerer may shape his area effects for spells of his
primary and secondary affinities. Thus, he can cast afireball that avoids a specified area
(e.g. containing comrades).

Mind Over Elements: At 18" level, the sorcerer may extend his Mastery Over Elements
to al those within 10 feet per point of his Influence Modifier.

Extended L ifespan: The maximum lifespan for the sorcerer doubles at level 10. Adjust
his age categoriesto fit the new maximum. A sorcerer that was middle-aged or older will
become younger because of this, by the power of hiswill. A sorcerer may elect to



maintain his appearance if he desires, but without any negative penalties for age
advancement.

Mastery Over Life: Upon attaining 20" level, the sorcerer may perform an ancient rite
(involving a quest). Once he completes thisritual, no longer ages! In effect, he becomes
an immortal being (although without any of the other benefits normally associated with
immortality). He may assume (as a full-round action) the appearance of himself at any
age he desires, and keep that form for as long as he desires. Additionally, he no longer
has a maximum age and will continue living until dain.

If the sorcerer failsto complete the ritual, he may not attempt to do so again for another
10 years.



3. 1.4.1 Sorcerer SPCH C;lﬁains [vi.0]
Elemental Chains

Fire Chains

Fire Spheres

0 — Candle/Torch (Generates a floating flame of candle or torch intensity)
0-

1—0Orb of Fire, Lesser

1-

1-—

2 —

2 —Fireball Swarm

2 —

3 —Fireball

33—

33—

4—Orb of Fire

4 —

4 —

5 — Fire Spheres (as Ball Lightning in SpC)
5-—

Fire Bursts and Blasts

0—Ignite Fire

0-

1 —Blades of Fire (SpC)

1 —Burning Sands (WSC; p.113)
1-—



2 —Fireburst (SpC)
2 —

2 —

3 — Flashburst (SpC)

4 — Blast of Flame (SpC)

4—

5 —Firebrand (SPC)

5 — Fireburst, Greater

5 — Shroud of Flame (SpC)
5— Azure Flame (WSC; p.65)
6—

6—

6—

7 —

-

-

8 — Avissar’'s Flaming Weapon (WSC; p.64)

Fire Rays & Bolts

0 — Firebolt (1d3)

0-

1 — Ray of Flame (SpC)

1-—

1-—

2 —

2 — Scorching Ray

2 — Agannazar’s Scorcher (WSCL; p26)



Manipulation of Heat & Flame

0 —Warm Object

0 —Boil Water

1 — Control Flame

1 — Affect Normal Fires (WSC1; p25)
1-

3 — Animate Fire (WSC; p.49)
33—

33—

4 —Metal Méelt (SpC)

4—

4—

5—

5_



2 — Flame Dagger (SpC)
2 —

2 —

3 —Firewings (SpC)

33—

33—

4 — Firestride (SpC)

4 — Flamewhips (SpC)
4—

6 — Flamespiders (SpC)
6 —
7 —Emerald Flame Fist (SpC)

0—

9 — Avissar’'s Bane (WSC; p.63)
9—

10-

Water Chains
Ice Rays & Bolts

1-—
2 — Snowball Swarm (SpC)



4 —Bands of Ice (WSC; p.70)
4 — Bubble Breath (WSC; p.111)



Water & Ice Blasts



Water Creation & Manipulation
0-

0-

1-

1-—

1 - Aunty’ s Bath (WSC; p.61)

2 — Animate Water (WSC; p.50)

4—

3 - Backblast (WSC; p.67)



33—
33—
4—
4—
4—
5 —Blastcloak (WSC; p.95)

Air Chains

Electric Spheres

0-

0-

1 —Orb of Electricity, Lesser
1-—

1-—

2 —

2 —

2 —

3 —Orb of Electricity
3—Badll Lightning (WSC; p.68)



Electric Bolts & Blasts
0-

0-

1-—

1-—

1-

2 —

2 —

2 —

3 —Lightning Bolt

33—

33—

4 — Archveult’s Skybolt (WSC; p.54)



Electrical Generation & Power
0-
0-
1-

wind & Air Control (Gusts & attacks) & Storms
0-

0-

1 — Alter Norma Winds (WSC; p.35)

1-—

1-

2 — Airbolt (WSC; p.30)

3 —Airsphere (WSC; p.30)
33—



8 —Air Spiral (WSC; p.28)
8 — Airball (WSC; p.29)

8 — Airboat (WSC,; p.29)
90—

90—

9—

10-

Gasses & Breathing



10—
Air Breathing (water breathingl reversed)

Earth Chains

Acidic Blasts

0-

0-

1-Médf'sAcid Arrow (WSC; p.??)

33—

3—Acid Lash (WSC1; p23)

3 —Brannart’s Acid Grip (WSC; p.109)
4 — Acid Bolt (WSC1; p23)

4 —

6 —Acid Rain (WSCL1; p24)
-
7 —
7 —Acid Stprm (WSC1 p24)
88—

10—
Otiluke' s Acid Cloud



Bones of the Earth (Earthen Forms & Changes)
0-

0-

1 —Fist of Stone (SpC)

4—
5 — Ballant’s Stonestrength (WSC; p.69)
5—

5—

6 — Ballant’ s Stonesplit (WSC; p.69)

6 — Bones of the Earth (WSC; p.107)






7 —
8 —Bombard (WSC; p.103)
88—

Plant Manipulation, Growth & Control
0-
0-



1 — Animate Wood (WSC; p.50)
1 — Blackthorns (WSC; p.91)
1-—

2 —

2 —

2—

3 —Blossom (WSC; p.101)

Animal Manipulation, Growth & Control
0-

0-

1-Bird Charm | (WSC,; p.87)

1 - Bugman’'s Mug (WSC; p.112)

1-

4 —Bird Charm Il (WSC,; p.87)
4—
4—



Light Chains

Luminosity Spells (Creation/Generation of Light)
0—Light

0—Dancing Lights 3 Orbs, +1 per 2 levels.)

1 - Faerie Fire

1 —AuraFire (WSC; p.61)

1-

2 — Banish Dazzle (WSC; p.71)



9 —Treelight
10—

Light Against the Darkness (Light attacks)
0-

0 — Guiding Light (SpC)

1—Light of Lunia/ Ithil (Spc)

1 — Luminous Gaze

1-

2 —

2 —

7 —

8 — Bone Blade (WSC; p.103)
8—

88—

9 — Brainblaze IWSC; p.108)
90—

9—

10—

Healing Light (Cure/Heal Spells)

0 — Cure/Close Minor Wounds (1HP/ 2 leves, min 1)
0 — Cure Minor Impediment

1 —Cure Light Wounds (1d6 + 1/level)



1 — Cure Minor Burns (1d3/2 levels)

1 — Lesser Vigor (CompDiv ; Alteration: Subject heals 1HP/per round, for 2r/CL)
2 — Cure Moderate Wounds (2d6+1/level)

2 — Cure Minor, Mass

2 — Cure Moderate Burns (1d3/level)

3—Vigor (CompDiv ; Alteration: Subject heals 2HP/per round, for 2r/CL)

3 —Lesser Vigor , Mass

3 — Cure Serious Wounds (3d6 + 1/level)

4 —Vigor, Moderate (Subject heals 3HP/per round, for 2r/CL)

4 — Cure Light, Mass

4 — Cure Critical Wounds (4d6+1/level)

5 — Greater Vigour (CompDiv ; Alt: Subject heals 4HP/per round, for 2r/CL)
5 — Cure Moderate, Mass

5 — Cure Grievous Wounds (5d6 +1/level)

6 — Vigorous Circle (CompDiv ; Alt Subjects heal 3HP/per round, for 2r/CL)
6 — Cure Serious, Mass

6 —Healing, Lesser (1d4/level)

7 — Greater Vigorous Circle (Alt Subjects heal 4HP/per round, for 2r/CL)

7 — Cure Critical, Mass

7 —Headling (1d6/level)

8 — Lesser Healing, Mass

8 — Cure Greivous, Mass

8 —Hedling, Greater (1d8/level)

9 — Cure the Army (Cures 1HP to 1d10 subjects/level or 2HP to 1d5 subjects/level)
9 — Lesser Healing, Mass

9 — Healing, Superior (1d10/level)

10 — Heal All Wounds

Light of Life (Life & Regrowth Spells)
0-
0-
1-—
1-—
1-



5 — Bone Growth (WSC; p.105)
5 — Raise Dead

6—

6—

6—

7 — Regenerate

7 — Resurrection

9 — True Resurrection
90—

9 —

10-

Blood Restoration

Light of Power (Enhancing Light Spells)



9—
9—
10-

Darkness Chains

Generation of Darkness

0 — Darkballs (Darkness version of Dancing Lights)
0-

1 — Blacksteel (WSC; p.90)

1-

1-

2 —

2 —Darkness

2 —

3 —Blacklight (SpC)

3 —Blacklight (WSC; p.88)

33—

4 — Argaster’ s Cloak of Shadows (WSC; p.55)

5—
6 — Blackmantle (WSC; p.89)
6—
6 —
7 —

7 —
8 — Blackstaff (WSC; p.89)

9 — Nightfall
10—

Darkness Against Light (Dark Attacks)
0-
0-
1-
1-—



1-
2 — Blastbones (WSC; p.94)
2 —

5 —Bone Blight (Bone Growth reversed; WSC; p.105)
6—

6—

6—

7 — Bloodstars (WSC; p.100)

-

9 — Sphere of Ultimate Destruction
10-
Blood Drain

Darkness of Death (Death Spells)
0-
0-
1-—
1-—
1-



Dark Undead (Undead Creation)
0-
0—Animate Vermin

1 — Animate Dead Animals (Book of Necromancy, WizSC)
1 —Corpse Link (Book of Necromancy, WizSC)
1 — Command Undead(WSCL1; p157)

(1) Corpse Link(WSC1,; p185)

(1) Corpse Visage (WSC1; p185)

(1) Dance Macabre (WSC1; p206)

2 — Attract Ghoul (WSC1,; p59)

2 — Animate Skeletons (WSCL; p48)

2 — Cloak Undead (WSC1; p149)
3 — Animate Zombies (WSC1; p51)
3 — Augment Undead (WSCL1; p60)
3 —Bonne Knit (WSC1; p106)
3 —Bone Dance (WSC; p.104)

(3) Call Undead (WSC1; p119)

(3) Double Undead (WSC1; p266)
4 — Charm Undead (WSC1, p137)
4 — Corpse Whisper (WSC1; pl86)
4 — Animate Dead (3.x PHB)
4 —Blood Lightning (WSC; p.98)

5 —** Animate Dead (WSC1; p46)

5 —Bind Undead (WSC1; p85)

5 — Disguise Undead (WSC1; p251)

6 — Animate Blood (WSC1,; p45)

6 — Animate Dead Monster (WSC1,; p47)
6 — Animate Dread Warrior (WSCL1; p48)



(6) Construct Undead Ghul (WSC1; p171)
(6) Corpse Host (WSC1,; p183)

7 — Control Undead (WSC1; p178)

7 —Doom Legion (WSC1; p264)

7 —Call Spirit (WSC1; p119)

8 — Create Spectral Wizard (WSC1; p194)
8 — Create Watchghost (WSC1; p197)

8 — Disrupt (Usurp) Domination (WSCL; p256)
9 — Confer (WSC1; p163)

9 — Create Minion (WSC1, p191)

9 — Create Shade (WSC1; p193)

10-

Power of Darkness (Enhancing Darkness Spells) [eg. Spells that infuse caster with powers of darkness]
0-

0-

1 —Nightshield

1-

1-

2 —



Shadows Chains

These are necromantic spells in-between Light and Darkness, and are available to
Sorcerers of either Light or Dark disciplines.
0-

0-

1 —Rite of Eternity (Saeros Marriage Spell That Slightly Commingles Souls)
1-—

1-—

2 —Balliard’ s Rejuvinating Touch (WSC; p.70)
2 —Bloodglass (WSC; p.99)

2 —

3 — Freedom From Pain (also belongs in Mentalism)
3 —Assist (WSC; p.58)

33—

4 — Arnvid s Unseen Limb (WSC; p.56)

4—

4 —

5 — Anesthesia (WSC; p.43)

5 — Animate Blood (WSC; p.45)

5—

6 — Bloodstone' s Spectral Steed (WSC; p.101)
6—

6 —

7 — Bloodstone' s Frightful Joining (WSC; p.99)
7 —Bone Javelin (WSC; p.106)

7 —

8 —Body Link (WSC; p.101)

8 —Body Outside Body (WSC; p.102)

88—

0—

9—

9—

10—

Non-Elemental Chains

Misc. Chains

Freedom & Imprisonment
0-

0-

1-—

1-—



Alterations (Polymorph, Alter Self, etc.)
0 — Amanuensis/Copy, Lesser

0 — Prestidigitation

0—Mute

1 — Accuracy [Magic Weapon] (WSC; p.23)
1 - Adhesion (WSC; p.24)

1 — Alter Instrument (WSC; p.35)

2 —Bendal’ s Swoop (WSC; p.77)

2 — Blandness (WSC; p.93)

2 — Arial Acceleration (WSC; p.25)

2 —Alustria’s Fang



5—

5— Animal Growth (WSC,; p.44)
5—

6 — Copy, Greater

10—
Air to Flesh

Knowledge & Understanding
0-

0-

1 — Identification

2 — Breathsense (WSC; p.111)

2 —

3 —Analyze Device (WSC; p.42)

3 — Alamir’s Fundamental Breakdown (WSC; p.32)
33—

4—

4—

4—

5_

5 — Bubka's Supreme Identification (WSC; p.111)
5—

6 —Aura/ Read Aura (WSC; p.61)

6—

6—

7 — Anticipation a(WSC; p.51)

7 —

-

8 — Anayze Dweomer (WSC; p.42)

88—



88—
9—
9—
9—
10-

Signs, Sigils& Symbols

0-

0-

1 - Wizard Mark (WSC; p???)

33—

3 —Blast Jewel (WSC; p.93)
33—

4 — Arcane Runes (WSC,; p.54)
4 —

Conjurations of Force

0-

0-

1-Magic Missile

1 - Bigby’s Bookworm bane (WSC; p.80)
1 - Bigby’s Feeling Fingers (WSC; p.82)



2 — Battering Ram (WSV; p.76)

2 —Belsham’s Mace (WSC; p.76)

2 — Bigby’s Dexterous Digits (WSC; p.81)

2 —Bigby’s Silencing Hand (WSC; p.84)

3 —Bigby’s Pugnacious Pugilist (WSC; p.84)
33—

33—

4 — Blacksphere (WSC; p.89)

4 — Bigby’ s Battering Gauntlet (WSC; p.79)
4 — Bigby’s Constructive Crew (WSC; p.81)
4 — Bigby’s Force Sculptures (WSC; p.82)

5 —Bigby’s Interposing Hand (WSC; p.83)
5—Bigby’s Strangling Grip (WSC; p.84)

5 —Bigby’s Superior Force Sculpture (WSC; p.85)
5 — Bigby’ s fantastic Fencers (WSC,; p.82)

6 — Bigby’s Besieging Bolt (WSC; p.80)

6 — Bigby’s Forceful hand (WSC; p.83)

6—

7 —Bigby’s Grasping Hand (WSC; p.82)

7 —

7 —

8 — Bigby’s Clenched Fist (WSC; p.80)

8 — Bigby’s Most Excellent Force Scul pture (WSC; p.84)
88—

9 —Bigby’s Vrushing Hand (WSC; p.81)

9—

9—

10-

Paths & Doorways
0-



3 — Augmentation (WSC;p.60)

33—

33—

4—

4—

4—

5 — Bestow Enchantment (WSC; p.77)
5_—

5_—

6 — Augmentation Il (WSC; p.60)



Communication
0 —Whisper
0 —Message

2 — Telepathic Message

2 —

2 —

33—

3 — Telepathic Message, Improved
33—

4—

4 — Telepathic Message, Superior
4 — Sending

5—Telepathic Link

7 — Greater Telepathic Link
7 —
7 —
88—
88—
8—
9 — Eternal Telepathic Link
90—
90—
10 -

Trickery Chains
Hexes & Curses
0-

0-



1-

1-—

1-—

2 — Babble (WSC; p.68) — Confuses spoken words on a touched subject.
2 — Blindness (WSC; p.96)

2 — Breath of Bewilderment (WSC; p.110)
3 — Vattlecurse (WSC,; p76)

33—

33—

4 — Agitate Wounds (WSC; p.27)

4 — Backlash (WSC; p.67)

4 — Bone Seize (WSC; p.106)

5—

5 — Anduri’ s baneful backfire (WSC; p.43)
5—

6 — Blade of Doom (WSC; p.92)

6—

6 —Breach Defenses (WSC; p110)

7 —Basilisk Glare (WSC; p.74)

7 —

7 —

8 — Block Advancement (WSC,; p.97)

9 — Allisandro’s Binding Curse (WSC; p.34)
10 — Burn Chain (Burn Path) (WSC; p.113)
Bestow Curse

Curse of the Gypsies

Sound Manipulation & Song

0 — Ghost Sound

0-

1 - Amplify (WSC; p.41)

1 — Animal Nonaggression (WSC; p.45)
1 — Audible Glamour (WSC; p.59)



10—
Lullaby/Arise

False Images (lllusions)

0—Minor Hologram

0-

1 —Hologram

1-

1-

2 —Alustrial’ s Banner (WSC; p.37)
2 — Ambush — Hishana (WSC,; p.40)
2 — Apparition (WSC; p.53)

33—

3 — Arachnophobia (WSC; p.53)
33—

4 — Perpetual Hologram

4—

4 —

5 — Advanced Illusion (WSC; p.25)



10—
Advance Image (This may be Chronomancy); reverse of delay image.

Personal Illusions
0—Shock & Awe (SpC)
0-

1-—

1-—

1-

2 —

2 —Blue (WSC; p.102)
2 —

5—
6 — Blending (WSC; p.95)
6—
6—
7 —



Charms & Fortune

0-

0-

1-

1-

1 — Breathe (WSC,; p.110)

2 — Bladethirst (WSC; p.93)

10 -

Blessing of the Gypsies
Remove Curse
Remove Blindlnessfhex

Legerdemain



Mentalism & Control Over Minds

0 —Distract Assailant (SpC)

0-

1 —Distract (SpC)

1 —Incite (SpC)

1 —Inhibit (SpC)

2 —Agra s Ambush (WSC; p.27)

2 — Animal Companion (WSC; p.44)
2—Auraof Terror (WSC; p.62)

2 — Bafflement (WSC; p.67)

3 — Bewilderment (WSC; p.79)

3 — Freedom From Pain

33—

4 — Animal Magnetism (WSC; p.45)
4 —Brainkill (WSC; p.109)

4 —

5—

5 —Avoidance/ Attraction (WSC; p.64)
5—

6 — Alter Dream (WSC; p.34)



6 —

6—

7 —

7 —Bug (WSC; p.112)

T —

8 — Antipathy/Sympathy (WSC; p.52)
8 — Brain Spider (WSC; p.108)
88—

9 —Blade in the Soul (WSC,; p.91)
99—

99—

10-

Protection

0-

0-

1-Alarm (WSC; p.32)

1 — Animal Sanctuary (WSC,; p.45)
1 —Barrier (WSC; p.73)

2 —

4 — Alusttrial’s Mantle (WSC; p.38)

4 — Aryeric’'s Cloak of protection (WSC; p.58)
4 —

5—

5—

5—

6 — Alvira's Stasis Shell (WSC; p.39)

6 — Antimagic Aura (WSC,; p.51)

6 — Antimagic Shell (WSC; p.52)

6 — Barrier Reaver (WSC; p.74)

7 —Alustrial’ s Improved Mantle (WSC,; p.38)

9 — Absorption (WSC; p21)
9—
99—






Cadll to Serve (Calling/Summoning of Daemons/Outsiders)



6 —
6—
7 — Banishment (WSC; p.72)
T —

9 — Abyssa Army (SpC)
10—

Speak to the Spirits (Communion)
0-
0-
1-—
1-
1-
2 —

4 —Bargain (WSC,; p.73)
5—
5—
5—
6—
6—



Binding of Spirits
0-

3 —Bands of Sirellyn (WSC; p.72)
33—



8 —Binding (WSC; p.87)
88—

90—

9—

9—

10—

Time & Space

Dimensiona Spells

0-

0-

1 — Benign Transportation (SpC)
1-—

1-—

2 —Indian Rope Trick

2 — Baleful Transportation

2 —

3 —Basket Trick (WSC; p.75)
3-Blink (WSC; p.96)

3 —Teleport, Least

4 — Dimension Door

4—

4 —

5 — Teleport, Lesser

5 — Bowgentle' s Fleeting Journey (WSC; p.107)



9 — Teleport, Greater

9-Gate

9 — Astral Spell (WSC; p.58)

9 — Black Blades of Disaster (WSC; 1p.88)
9 — Alyssindra’s Summons (WSC; p.9)
10 — Duun Gaat

Chronomancy

0 — Detect Temporal Anomaly

0-

1-—

1-—

1-

2 — Accelerate Plant Growth (WSC1; p21)
2 —

2 —

3 —Ageto Destruction (WSC; p.27)

3 — (Makes small hole in space-time to see into the near future)
3 —Alacrity (WSC; p.31)

3 — Alternate Reality (WSC; p.36)

3 —Articu’'s Melee Manager (WSD; p.57)

5 — Acclerate Anima Growth (WSC; p22)

5 — (Temporal Sight Spell/Precognition)
5—(Articus') Devolutionary Warrior (WSC1; p57)
6 — Accelerate Metabolism (WSC1,; p22)

6 — Conceal Temporal Anomaly (WSC1; p161)

6 — Paradox

6 —Age Animal (WSC,; p.26)

8 — Accelerate Lifeline (WSC1; p21)
8 — Afterclap (WSC1,; p26)

8—

9 — Open Tempora Rift

99—



9—
10 — Open Greater Temporal Rift (60MEA + 1d6 Perm MEA drain)

Object Manipulation



Revisionist Reality

0-
0-
1-
1-

1-—

2—

2 —

2 —

3_
3_
3—
4—
4—
4—
5—
5—
5_—
6—
6—



6 —

7 —

7 —

7 —Lesser Wish

8—

8 — Distort Physics
8 —Want

9 —-Wish

9 — Alamanther’ s Return (WSC; p.31)
99—

10 — Pervert Physics
11 — Greater Wish
12

13-

14

15 True Wish

Speed & Motion

0-

0-

1 - Arrowflight (WSC; p.57)
1 - Balance (WSC; p.68)

1-—

2 — Bladeclap (WSC; p.93)



9 — Algarth’s Embattlement (WSC; p.33)
9—

9—

10-

Cutoff: WSC1, p115°'C



324 Alchemist

Understanding, deconstructing and reconstructing. These are the principals of
transmutation; the Creed of an Alchemist. Alchemists are not mages, and not psychics,
but somewhere in-between. They make a science of understanding, decomposing and
reconstituting matter and energy using the power of their mind and will.

Unlike mages who learn spells, and psychics that discipline their mind to manifest types
of powers, the alchemist focuses all his efforts on learning how to understand the
sciences involved in the Universe, then applying those sciences to transmuting materials.
Thisis done by creating an Alchemic Reaction Matrix, drawn in acircle, around the
materials to be transmuted and utilizing the flow of energy surrounding all thingsto
deconstruct and reconstruct it in the manner desired by the Alchemist.

Simple arrays can merely re-shape matter, however as the achemist learns and
progressesin his arts, he can eventually re-structure the very essential elements of matter,
aswell asthe binding energies. Very powerful Alchemists can also affect space itself.

Skiwﬁased USage

In order for an Alchemist to transmute something, first he must understand it. An
alchemist must have knowledge of physics, chemistry, engineering and a variety of
Applied Science skillsin order to complete atask. What skills are required depends on
the nature of the transmutation.

Game Rule Information:

Hit Die: d8

ARE per level of experience: 1d6 per +1 modifier of the Alchemist’s Reasoning

[ perhaps Knowledge?] score (e.g. areasoning of 14, which has a +2 modifier grants 2d6
ARE per level of experience).

Generalist
1s: Alchemy, Equivalent Exchange Basics, Simple Arrays, Chosen Aptitude
2 Transmutation Arrays, Equivalent Exchange Theory, Laws of Alchemy
39 Alchemic Secret, +1d10 M.A, Alchemical Specialty
4 +1d10 M.A. +2 Reasoning
5t Alchemic Attack
6™ Extract Secrets, Alchemic Secr et
7t Taboo Knowledge
8 Improved Alchemical Specialty, +1d10 M.A.
gh: Alchemic Secret, +2 Knowledge
10" Improved Alchemic Attack



11t Transmute Energy

12t Alchemic Secret, +1d10 M .A., Natural Under standing
13" Greater Alchemical Specialty

14" Transmute E-D Materias

15" Greater Alchemic Attack, Alchemic Secret.

16"  Intuitional Transmutation, +1d10 M.A.

17 Transmute Space

18" Alchemic Secret, Perfect Alchemical Specialty

19t Sad Secrets

20 Perfect Alchemic Attack, +1d10 M.A., Transmute Reality

Alchemical Specialty: Repeated time and research on a specific type of transmutation
grants you special knowledge concerning that subject. From now on, your transmutations
of thistype have +25% to all variables.

Chosen Aptitude: Alchemy blurs the line between psychic and mystical abilities, and
relies on soul energy rather than MEA or PPE. Therefore, at 1% level, an alchemist selects
to use either M.A. or to use P.A. when activating arrays under duress.

Simple Arrays: The achemist, due to his need to learn all of the truth of Alchemy, its
laws and the nature of Equivalent Exchange begins with the ability to use merely 0 and
1s-Degree Arrays and may only use arrays that he reads of in books, but cannot yet make
any Arrays of hisown.

Equivalent Exchange Basics: The achemist begins with only aminimal knowledge of
Equivalent Exchange. The more important details are only learnable via a combination of
extensive research, experimentation and experience.

Laws of Alchemy: The alchemist now understands the physical laws of alchemy and can
now use Applied-Science checks with his alchemy checks.

Equivalent Exchange Theory: The expanded knowledge in the Laws of Alchemy and
the full premise of Equivalent Exchange is now clear to the alchemist, permitting him to
create his own arrays of increasing complexity.

Transmutation Arrays. The alchemist is no longer restricted to 0 and 1-Degree arrays,
and can now make as complex an array as he desires, which is based on Alchemy and
Knowledge (Alchemy) checks. The DC is equal to 15+the degree of the Array (e.g. 16 for
a1%-Degree Array, 19for a4"-Degree Array, and 25 for a 10"-Degree Array).

Improved Alchemical Specialty: Continued research on your specialty grants you a
+50% bonus in place of the previous +25% bonus on all variables.



Greater Alchemical Specialty: Continued research on your specialty grants you a +75%
bonus in place of the previous +50% bonus on all variables.

Perfect Alchemical Specialty: Continued research on your specialty grants you a +100%
bonus in place of the previous +75% bonus on all variables.

Alchemical Attack: Your time and research have permitted you to develop an alchemic
attack. Y ou must specify all the details of the transmutation, how it works, its
requirements, and its degree, the array details, etc.; once you do this, the GM will supply
you with an AGE cost for your attack. The maximum Array Degree for thisis 3, and the
materials should be something easy to use anywhere.

Y ou will always be prepared to use this specia achemic attack, having a permanent
transmutation array on your person (this may be a piece of jewelry, tattoo, embroidered
on clothing, or the like), however if it requires any special materials or special actions
creating an electrical spark, igniting aflame, etc.) you must be able to provide the
material and/or perform these actions; this Alchemic Attack takes a standard action to
perform.

Improved Alchemical Attack: You create an improved version of your Alchemic
Attack, which can be up to a 6"-degree transmutation array. Y ou do not lose the ability to
perform the older, lesser version, however you may need an additional permanent
transmutation circle to keep on your person. Otherwise, this performsin an identical
manner to Alchemic Attack.

Greater Alchemical Attack: Y ou create an improved version of your Alchemic Attack,
which can be up to a 9"-degree transmutation array. Y ou do not lose the ability to
perform the older, lesser versions, however you may need an additional permanent
transmutation circle to keep on your person. Otherwise, this performs in an identical
manner to Alchemic Attack.

FPerfect Alchemical Attack: Your Alchemic Attack may now be of any degree, and
you can continually improve-upon it as time continues. Further, you can use both of tour
half-actions in a segment to perform Alchemic Attacks, as they become half-actions
Instead of standard-actions.

Expanded Knowledge: The alchemist gainsa +2 bonusto all Knowledge and Applied
Science skill checks due to delving into obscure topics and secrets.

Intuitive Transmutation: The achemist may attempt to perform a transmutation even if
he lacks the correct skill: To do this, he makes a specia check in place of the normally
correct skill check, using the normal DC. The base of this check is ¥z his alchemist level
plus his Intuition modifier (e.g. for a 16" level alchemist with an Intuition of 14, it would
be at a+10: +8 for %2 hislevel and +2 for his Intuition modifier).



Taboo Knowledge: Due to delving into obscure topics and secrets, the alchemist. now
adds the skill Knowledge (Taboo Sciences) to his repertoire with one rank and may
thereafter gain ranksin it normally.

Extract Secrets. Gain knowledge regarding elemental composition, and the energy
particles and interactions so that you can manipulate objects and materials at a more basic
physical level.

Sad Secrets: The achemist now understand that more goes into equivalent exchange
than merely materials... He now fully comprehends the equation and has greater power
over the energy-flow. From this point forward, the cost of all transmutations is halved.

Natural Under standing: Y ou can now attempt to decompose an object without afull-
understanding of its composition.

Transmute Energy: The alchemist can now transmute energy, such as light and
radiation.

Transmute Space: The achemist can now create arrays that affect space (e.g. space-
folding/tel eportation/trang ocation of matter).

Transmute E-D Materials. The alchemist may now transmute Extra-Dimensional
materials into other substances, including other E-D materials; this does not permit him to
create E-D materials from normal matter.

Transmute Reality: The achemist can now create arrays that affect dimensional forces,
dimensiona boundaries and even time.

Alchemic Study: At third level and every three levels thereafter, the wizard learns an Alchemic
Secret that he chooses from the following list:

Secret Details
1 Hidden Knowledge'* Alchemic research has given the alchemist
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Uncovered Talent™

Fantastic Speed?
Stubborn Mindf?
Deft Body™

Extra Alchemic Attacktf?

Alchemic Research®

Secret Desire®?

Lucky Break

Alchemic Resistance

access to anew skill: He may add a number of ranks
equal to hisreasoning modifier +1 to any new skill from
the following list:

* Knowledge (any science)

« Applied Science (any)

e Engineering (any)

e Craft (any)

Add a number of ranks equal to your
reasoning modifier askill that you already have (from
the following list of choices):

* Knowledge (any science)

e Applied Science (any)

* Engineering (any)

e Craft (any)

Y our speed increased by +2.

+2 to dl Will saving throws

Y ou now take %2 damage on all

successful Reflex saving throwsin place of the normal
1/2, when permitted (and possible)

Gain an additional Alchemic Attack, or

improve one that you aready have by one step.

Add one array to your repertoire with a

degree of magnitude equal to your reasoning score
modifier +1 (or lower, if desired).

Gain one extra action die per gaming

session, usable only for this character.

Gain one luck re-roll (any roll that this character

makes) per gaming session per+1 bonus of Luck
modifier.

Y ou now gain abonusto all saving throws

versus achemy used on you, including achemic attacks.
Y ou can now add your Knowledge modifier to al saving
throws against alchemic powers used on you
(personaly).

Y ou may choose whichever ability you desire, and you can choose the same ability multiple

times.



5.2.5 Sage
Sages blend knowledge and magic and share their knowledge and powers with their
community.

Sages can cast only divination, conjuration and abjuration spells, but gain 1d10
MEA/level and have ad6 hit die. They also gain bardic lore abilities, a +2 bonusto all
knowledge skills and have 8 skill points per level. Sages may take feats to gain the
following specialized schools:

Conjure Positive Energy
When selected, thisfeat allows a Sage to cast Necromancy (Healing) spells asif they
were Conjuration (Positive Energy) Spells



5.2.6 Wild Mage

Wild Mage

"Some days, | am my own worst enemy; but who cares."
Master of meddling with magic and pulling pure magical force out of his ass, the Wild
Mage is respected as a either pure genius or atotal lunatic.

Adventures: Wild magi are often on a quest to uncover the secrets of magic its self and
to gather a further understanding of how to wield their power. Many of them are crazy
power mongers who will stop at nothing to achieve their (often bizarre) goals. Some
started study in wizardry or sorcery and discovered the secrets of wild magic, some are
just mishaps of fate that stumbled upon magic in the most happenstance manner possible.

Characteristics: Wild magi are quite resilient and lucky: they can often get themselves
out of even the tightest situations. Taking that in mind, no two wild magi have the same
focusinlife. They are usually skilled in an assortment of varied things that most other
mages are not. Their ability to pull off stunts of power also attracts attention to them and
many of them are quite the attention whores.

Alignment: The wild mage is often out for his own end, many times without regard for
others. To this end they tend to be Chaotic (CG, CN, CE) but some are also neutral or
neutral evil. Lawful wild magi are generally unheard of, though anything is possible.

Religion: Wild mages fall into two main categories. Those who are either atheist
(possibly believing in themselves more than any higher power) or agnostic, refusing to
look to specific gods for guidance. Those who do follow religion usually worship deities
with the Magic or Luck domains.

Races. Humans, Halflings and Gnomes are commonly found following the practices of
wild magic. Some elves also follow this path. Dwarves aimost never follow wild magic
because of it's non-structured nature.

Other classes: Wild magi get along well with sorcerers, but less so with wizards.
Sorcerers understand the transformation of raw power into magic, and wizards spend
years learning to do what they do. This basic conflict usually puts them at odds with
wizards, sages and other normal prepared casters. Wild magi often can be seen in parties
of clerics of a chaotic deity, or adeity of magic. They make good backups in any party,
though their awesome ability to fuck up royally can make them the most hated member
of any group, at least until they do something insanely cool.

Role: Wild Magi make an excellent generalist, with a unique combination of skills that
make them equal parts sorcerer, wizard, and shaman. They have excellent (albeit



haphazard) spellcasting powers, and effective combat abilities. Their wild casting ability
makes them even more useful, in a pinch, so long as the party is ready to deal with the
ramifications of twiddling with raw magical energy. Additionally, awild mage excels at
creating comic relief and mayhem wherever he goes. 'Nuff said.

Specia: Wild magi are absurdly rare. On worlds with high-MEF activity, thereisa 1-in-
500,000 chance of being born with these abilities, and out of those who are, few survive.
Many cultures routinely execute them as infants, when their powers manifest at random,
often violently in match to the mood or temper of the child: A single tantrum can bring
down devastation, death, or make flowers grow from the neighbors heads.

Of those who survive, many only do either because of a very powerful mage being put in

charge of raising them, or due to amystic lock placed on their powers. The latter can be a
mystic item, techno-magical device, or spell of binding, and the wild mage may not even

know of their powers until thislock is removed.

Wild magi are also often orphaned, either due to fear from their parents, or some other
tragedy. On worlds with mid-high MEF (MEF 7-9), their frequency drops to 1-in-
1,00,000; mid MEF (4-6) 1-in-10,000,000; mid-low MEF (2-3) 1-in-100,000,000; low
MEF (1) 1-in-1,000,000,000 and extremely low MEF (0) 1-in-10,000,000,000. Worlds
with high levels of chaotic energy or multiple votrexi or greater nexus points increase
their frequency: chaotic magic (10x as frequent), more than twenty vortexi (4x as
frequent); more than ten choirs (5x as frequent), more than 3 orchestrae (10x as frequent).
The chaotic energy multiplier and the nexus multiplier are cumulative, so on aworld with
more than three orchestrae and high chaotic energy they would be 100x as frequent.

Fear the planet with a High MEF, four orchestrae and high chaotic energy, as on such a
planet, if it could survive long enough for humanity to develop and exist, a the frequency
for natural-born wild magi is 1-in-5,000!

GAME RULE INFORMATION:

Wild magi have the following statistics:
Abilities: Inflience provides the basis for the wild mage's casting ability, while
constitution allows him to survive after channeling too much energy or hitting
himself with afireball. Dexterity helps him avoid dire situations, including
himself.
Alignment: Any
Hit Die: d6

Specia Skills

Overchannel (Con), Spellcraft (Inft) and Assense. The wild mage uses Influence for
Spellcraft checks when casting or creating spells because of the way awild mage works
with the Magical Energy Field.



Class Features
All of the following are class features of the wild mage:

Spells& MEA: A wild mage gains 1d4 MEA per level for each point of his Influence
score modifier. Thus, awild mage with a 14 Influence gains 2d4 MEA per level, and a
wild mage with an 18 Influence gains 4d4 MEA per level. A wild mage can know any
number of spells and derives spells from essence magic.

Wild Energy: A wild mage also gains a special MEA pool of Wild Mystical Energy
(WME); this functions as normal MEA, however it is used for the casting of wild spells,
which are spells cast spontaneously by the wild mage without having to rely on
constructed spells. While still essence magic, these spells are not bound by the normal
rules, and can do things outside the realm of normal spells, at least for their power level,
or may hybridize more than one primary school with little difficulty

The wild mage gains 1d6 WME per level for each point of his Influence score
modifier. Thus, awild mage with a 14 Influence gains 2d6 WME per level, and awild
mage with an 18 Influence gains 4d6 WME per level.

The wild mage may use his MEA to augment his WEA freely, however the
oppositeis not true. Should awild mage use eve a single point of WME to cast a non-
wild spell, then it automatically reverbs, and if more than half of its cost is paid in this
way, then the GM rolls reverb one additional time, selecting whatever result the GM
wishes. If all of the cost of a standard spell is painin WME, then the GM may roll three
times and select up to two of the results.

Wild Magic: The wild mage casts most of his spells by using on-the-spot determination
of the desired effect, with no prior research. The player must describe the desired effect,
and desired power level (spell degree) and attempt a spellcraft roll. If the described effect
Is greater than the power level of the desired spell circle, then the spell can fail, surge
(taking the extra power, and using more WME) or go haywire, causing an effect different
than intended, although thisis often similar to the one that the player desired, albeit more
limited.

The difficulty of the spellcraft check is (15+(Spell Circle x 2); thus DC16 for a0-
degree, DC17 for a 1% Degree, DC21 for a 39 Degree, DC23 for an 4" Degree, all the
way to DC55 for a 20" Degree spell. The player must be very careful to specify the exact
outcome. Wild spells have an additional reverb penalty based on spell circle as outlined
in the following chart...

[INSERT CHART]

Should the wild mage exceed the difficulty of the spell by 10 or more, he may gain an
additional effect that benefits him. This should be in line with his intentions, but need not
be explicitly stated. A wild mage may attempt to replicate any actual spell asawild spell,
or may specify completely custom and unique effects. Wild spell must still obey Spell
Law and (unlike artefacts and relics) they cannot entirely subvert Mystic Physics.

Should awild mage fail to meet the DC for the desired spell, it will usually
simply fail, however if he fails by five or more, then the spell backfires, causing atotally



undesired (though not necessarily harmful) effect; a botch on the spellcraft check
indicates a critical failure that causes some very chaotic effect, which could very well be
harmful, or even deadly, depending on the stated desired spell degree. This need not be
the case, however the final outcome should be something strange and dramatic; it could
merely be weird, alien or unpleasant. Failures and botches can affect the caster, or anyone
else, either nearby, or with whom the wild mage has ever come into contact. Distance is
no protection to allies of a disciple of wild magic.

Mystic Affinity: Wild magi gain +1d10 to their Mystic Affinity score per each 4 levels.

Weapon and Armour Proficiency: Wild mages are familiar with simple weapons, spells
and any two other groups. They are proficient in light armor and carry no penalty or
arcane spell failure chance when wearing any armour in the light category as their
somatic components are generally smple.

Bonus starting feat: Wild magi get one extrafeat at first level.

Wild Magic Slots: In addition to MFE, wild magi get an wild magic slots. Rather than
casting known spells, the wild mage may use awild slot to cast any spell that they can
imagine, which uses asdlot of the appropriate degree. Thisworks even if the spell does
not exist: Aslong asthey can state the effect, they may attempt to spontaneously cast the
spell! To do thisthe wild mage must roll a spellcraft check with aDC of 15 + spell level.
If the check is successful the wild mage can cast the spell. Using aWild Magic dotisa
full round action: Spells with a casting time of 4 or less always act asif the casting-time
was 4, and wild-magic spells of this nature that would normally have a casting time
greater than 1 still have their normal casting time.

Wild mages gain slot of increasing degrees in power as they increase in level. Unlike

normal magic, which is not capped by character level, awild mage may not cast spell
using awild dot of greater potency then they highest available wild slot. See the table
below for wild magic slots available by character level.

If awild mage is not subject to reverb, such as when under the influence of the Chaos
Shield spell, he cannot use wild magic slots. The reverb chance for wild dotsis greater.
The mystic reverb chance increases by 5% per degree of the wild slot, so awild mage
using a 3 degree wild dot takes a 15% penalty on hisreverb roll, and a 5"-degree spell
isa-25% penalty on hisreverb roll, etc..

Mystic Focus (Wild Magic Orbs): The Mystic Foci for awild mage are spell orbs for
use in wild casting, and depending on the nature of the wild casting, these orbs may
(rarely) be one-time use items. Wild magic orbs have special, partially inscribe spell
fragments and words of power and are designed to focus only on one degree or type of
spells. Thus, you may need to use a copper orb for 1% Degree spells, and a jade orb for 4™
degree spells, and later aruby or jet orb, etc.



Y ou must be holding the appropriate spell orb and presenting it out in your off-hand
during the casting of a spell. The spell fragments must be on the orb you are presenting,
and you must be in physical contact with it, or suffer the penalties for casting without a
focus.

Fort Ref Will

Level Save Save Save Special
1 +2 +2 +0 Survivor, Wild magic, Attuned
to Magic, Magical
Reverb 33%, Bonus
Feat, Spell Focus (Orbs)
2 +3 +3 +0 Bonus 0 Circle Wild Slot, Magical Reverb
36%, Fluid Sanity
3 +3 +3 +1 Magica Reverb 39%, Area of Expertise
4 +4 +4 +1°  Magica Reverb 42%, Free Reign, +2 Influence,
+1d10 M.A.
5 +4 +4 +1 Bonus 1% Circle Wild Slot, Magical Reverb
45%, Spontaneous Creativity, Bonus Feat
6 +5 +5 +2 Magical 43 48%, Inner Strength (1/day), Spell Trick
7 +5 +5 +2 Magica Reverb 51%, Abnormal Logic
8 +6 +6 +2 Bonus 2™ Circle Wild Slot, Magical Reverb

54%, Alien Devices (use spell stones, wands, staffs,
etc asif you were the correct class), Pseudo-Counterspell, +1d10 M.A.
9 +6 +6 +3 Magica Reverb 57%, Mystic Regeneration
(damage from overchannel/mage Con burn heals at 2-per-day rather than 1-per-day)
10 +7 +7 +3 Magica Reverb 60%, Aura of Chaos (30ft radius),
Additional Voluntary Reverb Rall (2 rolls), Bonus Feat
11 +7 +7 +3 Bonus 3¢ Circle Wild Slot, Magical Reverb

63%, Flip a Coin, Mystic Understanding, Inner
Strength (1/day), Spell

12 +8 +8 +4 Magica Reverb 66%, Mystic Storage, Pseudo-
Permanancy, Spell Trick, , +1d10 M.A.

13 +8 +8 +4 Magica Reverb 69%, Ignore Reverb

14 +9 +9 +4 Bonus 4™ Circle Wild Slot, Magical Reverb

72%, Improved Mystic Regeneration (damage from
overchannel/mage Con burn heals at 3-per-day rather than 1-per-day), Flip-A-Coun 92
per day)
15 +9 +9 +5 Magica Reverb 75%, Additional Voluntary
Reverb Rall (3 rolls), Bonus Feat, Limbo-Solidity
16 +10 +10 +5 Magica Reverb 78%, Entropic Resistance, Inner



Strength (1/day), Spell

17 +10 +10 +5 Bonus 5" Circle Wild Slot, Magical Reverb
81% Flip-a-Coin (three per day), Greater Mystic

Storage, +1d10 M.A.

18 +11 +11 +6 Magica Reverb 84%, Spell Trick, +2 Influence

19 +11 +11 +6 Magica Reverb 87%, Greater Mystic Regeneration
(damage from overchannel/mage Con burn heals at 4-per-day rather than 1-per-day)

20 +12 +12 +6 Bonus 6" Circle Wild Slot, Additional

Voluntary Reverb Roll (4 rolls)
Magica Reverb 90%, Bonus Feat, Flip-a-Coin (four
per day), Greater Auraof Chaos (60ft radius), +1d10 M.A., Mystic Battery
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* A wild mage with an Influence of 17 and above gains a single bonus wild slot of 1% degree at
1s-level.

Magical Reverb (Su): Every time awild mage casts a spell, he must roll on the Magical
Reverb chart (see below) to determine the possible random effects that apply to his spell.



Note: Magical reverb appliesto all spells cast by the wild mage, regardiess of what other
spellcasting classes he has. Each level, the chance of reverb decreases. At first level, the
wild mage has a 33% chance to avoid reverb.

Therefore, when casting a spell you must roll ad100 and if your roll is 30 or less, you
avoid the effects of reverb, but if you roll 31 or higher, you must roll from the reverb
chart to determine the way the reverb alters your spell. This chance of avoiding reverb
increases by 3% per level, thus at level 2itis36%, at level 3, 39% and soontoa
maximum chance of 90% at Level 20.

Voluntary Reverb (Su): You may elect to automatically roll from the chart at any time,
and at level 10 and above you may elect to roll additional times as follows:

At level 10, you may elect to roll from the reverb chart, and when doing so roll twice.

Y ou choose which of the results to use. At level 15 you may roll three times and choose
which result to use, and finally at level 20 you may choose to roll four times and decide
which result to use.

Pseudo-Counterspell: Counter spell: The wizard may attempt to counter any spell asit
is being cast by another mage. To do so, he must win an opposed Spellcraft and caster
level check against the other mage. This ability uses a 4" -degree Wild-Slot (or a
higher, if the wild mage has no 2-degree dots available) each time the wild mage
electsto attempt it, whether or not it is successful.

Flip-a-Coin: Once per day, the wild mage may use this ability to rob atarget of a
saving throw. The wild mage must declare this after casting a spell, but before both
checking for or rolling reverb, and before the target makes its saving throw. The wild
mage then rolls 1d6: on aroll of 1-3, the target cannot save against the spell; on aroll
of 4-6, the target saves automatically. The wild mage gains an additional use per day
of this ability at 14" level and every three levels thereafter (17, 20™, etc.).

Pseudo-Permanancy: The wild-mage may make any spell permanent by spending its
MEA cost x10. This does not however, made damage (or healing) received by a spell
self-perpetuating, although spellsthat already have a perpetuating effect will continue
to maintain it.

When used on an area effect, the spell locks to its area permanently. This can also be
used on bolstering effects, such as those that grant a magical bonus to intellect, or
grant specia forms of vision. When making a spell permanent on a person, they gain
an extra saving throw (if they desire) at a+5 bonus. Success means that the spell
affects them normally, but is not permanent. Any MEA spent to make a spell
permanent, in the event that a person makes this special save, is not restored to the
wizard. He spends the extra MEA to make the attempt, regar dless of its outcome.



Intelligent constructs (or other intelligent objects) and all creatures with an
Intelligence score of 1 or greater, receive the same save as if they were a person.
Magical items receive the same save unless they were originally made magical by the
same wild mage, who is attempting to add an additional effect onto them, such as
invisibility.

When using this ability, roll Reverb. The effect of the Reverb is aso permanent.

Y ou cannot make magical items with this power, as magical items do not precisely and
perpetually recreate the effects of most spells. For example, attempting to make chains of
binding by casting Greater Binding as a permanent effect on a chain will fail, as Greater
Binding altersacreature, not achain. Creating areal Chain of Binding requires the magical
know-how and wherewithal to create mystical objects.

Attuned to Magic (Ex): Wild magi add their Constitution modifier to al Caster level checksto
overcome SR and to all Spellcraft checks made when casting spells.

Abnormal Logic: The mind of the wild mage now works in a somewhat alien manner! The
wild-mage may make reasoning checks where logic would normally fail, such as figuring out
how the physics (if any) in adifferent dimension, or understanding the actions of alien beings.

Mystic Regeneration: The wild mage now recovers more rapidly from Constitution damage
taken by mage burn or during overchanneling. Con damages heals at 2-points per day, rather
than the standard 1-point per day.

Improved Mystic Regeneration: The wild mage now recovers more rapidly from Constitution
damage taken by mage burn or during overchanneling. Con damages heals at 3-points per day,
rather than the standard 1-point per day.

Greater Mystic Regeneration: The wild mage now recovers more rapidly from Constitution
damage taken by mage burn or during overchanneling. Con damages heals a 4-points per day,
rather than the standard 1-point per day.

Limbo-Solidity : When con damage from an overchannel attempt would result in a Constitution
of 0 or less, instead of death, the wild-mage merely fallsinto acoma. This coma lasts one day
per point of Constitution damage taken in this attempt; this does not prevent death from low-hit
point damage due to the lower Constitution.

Aura of Chaos: The wild mage now has afield of chaos-energy that extends in a 30-ft radius
around him at al times. This allows him to permit any being (including himself) to re-roll any
non-reverb check once per day. (Once per day flat, not once-per-day per character!)



Greater Auraof Chaos: The aura of chaos extends to a 60-ft. radius.

Mystic Understanding : The wild mage can now learn sorcerer and wizard spells from wizards
grimoires and spell stones. The DC for learning them is 25+spell degreeinstead of the normal
15+spell-degree for normal wild mage spells.

Fluid Sanity: The wild mage adds half his wild mage level to saving throws vs. Sanity damage.
If the wild mage is aready insane, the wild mage gains a +5% bonus per wild mage level on his
checksto avoid further sanity damage.

Area of Expertise: The wild mage picks one school or one descriptor (e.g. Transmutation or
[Chronomancy]). All spells of that type are cast asif the wild mage was one level higher and
saving throws on those spells gain a +1 to their saving throw DCs.

Ignore Reverb: Once per day, the wild mage may choose to cast aspell without rolling for

Free Reign: The mind of the wild mage is more difficult to control. He gains a +2 circumstance
bonus on saving throws vs. mental domination, control or compulsion.

Inner Strength: Once per day per five wild mage levels, the wild mage may use his influence
score in place of his Congtitution score when making an overchannel check.

Entropic Resistance: An auraof entropic energy surrounding the wild mage causes some spells
cast on the wild mage to have a greater tendency to fail. The wild mage gains SR equal to
10+wild mage level.

Spontaneous Creativity: The wild mage may create one extra spell without research every time
he gains anew level of experience. This does not grandfather to levels prior to gaining this
feature. He may hold thisin reserve and perform this spontaneous creation at a crucial moment,
such as during combat or under some form of duress. A spell created using a wild-slot can
therefore be instantly and permanently added to his spell orb. The wild mage may store one
usage of this ability across to another level, but not more than one. Thus, if a wile mage decides
not to actually use this ability at 5 level, he will be able to make two spells at 6 level using this
ability, but if he does not do so, he will only have the ability to make two spells at 7" level, not
three.

Mystic Storage: The wild mage may cast spellsin low-MEF environments asif the available
energy (in the local, surrounding environment) was one degree of magnitude higher than it
actualy is.



Greater Mystic Storage: The wild mage may cast spellsin low-MEF environments asif the
available energy (in the local, surrounding environment) was two degrees of magnitude higher
than it actually is.

Mystic Battery: The MEA expended by the wild mage now regains at arapid pace! The wild
mage recovers 1d4 MEA per hour no-matter what activities they are doing, without rest.

Alien Devices. Due to experience with various magical forms and methods, and the fluid nature
of his methodology, the wild mage can now use mystic items normally designed for another
class, such as sorcerer spell stones and greater spell stones, wizard staves, rods, scrolls, and other
objects that are otherwise class-specific asif he was the appropriate class. Any power used from
such an object is subjected to the potential of reverb, just asif the wild mage cast the spell
himself.

Spell Trick:
(Thistableisfrom the wizard! Update for more wild-magi type powersl!)
Arcane Secret: At third level and every three levels thereafter, the wizard learns an Arcane
Secret that he chooses from the following list:
Secret Details
1 Secret Knowledge Add a number of ranks equal to your
reasoning modifier +1 to any Knowledge skill
that you choose, even if you had no ranksin it
presently.
2 Mystic Mastery™ Add a number of ranks equal to your
reasoning modifier to any non-Knowledge skill
or language that you choose, even if you had no
ranksin it presently.
3 Arcane Health2 The wild mage now adds his
Intelligence modifier when calculating his hit
pointsin addition to his Health modifier.

4 Will of Adamant™ +2 to al Will saving throws

5 Mystic Weapon'™ Any one Weapon Group Specialization
feat.

6 Mystic Combat™ +(Reasoning Modifier) ranksin any
combat style skill.

7 Secret Spell s Add one spell to your repertoire with a

spell circle equal to or lower than your reasoning
score modifier.

8 Secret Desire ™3 Gain one extra action die per gaming
session.

9 Hidden Talent ™ Gain any one feat of your choice, so long
as you meet its requirements.

10 Threads of Fate® Gain one fate.

Y ou may choose whichever ability you desire, and you can choose the same ability multiple
times.



Magical Reverb T able (roll 1d12)

1 Spell effectstarget or area other than intended (roll 1d10)
1 Caster (re-roll if already cast as a Personal effect).
2 Nearest dly (re-roll if aready cast on nearest ally).
3 Nearest Creature (or object if the original spell was targeting an object)
other than intended target. Re-roll for area effects).
4 Areaof same size (standard deviation, 10d6 feet away) Re-roll for
targeted effects.
5. Furthest aly, within 1IKM/Wild Mage Level
6. Furthest creature, within 1IKM/Wild Mage Level
7. Nearest non-aly (re-roll if already cast on nearest non-ally).
8. Object instead of creature, or visaversa (re-roll if impossible, such as charming
a statue).
9. Random Ally
10. Random Target
2 Spell trigger s secondary magical effect (Roll 1d6)
1 Somewhat Desirable (roll 1d4)
1 Same effect fires twice at same target or area.
2 Same effect hits secondary target or area of casters choice.
3 Same effect hits random additional (ally if helpful, enemy if
harmful) target or area within spells range.
4 Same effect hits random additional target or area of caster's
choice up to 30 feet away.
2 Moderately Undesirable (roll 1d6)
1 Effect isup to DM and must be in line with original effect (same
schooal).
2 Effect isup to DM and may be of another school.
3 Effect isup to DM and must be in line with original but must be
1d3-1 levelslower (minimum 0).
4 Effect isup to DM and can be of different school plus must be to
1d3-1 levelslower (minimum O).
5 Effect isup to DM and must be in line with original effect but
must be 1d3-1 levels higher.
6 Effect isup to DM and can be of different school but must be
1d3-1 levels higher .
3 Highly Desirable (roll 1d6)
1 Effect is up to caster and must bein line with original effect
(same school) and original spell uses no sot.
2 Effect is up to caster but may be of another school and original
spell uses no dlot.
3 Effect is up to caster and must be in line with original but may be
1d4 levels higher.
4 Effect is up to caster but can be of different school and may be



up to 1d4 levels higher.

5 Effect is up to caster and must be in line with original effect but
must be 1d3 levels lower (minimum O).

6 Effect isup to caster and can be of different school but must be
1d3 levels lower (minimum O).

4 Moderately Desirable (roll 1d6)

1 Effect is up to caster and must be in line with original effect
(same school).

2 Effect is up to caster and may be of another school.

3 Effect is up to caster and must be in line with original but may be
1d3-1 levels higher.

4 Effect is up to caster and can be of different school plusisup to
1d3-1 levels higher.

5 Effect is up to caster and must be in line with original effect but
must be 1d4 levels lower (minimum O).

6 Effect isup to caster and can be of different school but must be
1d4 levelslower (minimum 0).

5 Highly Undesirable

1 Effect isup to DM and must be in line with original effect (same
school) and uses an additional spell slot of itslevel (same
level as origina effect).

2 Effect isup to DM and may be of another school and uses an
additional spell dot of itslevel (samelevel as original
effect).

3 Effect isup to DM and must bein line with original but must be
1d4 levels lower (min. 0).

4 Effect isup to DM and can be of different school plus must be to
1d4 levelslower (minimum 0).

5 Effect isup to DM and must be in line with original effect but
must be 1d4 levels higher.

6 Effect is up to DM and can be of different school but must be
1d4 levels higher.

6 Somewhat Undesirable (roll 1d6)

1 Secondary harmful effect targets caster's aly/allies.

2 Effect Targets caster as well instead (if damaging) or opponent
(if helpful).

3 Same effect hits random additional target or area within spells
range.

4 Effect targets additional target of DM's choice.

3 Spell surgesand...(Roll 2d3)
2 ...causes effects of similar spell 1d4 levels higher (No Maximum)
3 ...causes effects of similar spell 1d5 levels higher (No Maximum)
4...causes effects of similar spell 1d6 levels higher (No Maximum)
5 ...causes effects of similar spell 1d7 levels higher (No Maximum)



6 ...causes effects of similar spell 1d8 levels higher (No Maximum)
4 Spell caster level and accompanying numeric level dependent effects alter,
including caster level checksfor dispelling magic. (Roll 1d8)

1 Down by 1 caster level.

2 Down by 2 caster levels.

3 Down by 3 caster levels.

4 Down by 4 caster levels.

5 Up by 1 caster level.

6 Up by 2 caster levels.

7 Up by 3 caster levels.

8 Up by 4 caster levels.
5 Spellsnumeric effect isaltered (roll 1d4)

1 Down 75%

2 Down 50%

3 Up 50%

4 Up 75%
6 Spell fails completely and causes one of the following effects (roll 1d4)

1 Drains two extra spell sots of same level.

2 Drains one extra spell dot of same level.

3 Uses adot of onelevel lower than normal.

4 Uses no spell slot.
7 Spell causes random varied weird effects (roll 1d3)

1 The wild mage gets something completely bizarre, often for comic relief, with

purview belonging to the sadistic sense of humor of the DM.

2 Spell appears to work but doesn't function (Spectacular light show.)

3 Spell effects happen, but mage doesn’t believe that they did. (No light show, but
full effect of spell).
8 Strange things are afoot (roll 1d4)

1 Spell backfired and causes undesired effect

2 Spell goes off but doesn't begin to take effect for 1d6 rounds

3 Spell begins but doesn't take effect for 1d6 minutes

4 Spell goes off but doesn't begin to take effect for 1d6 hours.
9 Spell functions either drainsextra slots or takesless magical levelsthan normal
(roll 1d4)

1 Drains two extra spell dots of same level

2 Drains one extra spell dot of same level

3 Uses adot of onelevel lower than normal

4 Uses no spell slot.
10 Spell entropies and causes effects of similar spell 1d6 levelslower (Min. 0)
11 Roll again twice and apply the effects of both rolls. (Thisisindefinitely
cumulative)
12 Random metamagic feat appliesto spell (roll 2d8)

2 Enhanced (Maximized and Doubled; ELG)



3 Maximized (All numeric variables are max of die; 6d6 = 36, 20d10 =
200, etc.)
4 Empowered (Numeric variables/damage/healing +50%)
5 Enlarged (Double spell's range)
6 Widen (Double spell's area)
7 Extended (Doubles spell's duration)
8 Energy substitution (roll 1d8)
1Light
2 Sonic
3 Electricity
41ce
5Fire
6 Acid
7 Darkness
8 Pure Magical Energy
9 Temporally Accelerated (Spell casts as free action like Quicken; adds
[TIME] descriptor to spell)
10 Energy admixture (roll 1d8)
1Light
2 Sonic
3 Electricity
4 Ice
5Fire
6 Acid
7 Darkness
8 Pure Magical Energy
11 Shortened (Halves spell's duration)
12 Narrowed (Halves spell's area)
13 Reduced (Halves spell's range)
14 Impeded (Numeric variables/damage/healing -50%)
15 Minimized (All numeric variablesare 1; 6d6 = 6, 20d10 = 20, etc.)
16 Diminished (Minimized and Halved)



5.2.7 Mgstic Engineer

Rules |nformation

Hit Die: d6

MEA/Level: 1d8 per each +1 bonus of the Mystic Enginner’s Reasoning Modifier (e.g., a
reasoning of 14 has a +2 modifier, which grants +2d8 MEA per level of experience).

Class Features

Half & Half: Starting at 1st-Level, all powers that the Mystic Engineer builds into items use
% the normal energy to initialize and finalize (though the cost per charge is the same). The
Mystic Engineer may use rare crystals, metals or other objects as outlined below to reduce
these costs to ¥4 or zero. Any normal casting of spells, however, is at half-potential, meaning
hat all bonuses, penalties, damage dealt, or healing received from spells cast by the mystic
that are merely cast (and not generated using a mystic device) are at half power: Divide the
total amount of the spell effect rolled by the mystic in half; this occurs before any further
reduction from permissible saving throws. For example, if a fireball spell would deal 4d6,
instead it deals half of 4d6 by default; and Y4 of 4d6 on a successful reflex saving throw.

The duration and range of all spells is also halved by default, if cast normally and not via a
mystic device. Essentially, all numeric effects, when not using spells via a mystic device are
halved, as the magic is at half power.

To Share or Not to Share?: At 1st Level (whenever gaining this class), a Mystic Engineer
with existing levels in another spellcasting class must decide if he wishes to combine his
MEA pool, or have a separate pool for his Mystic Engineering powers. In the case of the
former, this means that you are able to share spells and powers from your previous
experience (even a non-essence magic user, such as a channeling class) when building mystic
devices, and the MEA you gain from both classes stacks. It also means that from this point
onward, all of your spells cast by that class are subject to the Half and Half restriction of this
class. The alternative permits you to segregate your MEA pools and spells: You may only
use spells that you learn as a Mystic Engineer, which must be essence magic, and you must
keep a list of spells that you learn in this manner; tracked and marked as Mystic Engineer
Variations, even if you would otherwise know the spells.
This permits you to use your previously-learned spells at full potential, but severely limits
your MEA pool (as you do noet combine MEA pools from your other magic-user classes
with that from Mystic Engineer) as well as stifling and limiting your spell selection for
magic that you wish to build into mystic devices. The new spells and MEA pool are
treated much the same as the specialty matrix MEA pool of a Specialist Wizard, but
additionally, you need to learn specific Mystic Engineering variations of spells as well as
having a segregated MEA Matrix for using them. This will limit the amount of energy
you can use to build mystic devices, so choose carefully; once made, this choice cannot
be changed!




If starting as a Mystic Engineer, you need not make this choice unless you later
multiclass into another magic-user (essence or channeler) class, whereupon you must
immediately decide if you wish to segregate or combine powers and MEA.

5. 2.1 ‘C]Cormerlg Technomage)

Previoudly:

A technomage is the most unconventional of the magic users. They are men of magic who have learned to
combine magic with technology. Although the technomage can cast spells, read scrolls, and use magical
items as other magic users can, their focusis the creation of magical devices. The wizard who has learned
to direct his mystic powers into machines, enabling those devices to do strange and magical things that
seem to defy science.

Adventures. Technomagi often adventure to gather knowledge of magic and to trade technological
wares with other cultures. TDs are very valuable and highly prized indeed.

Characteristics: Technomagi design devices (Technomage devices, aka TDs) using magic or psionics.
Many of these TDs seem only to emulate magical or psionic abilities, however, they offer severa
advantages. One advantage is that, unlike a spell that can only be spun by a person by a person
knowledgeable in magic, or a power that can only be manifested by a psion, TDs can be utilized by
almost anyone. Thisisavery useful thing indeed, and often it turns out that the technomage is the
ultimate companion in any adventuring party.

Alignment: Technomagi tend to spend alot of time in study, and therefore are often lawful. They are,
however, also very diversein their principles, and can be of any alignment.

Religion: Technomagi, as mystics often worship Erevystanya (the goddess of magic), Revistas (the god
of Psionics), K’ karr, (the god of craft), Aldus (the god of time and law), and Eru (the great one).

Races: Humans, Elves and Gnomes are often the races most dedicated to the creation of the type of
apparatus that becomesa TD. Of al the elves, the Noldor are the most likely to take to take to this type of
practice. In fact, agood part of the Noldor population are technomagi. The art of technopsionics was
devised by the Ancients.

Other Classes: A technomage's attitude towards other characters depends greatly on their alignment.
They are not very good combatants, but they are exceptionally useful to all other classes, devising both
offense and defense technology and assisting other PCs with their problems.

Role: A technomage' s role can vary dramatically on their field of expertise. A weapons expert may be
very useful to agroup of fighters, while a systems expert may device vehicles or robots to help the entire
party out.

GAME RULE INFORMATION

Technomagi have the following game statistics:

Abilities: Intelligence provides the base for amost al of the technomage’ s skills, followed closely by
charisma and wisdom. A technomage is avery mentally involved character and values little in brute
force, making strength and constitution nearly meaningless statistics. Dexterity comesinto play for many
TDs and shouldn’t be easily overlooked.

Alignment: Any

Hit Die: d6

MEA per level: 1d8 per each +1 bonus of the Mystic Engineer’ s Reasoning Score.



Class SKkills

The technomage class skills (and the key ability for each skill) are: Analytical Science (any) (Int),
Appraise (Int), Concentration (Con), Craft (Int), Disable Device (int):, Knowledge (any) (Int), Profession
(Wis), Psicraft [If focusison psionics] (Int), Spellcraft [if focusison magic] (int, Use Magical Device
(Cha), Use Psionic Device (Cha), Use Technomage Device (Cha), Use Scientific Apparatus (Int).

Class Features

All of the following are the class features of the technomage.

Weapon and Armour Proficiency: Technomagi are proficient with all ssimple weapons. They are not
proficient with any type of armour or shield.

Specialty: At 1¢ level, atechnomage must decide to choose to focus either on magic or psionics. If
Magic is chosen, then atechnomage gains spells asif they were awizard of equal level, if Psionicsis
chosen the technomage instead gains psionic powers as if they were apsion of equal level. If psionicsis
chosen, the technomage must choose a discipline, and adds the class skills of that psionic discipline to his
class skill list.

Base Attack Bonus and Saves: AsWizard or Psion.

Feats and Special Class Features: A technomage gains all the normal feats and class features of apsion
or wizard of their level. Familiars or psicrystals gain in power asif the technomage was 1/2 half their
actual level.

Spell or Power Limitation: A technomage usually focus their powers or spells through TDs. Sometimes
the technomage must cast spells or manifest powers normally, without the use of TDs. In this case, the
spell or power has all of its variables halved. Durations, damage, caster level, and all other variables are
treated as if the technomage was a psion or wizard of half their level.

Craft TD: A technomage gainsthe ability to create items that work like magical or psionic items created
by normal wizards or psions. Starting at level 1, and progressing at each 4 levels afterward (5t, 9, 13,
17, and 21%) atechnomage gains the ability to create TDs of different types as follows:

Advancement of TD creation
1: Craft Technomage Multifunction device (as Universa or Wondrous Item)
5: Craft Technomage Arms and Armour
9: Craft Technomage Apparatus (vehicles, robots, and the like)
13: Craft Greater Technomage Multifunction Device (As craft Epic Universal or Wondrous Item)
17: Craft Greater Technomage Arms and Armour (as Craft Epic Arms and Armour)
21: Craft Greater Technomage Apparatus (starships, stargates, interstellar system networks, etc)

The creation of TDs takes the normal time as asimilar item that is made by a psion or wizard, but costs
1.5 times the normal cost of the item in parts and crystals. Unlike normal psionic or magical item
creation, thereis no XP cost involved in creating TDs. Upon compl etion, the technomage must invest a
number of spell slots or power points equal to the number of total spell slots or power points for each
spell or psionic power stored into the TD. For example, a Thought Enhancer uses the Call to Mind
power to function. Call to Mind costs 1 power point to manifest, and therefore creating a Thought
Enhancer costs one power point to create (and recharge). A technomage may create a TD that carries
multiple charges by using the item creation tablesin the DM G and applying the item cost variables to the
item creation. A Thought Enhancer that has 10 charges stored therefore takes 10 PP to create (and
therefore to recharge).



Powering a TD: TDsrequire a supply of power points or spell slots to continue to function. A TD can be
used once, and then requires being recharged with power points or spell slots. The amount of power
points or spell dotsisequal to the number of power points or spell dotsto create theitem originally, and
they must be put back into the item by a psion, spellcaster, or technomage for it to function. TDs that are
psionic may be powered by spell slots and visa versa as outlined on the following table.

Spell Slots Power Points
L1slot 1

L2 slot 3

L3 dlot 5

L4 slot 7

L5 slot 9

L6 slot 11

L7 dlot 13

L8 slot 15

L9 slot 17

Epic Slot Epic Slot

For example, if apsionic TD costs 12 power points to recharge, a spellcaster may use 12 L1 dots, aL7
dlot, aL2 and L5 slot, or any combination of slots that equals or exceeds the number of power points
needed to recharge the item. A psionic character may activate amagical TD in like respect, using the
number of power points equal to the total level of spellsused in the creation of that item. An item that
used a 3¢ level spell, a 1% level spell, and a5 level spell to create would therefore require 15 power
points to recharge (or more, if the item has multiple uses per recharge). Level 0 dots can be used to
recharge an item that uses magic, but if used to recharge apsionic TD, they count as 1/2 power point
each (thus 4 LO dots equals 2 PP). Epic slots are always treated as Epic slots, regardless of whether they
are psionic or magical in nature.

Psionic Itemsthat have been Augmented: A technomage that is dedicated to psionics can create
devices that have been set to be pre-augmented. The technomage must supply the additional power points
at the time of the item creation and each recharge must supply these additional power points as well.

Non-magic/psionic characters and TDs: About anyone can use aTD, if they know how it works. TDs
are like technology; if you know how to use a calculator you can use one. If you've never seen a
calculator before, you might have a bit of time figuring it out. Some TDs are totally straightforward. A
pistol that shoots lightning bolts is easy enough to understand. A starship, however, is not. TDs usually
come with manualsif purchased through the proper channels. Non-magic/psionic characters will have one
problem with TDs, however... They need a source of magical or psionic power to recharge them. Itis
possible to make a battery pack for such items, but even that will eventually run out. (Not to mention
being extremely expensive, and very very difficult to make.) This being said, most non-magic/psionic
charactersin aparty rely on mages or psions to recharge their items so they may continue to use them.
Making technomage weapons for afighter, and then recharging them when needed is a good way to make
sure everyone is kept happy (and alive).



3.2.2 Artificer

Pinnacle Abilities: 5" Multi-Power Item (multi-power weapons, wands, staffs and potions),
10" Multi-Function (e.g. Staff & Weapon) Item, 15" Bending the Rules (neo-artifact), 20
Artifact.

Hit Die: d6
MEA per Level: 1d10 per each +1 bonus of the Artificer’s Reasoning score.



Mastermind

“ Let me show you the way we do things around here...”

The man in the center of the room surveys the suddenly quiet common room of the inn,

taking in everything that may or may not seem amiss. Finding nothing, the man returns to
drinking his glass of wine, a scroll in his other hand flapping in the steady wind passing
through.

A young man walks into the common room and is astounded to find every other person there
simply standing and staring off into space with a blank and vacant look. He quickly growsin
fright and beginsto turn to leave, until an insidious voice speaks within his head “ Do, please
join us...”

The mastermind is the absol ute pinnacle of mystic and psychic achievement bent on
controlling, dominating and hypnotizing others. His powers of telepathy are fear above al
other enchanters and tel epaths and he devel ops both mystic and psychic abilities both based
on skills (such as his ability to dominate the minds of others) as well as spells and psionic
powers.

Hit Die: d6

MEA per level: 1d5 per each +1 Bonus of the Mastermind’ s Reasoning Score. Thus, a
mastermind with an Influence score of 16 (+3) gains 3d5 MEA upon attaining each new
level in the mastermind class.

PPE per level: 1d5 per each +1 bonus of the Mastermind’ s Reasoning Score. Thus, a
mastermind with an reasoning score of 16 (+3) gains 3d5 PPE upon attaining each new level
in the mastermind class.

Alignment: To become a Mastermind, a character must be non-good. Almost all
masterminds are evil, with neutral-evil being the most common. Good characters cannot
bring themselves to strip away the very will of other beings, except for in the rarest instances
when alawfulOgood character deemsit necessary to do so to evil beings, but lawful-good
masterminds are about as common asred diamonds, and amost always become neutral in
the process of their advancement in this class.

Supernatural Skills: The mastermind’ s supernatural skills are: Assense.

Mastermind L evel Class Features
L1slot Canny Per ception (Su):
L2 dot Empathy

L3 dot 5

L4 slot 7

L5 dot 9

L6 slot 11



L7 slot 13

L8 slot 15

L9 slot 17

Epic Slot Epic Slot
Class Abilities:

Telepathy (Su): The primary power of the Mastermind is his supernatural telepathy, the
ability to mentally connect to and communicate with other beings and entities using only the
power of thought. Although this functions much like other magical and psionic
communication abilities, it isfar different, and in many ways superior to any other magical
means of telepathic communication. In his early stages of mental development, the
Mastermind’ s telepathy islimited only to other intelligent creatures and at a restricted range,
but as he gains in power, this aspect of his mental faculties grows and expands accordingly.

Telepathy provides the basis for most of the Mastermind’ s powers and when a power says
that it requires telepathy to function, it means the best form of telepathy available to the
Mastermind. When the mastermind learns a new means of telepathy, the new power
supplements the older ones. The mastermind can still limit his powers as he wishes if
necessary, but any power that requires telepathy will work just as well with Basic Telepathy
asit does with Superior Telepathy.

Telepathy (Basic): At 1¢ level, the Mastermind awakens his mental powers. The Mastermind
may telepathically communicate with any creature that has a language at will, with now PPE
or MEA cost. Theinitial rangeis 30 feet plus 10 feet per level and this range base increases
as the Mastermind gains in power. The Mastermind must be aware of the intended target in
order to use telepathy to communicate with it.

Telepathy (Intermediate): At 3¢ level, the range for telepathy increases. The Mastermind
may use telepathy at a range of 50 feet plus 15 feet per level.

Telepathy (Extended): At 5th level, the range for telepathy increases. The Mastermind may
use telepathy at arange of 150 feet plus 25 feet per level.

Telepathy (Greater): At 9" level, the range of the Mastermind’ s telepathy increases to 1000
feet plus 150 feet per level.

Telepathy (Superior): At 137 |evel, the Mastermind can use his telepathy at a distance of one
mile per level.

Telepathy (Advanced): At 17t level, the range of the Mastermind’ s tel epathy increases to ten
miles per level.

Super-Telepathy: At 21% level and beyond, the range of the Mastermind’ s telepathy begins
to increase at an exponential rate.

Super-Telepathy (Basic): At 21¢ |level, the range of the Mastermind’ s tel epathy increases to
one hundred miles per level.




Super-Telepathy (Extended): At 25" level, the range of the Mastermind’ s telepathy increases
to one-thousand miles per level.

Super-Telepathy (Greater): At 29 level, the range of the Mastermind’ s tel epathy increasesto
ten-thousand miles per level.

Super-Telepathy (Superior): At 34t |evel, the range of the Mastermind’ s telepathy increases
to one-hundred-thousand miles per level.

Super-Telepathy (Advanced): At 38" level, the range of the Mastermind’ s telepathy
increases to one-million miles per level.

Reconnect: At 12 |evel, the Mastermind may attempt to connect with any being on which
he has previously used his telepathy nomatter how far they are from him, so long asthey are
on the same planet.

Reconnect (Greater): At 16™ level, the Mastermind can use Reconnect to connect to
anything on which he has used telepathy so long as the targer and the Mastermind are on the
same dimensiona plane.

Reconnect (Perfect): At 20" level, the Reconnect ability works anywhere in the same
cosmos, and potentially beyond, reaching into the Void or subspace, but not across time.
Reconnect (Temporal): At 30" level, the Reconnect ability can be used across the vastness
of time, although this causes the mastermind to accrue Paradox energy at an exponential rate.

Canny Per ception (Su): At 2 level, the Mastermind begins to understand the subtle
messages within the minds of others. This ability isinvocable at will as afull-round action. If
the Mastermind could not target a creature with Telepathy, it cannot be targeted with Canny
perception.

To use this ability, the Mastermind makes a Sense Motive check with aDC equal to 10 plus
the target creature’ s level (or hit dice). If the check is successful, the Mastermind knows the
alignment of the target creature, aswell asits power level (relevant to tat of the Mastermind).
More than 4 less Very weak

2to4less Weak
1llessor 1 more Strong
2to 4 more Very Strong

morethan 4 more  Overwhelming

Registering a creature of overwhelming stuns the Mastermind for 1d3 rounds.

Empathy (Ex): At 39level, the Mastermind gains a +2 insight bonus to Bluff, Diplomacy,
Intimidate and Sense Mative checks. This bonus increases again by +2 for every three
Mastermind levels (thus +4 at level 6, +6 at level 9 and so on).

Empathic Resonance (Su): At 4" level, the Mastermind can use his telepathic powers to
easily manipulate or coerce others! Once per day per Mastermind level, the Mastermind can
add his level to any Influence-based skill check. Alternatively, the Mastermind can use this
bonus to augment the DC of any enchantment-based spell or mind-affecting psionic power.
This has the same effective range of the Mastermind’ s tel epathy ability.

Improved Telepathy (Su): At 5" level, the Mastermind’ s tel epathic ability improves. The




Mastermind may now use telepathy to communicate with any creature that has an
Intelligence score, including animals and intelligent undead.

Uncanny perception (Su): At 5th level, the mastermind can use his telepathic abilitiesto
read the minds of others. Once per day per Mastermind level, the Mastermind may attempt to
read the surface thoughts of creatures within the range of his telepathy.

To do this, the Mastermind makes a Sense Motive check with a DC equal to 10 plus the level
(or hit dice) of the desired target. This effect lasts for one minute per Mastermind level and
fatigues the Mastermind for twice that duration afterwards. The Mastermind may dismiss this
effect as afree action and discern the relative location of any creature read with this ability.
At later levels, this ability allows the reading of memories as well.

Undeniable Presence (Ex): At 6 level, the Mastermind’ s ability to read and manipulate the
minds of others has elevated to afine art. Hereafter the mastermind adds his Mastermind
level to his leadership score when determining his maximum number of followers (but not
for determining cohort level).

Instant Friend (Su): At 7t level, the Mastermind has honed his persuasive and telepathic
abilities so finely that he can instantly sway other creaturesto hiswill. This ability is
invocable at will as afull-round action and the Mastermind must be able to target the
creature with telepathy to use this power.

To do so, the Mastermind makes a Diplomacy check with a DC of 10 plus the target
creature’ s level (or hit dice). If the check succeeds, the attitude of the target towards the
mastermind and his associates changes immediately to friendly. This effect lasts for one day
per Mastermind level and gradually wears off leaving the target with no ill feelings toward
the mastermind. Any threatening act towards the target by the mastermind or his associates
immediately breaks this effect asif the check has failed (see below)l

If the check fails or the effect is broken, the target knows instinctively that a hostile force has
attempted to bend its will and its attitude shifts accordingly Any Influence-based check
against the target suffers from a-2 circumstance penalty for one day per point below the DC.
Successive failure means successive penalties (so a second failure imparts a cumulative -2
penalty to atotal of -4 and athird failure to atotal of -6 and so on).

Mindbend (Su): At 8th level, the Mastermind has become adept enough to bend creatures to
itswill. This ability isinvocable at will and is afull-round action. If the Mastermind cannot
target the creature with telepathy, it cannot be targeted with Mindbend.

To Mindbend a creature, the Mastermind makes a Diplomacy check with aDC of 10 + the
target creature' slevel (or hit dice). If the check succeeds, the target is forced to follow the
commands of the Mastermind for one day per Mastermind level, as per the Dominate
Monster spell, except that the effect is supernatural and the saving throw DC is equal to 15
plus %2 the Mastermind’ s level plus his Influence modifier.

Perfect Telepathy (Su): At 10" level, the master mind has perfected his ability to
telepathically communicate with other beings. The Mastermind can now communicate
with any plant, animal or creature: Constructs and unintelligent undead are now viable
targets for his telepathy-based abilities, pursuant to the exceptions listed below, and can be
communicated with normally, although this may be a pointless endeavour...




When targeting a construct or unintelligent undead, the Mastermind’ s abilities have different
effects:

Canny Perception reveals the power level as normal and the creature’ s alignment, which is
usually neutral.

Uncanny perception reveals the creature’ s programmed orders instead of its surface
thoughts.

Instant Friend stops a creature from carrying out a harmful order against the Mastermind.
Mindbend allows for temporary control over the creature, with orders contrary to its

programmed orders invoking a save (the programmed orders are considered to be the
creatures “nature”).



VVaHock

Weapons and Amour: A Warlock Begins the game with the Weapon Groups (basic) and (Ray),
and may choose one additional Weapon Group. A Warlock has the Amour Group (Light), though
he may purchase additional weapon groups as normal.

Invocations: A Warlock does not cast spells as a norma mage would, by learning distinct
magical formulae, but rather taps an internal, hereditary power from alineage of mystic origins,
often demonic or from some other higher level being, but never a Draconic heritage. This
repertoire of attack, defense and special abilities are a group of powers caled I nvocations. Asa
Warlock progresses in experience, he gains additional Invocations of asimilar sort to those with
which he began the game, and thus gains these in chains of similar type and style, indicative of
his ancestry.

Y ou must choose from the Master Chain list when creating your character. Y ou may
select one chain of each type (Attack, Defense and Special) at 1% level. Y ou may select
additional chainsif you have a high enough Influence score, asindicated in the table below.
Gaining an additional chain means that you may select one additional chain, not an additional
set of chains. Thusisyou are eigible for two additional chains, you may select one defense and
one special; two attack, an attack and defense, or any combination thereof, but you do not gain
two extra attack, defense an d special chains.

Y ou may use one Invocation per round that you know, at will. A Warlock does not have
aMEA pool, and thus his abilities do not draw from one, but rather you can upon them at any
time, with no expenditure of energy. Invocations are Spell-Like Abilities, and using them
provokes an attack of opportunity as normal, though a Warlock may attempt to | nvoke
Defensively, much like a mage can cast defensively. Invocations, unlike many spell-like abilities
may be disrupted just like a spell cast during combat, though the Warlock is entitled to a
Concentration check in order to avoid losing the action. This likewise uses the same rulesa using
a concentration check to avoid losing an interrupted spell.

Invocations are subject to Spell Resistance, but not to Psychic Resistance, and have aDC
equal to (10 + Invocation Degree + Y2 Warlock Level + Influence Modifier). Thus, an 8" Level
Warlock utilizing a 2™ degree Invocation with an Influence of 16 hasaDC of 19 (10 + 4 for
level + 2 for degree + 3 for Influence score).

As Invocations are not spells, you do not gain any advantage from feats such as Spell
Focus, or Spell Mastery. Y ou can, however, benefit from the Ability Mastery feat aswell as feats
that emulate metamagic effects for spell-like abilities, such as Quicken Spell-Like Ability or
Maximize Spell-Like Ability.

There are 10 grades of Invocations, set in degrees of five segments. The segments are
Least, Lesser, Greater, Dark and Ultimate. Y ou must have an Influence score equal to 10 plus
the Invocation degree in order to learn or utilize it without penalty. Additionally, Invocations are
subject to Mystical Affinity just as spells are, so you must roll against your M.A score when
using Invocations under duress (e.g. in battle). If you fail thisroll, the attempt is wasted and
nothing happens.

For multi-class characters, Magical Reverb appliesto Invocations normally.



Finally, Invocations, unlike many other spell-like abilities are subject to Arcane Spell
Failure chances (e.g. when wearing amour), though because a Warlock’ s Invocations have
simple somatic components, you may deduct 10% from the normal failure chance. Therefore, a
Warlock may wear Leather amour without penalty as it has a 10% base chance of failure, but
Studded L eather would incur a 5% penalty (en lieu of the normal 15%) and a chain shirt 10%
(instead of 20%). Warlocks who acquire medium or heavy amour groups may apply this 10%
margin to those types as well, so breastplate would have a 15% penalty (rather than 25%) and so
on.

Eldritch Blast (Sp): A special form of Invocation that all Warlocks can manifest isthe Eldritch
Blast, aweaker version of the deific Divine Blast. This spell-like ability functions as a spell-like
ability, but is not subject to arcane spell failure, although it shares all other properties with the
Warlock’s normal invocations. The Warlock focuses his mystical power into asingle blast of
pure magical energy to strike his foes.

This blast works on both living creatures and inanimate objects, though creatures with
magical resistance or immunity apply their bonuses or immunities as normal. An Eldritch Blast
Isequivalent to a 1% degree spell. (Therefore, it is possible to apply most Meta-Spell-Like-Ability
effectsto it.)

The Eldritch blast isaray with arange of 60 feet, requiring aranged touch attack to hit
your opponent and therefore has no save, though Spell Resistance applies asif the ray werea
spell. When assensed, or viewed with a spell that reveals the mystic energy spectrum, such as
detect magic, it has the school equivalent of Evocation (Pure Mystic Energy), plus whatever is
appropriate for any Blast Essence and Blast Shape augmentations applied to it.

A Warlock begins with an Eldritch Blast that deals 1d6 damage on a successful hit. This
damage increases at second level to 2d6 and afterwards it increases every other level by one die.
Thus, at Level 4 it becomes 3d6, at level 6 it is 4d6 and so on. Some Invocations may augment
the blast by altering its shape, elemental type or adding additional varied effects. Applying an
Eldritch Essence or Blast Shape Invocation to your Eldritch Blast is afree action.

An Eldritch Blast is subject to Spell Resistance, although you may choose to learn the
Spell Penetration feat (or similar feats) in order to improve your chances of overcoming such
resistances. Metamagic feats cannot improve the Eldritch Blast because it is a spell-like ability
and not s true spell, though feats that improve spell-like abilities (such as Maximize Spell-Like
Ability) are afine substitute. Further, feats such as Ability Focus (eldritch blast) increase the
saving throw (if any) of the blast (e.g. if you augment your blast with an Invocation that givesit
asave) increase the DC of the save by 2. In such a case, the blast has a save equal to the power
of the Invocation you use to modify it.

Augmented Blast: Beginning at 10" level, you may use your Eldritch Blast twice around, but if
you do so you may not apply any Blast Shapeto it. Y ou may apply an Eldritch Essence as
normal.

Damage Reduction (Su): Because of his heritage, a Warlock gains natural damage reduction.
The element in your Master Chain determines your weakness (e.g. 1/silver vs. Y/adamantium).
Thus, if the element in your Master chain is Slver, any silver weapon will overcome your



damage resistance, whereasiif your listed element is Cold Iron, a Cold Iron weapon foils it
instead. You first gain Damage Resistance at level 3, and it increases every 4 levels as shown in
the table below.

Deceive Item (Ex): At 4™ level and higher, a Warlock has the easily ability to activate magical
items even while under duress. Thus, you may take a 10 on any Use Magic Device check, even
while distracted or threatened.

Fiendish Resilience (Su): Beginning at 8" level, the specia genetics of the Warlock alter your
metabolism so that you may store up a bit of life energy for special emergencies. Once per day,
as afree action, you may enter a state of fast healing that lasts for 2 minutes. Thisinitially offers
you fast healing 1, increasing to fast healing 2 at level 2, and finally to fast healing 5 at level 18.
A Warlock who is re-incarnated loses this ability, though it may be restored by a Wish or
Miracle or similar effect.

Energy Resistance (Su): At 10" level and higher, a Warlock gains resistances to various energy
types. The specific types of energy are those that correspond to the Ener gy Resistance entries of
your Master Chain. Therefore, if your Master Chain lists acid/fire as its Resistances, you gain

resistance to acid and fire. This begins at resistance (5), and at level 20, it doublesto resistance
(20).

Imbue Item (Su): A Warlock of 12" Level or Higher can use his supernatural prowess to craft
magical items, even if he does not know the spells required to enchant them. If your DM uses
Item creation feats in his game, your character must have the feat appropriate to the item you
wish to craft.

As soon as the Imbue Item ability, you may elect to gain item creation feats. Y our caster
level for item creation is equal to the total of your Warlock levels. If your DM requires special
components and conditions instead of item creation feats, you must gather those items and meet
the conditions before you can create the item.

In any event, to enchant an item you must made a Use Magical Device check (DC 15 +
Spell Degree for arcane spells or 25 + Spell Degree for divine spells) in place of the required
spell that you don’t know or can’t cast. If you know an Invocation that isin line with the desired
effect (such as Dimension Door for a Cape of the Mountebank), you may reduce the DC for this
check by 5.

If the check succeeds, the Warlock can create the item as if he knew and could cast the
desired spell. If the check fails, he simply cannot create the item and you do not waste materials,
expend GP (or use XP) as you halt before you can begin the actual enchantment. Y ou cannot
retry to enchant the item until you gain a new Warlock level. One Warlock has described this
ability asfollows: “1 can enchant anything, if | lieto it hard enough.”

Bonus Feat: You receive a Bonus Feat at level 12 and at level 18. For each, you must choose
either an Item Creation or a Meta-Spell-Like-Ability feat.






5.2.% Evevgnist - T.Lne Twilight (_aster

The battle has lasted nearly an hour now,: your allies are falling. The Red dragon has come to the
aid of the enemy and all hope seemsto be fading. Now you stand before him, towering high
above you, Kabaon: The Red Dragon that has brought ruin to the field. Y ou turn towards him,
facing into the sunset, which is ailmost at hand. The armies cheer the coming of darkness, but you
smile. Y ou face the dragon, preparing to cast what would seem highly illogical for anormal
mage. The dragon sees the familiar somatic gestures for a maximized fireball spell, and he stands
still, laughing heartily; ready to take it al just to show you up..

And then you speak: the words of power echo on the hills as the sun sinks behind them in the
distance and twilight enters the sky. “Erevo naus, saleoza tas' kyr r’loro!”, and all fall silent
around you, for as you speak these words silvery light begins to dance about you, and the fireball
at your fingertips swellsto a sudden silver flame, and leaps forth completely immolating the
dragon in crackling silver fire, and striking fear into the hearts of the enemy.

For this, thisis the time of twilight. The pure magical energy field isnow at it’s height, and you
know how to use it.

Twillight MEA: Pool x5
Lunar Eclipse: MEA Pool x2
Solar Eclipse:MEA Pool x10



3.1 Channelers (Clerics & Divine Mystics)
311 Priest
3.1.2 Shaman
3.1.3 Pdadin
314 Sage

3.1.5 Druid* *Thisis aWilderness Class, reference it to that section.

5.3 Channclcrs

To all things there must be a balance. As there are masters of magic who use their knowledge to
tap into the MEF and manipulate its energies, and via an extension of their mind form it into the
effects that others call “spells’, so are there people who tap directly into the sources of the
universe and channel that energy directly, creating devastatingly potent magic of their own.

Channeling is not the same as other arcane spellcasting: The channeler taps directly into a source
of power, opening a conduit between themselves and that energy source. From there, they do not
directly shape the energy, but they will the source of that power to shape it for them. Thisis how
priests, shamans, and other similar classes direct the energies that they utilize.

Thus, although they lack some of the subtleties of master mages, channelers can tap into energies
to achieve astronger effect than their other, mystic counterparts. As a channeler’ s power does
not stem from himself, but is rather an exercise of hiswill upon the conduit that allows him to
communicate his desires to his source of power, he does not rely in his Influence or Reasoning to
shape spells. Instead, the channeler’ s abilities stem from his Willpower, and his Willpower score
determines the effectiveness of his magic.

Sour ces of Power

All channelers must choose a specific source of power when they begin their training. That
energy spring must stem from one of the following choices:

Divine Power: The belief and worship of deities and divine beingsis atwo way street. As aman
worships his deity of choice, he offers some of his own mental (and sometimes physical)
energiesto that being. He transfers these energies via an invisible mystical conduit called a
“channel”.

Channelers can tap into this power reserve, reversing the flow, but only so far astheir deity
permits and consents. Channelers of thistype are often called priests, as they usually form the
basis of communication between their deity and lesser (mortal) beings.

Naturally, this comes at a price and has its own restrictions. All Priests must both fully believe in
their god, and be willing to do his or her bidding within the mortal spheres. This means that they



must also follow acode, and live by the guidelines set forth by their religion. Gods may limit the
priest to certain spheres of magic, such as that god’ s realms of influence on the cosmos, or allow
abroader range of spells. In the case of the latter, spells outside that god’ s spheres of power are
usually limited both by the maximum spell circle and by the overall effectiveness of that spell.

Should a priest lose faith in his deity, his ability to use powers or spellswill diminish
accordingly. Likewise, should anything happen to disrupt his connection, or should he go against
the codes set forth by his deity, hi source of energy will be diminished, or be cut-off atogether.

Furthermore, most deities totally bar their priests from learning spells of certain, specific spheres
that contrast with he nature of that god. For example, a deity who's spheres are healing and life
may bar death magic—not merely refuse to channel such magics, but actually ban his priests
from leaning that form of magic as essence spells—or a deity who’ s spheres revolve around war
and strength may refuse spells that the priest istrying to use outside the realm of his purview.

Unlike arcane spellcasters, priests may at times find themselves at odds with the will of their
god, who can cut off the flow or refuse any spell at any time. Take this as awarning, as a priest
should never go against the will of his god, or face dire consequences.

General priest concepts: apriest’s spellsthat fall under his god’ s direct spheres of
influence will always be at full power. As he gains levels, the power for these spells

increasesin dletype duratlon range DC etc. Spel—LseutsdeH&elem&eﬂaheF%may

Priests gain access to special domains, which are the circles most intrinsically linked to
their deity. Through these domains they gain the ability to cast certain spells
spontaneously and they also gain supernatural powers associated with their chosen
domains.

Benefit: Gods and other Divine powers generally have the greatest number of spheres. L esser
deitieswill have fewer spheres, but all sphereswill be of a higher maximum degree; Intermediate
deities have more than lesser, but have fewer specific spheres of power. Greater deities and
overdeities may have a mixture of the greatest amount of spheres and high levels of magnitude,
but they usually require the most of their followers before providing this power to them.
Downside: Divine powers exist outside of our dimension, and thus their power, great as it may
be, isno as strong as it isin their own dimension. Thus, the power is aways constant, never
growing or diminishing unless you enter another plane. In those cases, the power you channel
may be enhanced or demolished by the forces at work in that realm.

Demonic Power

Channelers who gain their powers from demonic sources or other dark powers. Such characters,
(dark priests, demonologists, etc.) cast spells within the spheres of their chosen power (whatever
being to whom they swore their allegiance) with greater potency. Spellsthat are outside of their

demonic conduit’s spheres are at normal strength, but they have a greater list of barred spheres.



Additionally, such channelers rapidly accumulate corruption, as they are in perpetual contact
with dark and twisted beings that desire nothing more than to dominate their very soul.

Demonol ogists do not gain domains, but they do gain a pact with the force of evil with which
they sold their soul. This pact gives them formidable, dark, supernatural powers. The exact
nature of these powers varies by their choice of pacts. Not all devils and demons will offer every
pact, so depending on the evil entity, the choices may be limited. Some may be as ssmple asto
become smarter or more agile, or to gain material wealth, but others may offer pacts granting
such things asimmortality (usually a cursed form) or unlimited power (at avery heavy price to
the soul).

As such, demonologist channelers also gain Corruption and Depravity taint from using their pact
powers, not to mention the initial Corruption for making the pact in the first place.

Attempts to subvert such pacts are not uncommon, however, such trial to escape from contract
with these entities rarely ends well. Furthermore, as the goals of the energies to work are
intended to serve the being with whom the pact was forged, the channeler may occasionaly find
that the spell he castsis not as intended, but one put in its place to best serve the interests of his
source of power.

Such a being who finds the subject of a pact has turned against it will not hesitate to kill, torment
or otherwise inflict some horrible fate on the channeler who forswears his agreement with the
entity.

Benefit: Demonic beings will usually provide a great amount of power without hesitation, as
they expect you to use it on their behalf to achieve some purpose.

Downside: In exchange for this‘gift’, the Powers of Darkness form a pact with you. You
essentially become enslaved to their desires, and develop corruption and depravity when using
your abilities.

Supernatural Forces

These channelers tap into other supernatural entities, be them fallen angels, lesser-ascended
beings, dryads, powerful undead, sacred spirits, totem animal spirits, strange tribal “gods’ (rarely
actual deities), or other outsiders or extra-dimensional entities (except demons and devils). Their
powers reflect the spheres of their chosen entity, and they receive a partial boost in those spheres,
but all other spheres are hampered because the connection is less pure. They do not usualy have
any barred spheres however, and if they do, they are far fewer with less limitations than other
channelers.



Benefit: Aslong asyou are close to your source of power, asthey reside in your own
dimensional, your channeled powers become far more potent. If you arein extremely close
proximity, you may even be able to channel with lessened MEA expenditure, or channel in a
weak MEF without suffering the burn that would normally occur from alack of readily available
ambient ley-line MEF energy. You will aso be more-easily able to contact your source of power,
for the purposes of communion. These sorts of entities also often don’t care as much as actual
Deities as to how their power is used, aslong as you don’t continually go against their ethos.
Downside: The further away you travel, the less power you have, until many some spheres may
weaken to become non-functional, and it is possible to move too far away to establish any form
of conduit, and this have no spells available to you whatever.

Wor shippers

It is always wise to remember that the flow of power is bidirectional. Any being, even amortal,
that has worshipers (who may also be deities) receives a conduit of that energy as aresult of their
worshipers prayers, sacrifices and general focus of attention. Generally speaking, the more
worshipers an entity (even amortal entity) has, the greater the power available o them is going to
be.

This does not include people simply following the commands of aleader, or having agreat deal
of respect for the character, but only the true devotion and worship that a person would offer
their god. In fact, thisis part of the path a mortal may take towards becoming a god. In these
cases, the character must also execute his reasoning or Influence (in addition to his Willpower)
when casting spell, but he has fewer limitations (until he becomes a god and has to choose
spheres of influence).

Unfortunately, the power of the spells of such amortal channeler is often limited, as few mortals
can amass enough worshippers to power their magic to the same degree as a priest can.
Remember that most gods have billions of worshipers spanning many worlds and dimensions, so
amortal who wishes to pursue this path will be hard set indeed to compl ete with that level of
power.

These self-proclaimed deities (class name: Proclaimed) must work hard to achieve their goals,
and thus no character may start his career in the Proclaimed class, but rather he may take levels
in it only once he has amassed his worshiper base, consisting of no less than 1,000 worshipers.

All gods have class levelsin the Proclaimed template-class, and gods may receive worship from
other (lesser) gods. Worship directly from adeity is equal to half that deity’ s number of
worshipers, and this sort of power-communion can be (and has been) used to create a massive
amount of MEA focused towards a single goal by many deities acting in concert through one
deity, similar to aritual essence spell. This act permits asingle deity to use al the spheres of the
deities delivering their power to it as well, which that entity may direct toward its channelers as a
temporary set of additional spheres. This need not be global, and the deity in question can limit
the effects and power on a per-person and per-case basis; furthermore, the deity providing access



to the additional spheres may cut the connection if he finds that the use goes against his moral or
ethical beliefs.

Benefit: You gain your own spheres of power, and these are focused on your mentality and
personality. Y our spheres grow in power with the more worshipers you have in your service.
Downside: If you lose worshipers, you lose power: In such a chance that you lose all of your
worshippers, you will lose all of your power. Additionally, you will be required to work on
behalf of those who worship you, or they will turn elsewhere. The biggest risk may be ascension,
as you could become a deity and thus be unable to directly interact (e.g. interfere) with your
home dimension and will need to gain priests of your own to carry on. (In essence, unless the
D.M. wishesto permit an ascension-based game, you lose full control over the character and will
instead play a priest, using your original character to drive ‘direction’ to him.).



Friest

The priest is a channeler who directs his will, through the forces of his deity, into a spell.
The priest does not himself know all of the elements that go into the spell, but his deity
does, and thus he is channeling that spell from a divine source.

The divine source of a priest may be a god, or one of the angelic or the dark powers.
Priest who wish to create their own spells may attempt to do so, but they must offer the
concept to their deity for him to accept, with the final decision being up to that being (and
thus the spell must fall within the spheres of influence that that deity controls).

Game Rule Information:
Hit Die: d8
MEA/Level 1d8 per (Will Mod Bonus)

Mystic Affinity: Priests gain +1d10 to their Mystic Affinity score per each 4 levels.

Weapon and Armour Proficiency: priests are familiar with simple weapons and any
two other groups. They are proficient in light armor and may aso be proficient in
medium or heavy armour, depending on the nature of the power that they serve.

Spellcasting:

General: A Priest casts spells without limitations based on level or statistic-based
attributes. Aslong asthe Priest is aware of the spell and how to request (intone) it,
he may do so. Naturally, if the being that supplies his power is displeased with the
way in which the priest intends to use the spell, that being will refuse to channel
the power.

Any attempt to commit an act that goes against the teachings of the entity that the
priest deriveswill close his channel, blocking all access to spells until he atones
for his actions to the satisfaction of the entity that supplies his power.

Serving the Powers that Be: A priest isa servant of agod, or supernatural entity
of great power (deity) and must at all timesfollow in the teachings and philosophy
of hisdeity. If apriest strays too far from the path set forth by that entity or suffer
theloss of any and al of the powers and abilities that his deitiy grants him.

Gaining MEA Points: A priest gains 1d8 MEA per each +1 bonus of his
Willpower modifier. That is, apriest with aWillpower of 16 (+3) gains +3d8
MEA per each new level of experience.

Channeling Focus:. A priest uses a divine focus, upon which he concentratesin
order to establish the channel. Thisis usualy a holy symbol, but may be



something otherwise significant to the power from whom he receives the spell
power.

This symbol isusually aphysical object, such as apiece of jewelry, astaff, or a
weapon, but in rare cases it may be atattoo. In the case of the latter, it must be
large and clearly visible at all times. Often thisis afull torso tattoo that covers
his chest, arms, back, neck and head, in which case, the priest wears no clothing
on his upper body.

A priest’s channeling foci are admonished with religious symbols and traces of
verse relating to the power from which they receive their spellcasting ability.
Because of this, it is possible for the initiated to determine the precise nature of
the source of the priest’s power, but this requires close examination of the focus
and an appropriate Knowledge (Religion) or Knowledge (Supernatural) check
with a DC of between 15 and 30.

When casting some spells, it is not unusual for the focus to glow, pulsate, flash,
or otherwise illuminate for a brief time. Usualy, the more powerful the spell, the
more obvious the light source will be, from almost un-noticeable, to blatantly
obvious and visible in bright daylight.

The colour of the illumination will usually match the school of the spell that the
priest is channeling, but may also reflect the entity that is supplying it. Generally
speaking, good entities have a golden, green or white aura, and evil have a deep
blue, violet or red aura, while neutral entities have one of silvery hue.

Thisis not an absolute however, as (for example) spells from Aldus (the god of
time) would supply a golden aura, even though he is neither good nor evil.

Furthermore, the aura of the entity may only emit from the scriptures on the
focus, while the rest of the motif flashes with the aura colour of the spell.

MEA Costs: A priest’s spells use less MEA than their arcane counterparts, as
they are only partly derived from the channeler, with the deity supplying the rest
of the required force. The counterbalance to thisisthat a priest can only channel
spells alowed by his deity—those that fall within that being’ s spheres of
influence.

This means that a priest can cast more spells per day than some mages, but his
selection is more limited, and it is difficult for him to invent spells of his own.

Divine Channel (Connection): A priest derives his power from a direct
connection top the power that supplies his spells, which is commonly known as a



Divine Channel. Thisisimportant to note, as one any occasion that this
connection is unavailable, a priest cannot cast spells.

Situations may arise, such astransferal to another dimension or a different
universe that completely cut off the priest from his source of divine energy. In
such situations, a priest may attempt to forge a connection to another source,
assuming that there is a power with the same spheres of influence in his present
location.

There are some ramifications for forging such a connection: Some of the spells
that the priest would normally employ may be unavailable through the new
divine channel, and all of the priest’s spells may suffer an increased MEA cost,
due to the strain of channeling from an alien source.

Furthermore, the new source of power may require some form of sacrifice, or
may require that the priest perform some activity to prove his worth, before
granting spells of a certain degree (or any spellsat all).

DM Notes: In the case of a sacrifice, it may be material, or it could be a persona
sacrifice. The latter is often atest of worth, and the deity may entirely deprive
the priest of spells until it is achieved. Neither of these should be easy or
unchallenging, and in the case of the latter, it should involve role-playing, not
dice-rolling to complete.

The nature of the test or sacrifice should remain in keeping with the nature of the
deity (or entity) from whom the priest is attempting to power his spellcasting,
and in the case of darker or more evil entities, may be extremely taxing.

Generally during atest of faith, the entity will deny either all spells, or any spells
of 2 degree or higher to the priest, thus limiting his ability to overcome bad
situations by the good graces of that entity, until he proves his worth of such
assistance.

Even after passing any such qualifications to receive spells, the deity may still
impose an increased MEA cost until they are satisfied with the priest’s
performance in their service. This cost may be anywhere from +50% MEA to
+100% MEA per spell.

Servant of the Gods: To anyone who also worships the deity that the priest
serves, his effective Direct Influence rating is equal to his normal rating plus the
total number of levelsthat he hasin the Priest class. That is, a5 level Priest
with a Direct Influence rating of 13 would have an effective rating of 18 to any
follower of his deity. When he reaches sixth level, thisincreases to 19, but if he
takes anew level in another class, it does not stack with these bonuses.



Therefore a 4™ level priest, 39 level wizard would only gain a +4 bonus to his
direct influence rating towards followers of his deity, not a+7 bonus (i.e. not his
total levelsin both classes).
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The Shaman is a channeler who directs his will, through the forces of hisanimal totems
or tribal spirits (supernatural beings and/or ancestral spirits), into a spell. Like the priest,
Shamans do not know all of the el ements that go into the spell, but histribal spirits do,
and it isthey that construct and form the magical energies needed to shape his magic;
The Shaman merely begins the assembly process and requests the guidance of his tribal
spirits to do the rest.

Divine Source

Tribal spirits have limited spheres of influence, much like many of the Gods. It is
important for the Shaman to know not only the available spheres from his divine source,
but also any restrictions on their use.

If the Divine source is a supernatural being, such as a Genus Loci, the powers of the
Shaman are usually tied to that of the land, controlling the forces of nature. If the
shaman’ s divine source is ancestral spirits, his powers may be more mystical and
connected to the ancient mysteries, Ancestral spirits generally provide divination,
necromancy, abjuration and illusion abilities, whereas supernatural beings tend to
provide transmutation, conjuration, enchantment and (sphere) spells.

Note that these are types of spells (schools of magic) and not Spheres of Influence.

The spheres of influence provided, for example by aNiad (or a Nymph) would likely be
community, healing, control, water, enchantment, and beauty. A Driad on the other hand
would likely provide plants, growth, life, poisons & remedies, stealth and wisdom.

Those spheres from ancestral spirits can be anything, depending on the nature and
history of the tribe (or civilization). A good tribal exampleis. law, fire, healing and
nature,

Shaman’s have greater power in their own land (the land of their divine source, such as
the tribe’ sland or the homeland or graves of their ancestral spirits). Spells cast there take
half as much MEA points to cast and gain +50% to all variables.

Totem Spirit

Shaman’s of tribal origin may gain atotem spirit, as long as their divine source would
not object. As heincreasesin levels, histotem spirit gainsin power and he gains abilities
that compliment the nature of the shaman’ s totem spirit.

Totem Animal: Shamans with divine sources of supernatural nature often gain an
animal totem. This grants them certain bonuses to skills and they may summon their



totem animal in order to receive its aid. Further, as the shaman increases in power, he
gainsthe ability to assume the form of his totem animal.

At first level, the Shaman must select the animal family; or rather, an totem gnimal,
which is a spirit made manifest as flesh will seek out the Shaman. In truth, it is amutual
effort, as the will of the Shaman calls for his totem, and the totem that best representw
the Shaman responds to the call. The GM may require the Shaman to role-play this
experience, convincing the totem animal to accept the Shaman, and possibly the taming
of the animal | question. The animal totem best represents the iconic personality of the
Shaman, based on the personality of the Shaman... Use thistable as an example,
adjusting for the closest available species:

Lion: Strong, leader, courageous.

Owl: Wise, patient, secretive.

Serpent: Cold, curious, fast.

Bird (Sparrow/hummingbird/etc.): Freedom, gatherer/collector, wants children
Bird of Prey: Hunter, fearsome, keen-sighted.

Carrion Bird: Sy, isolationist/introverted, patient.

Rodent: Cunning, creative, close with family.

Lizard/small legged reptile:

Chameleon: Adaptive, fast, personable.

[ADDMORE]

Additionally, at first level, the Shaman can call this totem animal to him, which has
normal hit points for a creature of its size, and hit dice equal to those of the Shaman +3;
the animal will act on behalf of the wishes of the Shaman, and had human-level Mental
Attributes. The Shaman can freely communicate with the totem animal in his native
language, but not any additional languages that the Shaman has learned. Thisisa
verbal, not telepathic link, and thus the totem animal must be in range to hear the
Shaman speak.

The totem animal manifestation is not drawn from the surrounding environment,
and will appear in any location, even if no such animal is native there. Animals that
belong to groups, such as small birds, serpents and the like may manifest in differing
formsto best suit the environment. If the environment could not sustain the creature, it
will appear and give recognition, then disperse, so that the Shaman is aware that his
powers are not at fault. Slaying the manifestation disperses the totem spirit for the rest of
the day (until the next day cycle for the Shaman begins—A Shaman chooses whether his
daily cycle begins from: Sunrise, Sunset; or Morning or Evening Twilight, or Noon, or
Midnight—unless the Shaman in in avicinity where this occurrence is, perpetuating,
rare or impossible, such as near polar north un the winter, in space on aship, or in
another dimension. In this case, assume that every normal amount of time equal to one
day where the Shaman originatesis a day cycle, even if the normal sign that a new day
has begin is not readily indicated by the environment.



[DEFINE ANBILITIESHERE AND LIST THEIR ASSIGNED LEVELSPLUS AN
EXAMPLE LIST OF ANIMALS]

Spirit Guide: A shaman who receives power from ancestral spirits may gain a spirit
guide. Thismay be a small supernatural being, such asabrownie or it can be atrue
spirit, possible one of his ancestors, or even the spirit of his mentor (such as Obi Wan
appearing to Luke in Star Wars). He can call upon his spirit guide for wisdom, and to
assist in tasks.

[DEFINE ABILITIS GRANTED BY SPIRIT GUIDES AND CREATE AN EXAMPLE
LIST]

Game Rule Information:
Hit Die: d8
MEA/Level 1d8 per (Willpower M odifier Bonus)

Mystic Affinity: Shamans gain +1d10 to their Mystic Affinity score per each 4 levels.

Weapon and Armour Proficiency: Shamans are familiar with simple weapons and any
two other groups. They are proficient in light armor and may also be proficient in
medium or heavy armour, depending on the nature of the power that they serve.

Spellcasting:

General: A Shaman casts spells without limitations based on level or statistic-
based attributes. Aslong as the Shaman is aware of the spell and how to request
(intone) it, he may do so, aslong asit fallsin one of the spheres of influence of
his source of divine channeling power (the divine source). Naturally, if the
channel that supplies his power is displeased with the way in which the Shaman
intends to use the spell, that source will refuse to channel the power.

Any attempt to commit an act that goes against the teachings of the source or tribe
that the Shaman derives will close his channel, blocking all accessto spells until
he atones for his actions to the satisfaction of the source that supplies his power.

Serving the Powers that Be: A Shaman is a servant of the spirits, or supernatural
entity of great power (deity) and must at all timesfollow in the teachings and
philosophy of his source. If a Shaman straystoo far from the path set forth by that
source or suffer the loss of any and all of the powers and abilities that his source
grants him, including some or all of histotem abilities, although his totem guide
or animal may try to direct him back onto the correct path.



Gaining MEA Points: A priest gains 1d8 MEA per each +1 bonus of his
Willpower modifier. That is, a priest with a Willpower of 16 (+3) gains +3d8
MEA per each new level of experience.

Channeling Focus: A Shaman uses a divine focus, upon which he concentratesin
order to establish the channel. Thisis usualy atribal symbol, but may be
something otherwise significant to the power from whom he receives the spell
power.

This symbol is usually aphysical object, such as apiece of jewelry, astaff, or a
weapon, but in rare cases it may be atattoo. In the case of the latter, it must be
large and clearly visible at all times. Often thisis afull torso tattoo that covers
his chest, arms, back, neck and head, in which case, the Shaman wears no
clothing on his upper body.

A Shaman’s channeling foci are admonished with ancient symbols and intircater
designs relating to the power from which they receive their spellcasting ability.
Because of this, it is possible for the initiated to determine the precise nature of
the source of the Shaman power, but this requires close examination of the focus
and an appropriate Knowledge (Religion) or Knowledge (Supernatural) check
with a DC of between 15 and 30.

When casting some spells, it is not unusual for the focus to glow, pulsate, flash,
or otherwise illuminate for a brief time. Usualy, the more powerful the spell, the
more obvious the light source will be, from almost un-noticeable, to blatantly
obvious and visiblein bright daylight.

The colour of the illumination will usually match the sphere or the school of the
spell that the priest is channeling, but may also reflect the entity that is supplying
it. Generally speaking, good entities have a golden, green or white aura, and evil
have a deep blue, violet or red aura, while neutral entities have one of silvery
hue. Thisis not an absolute however, and should only b used as a guideline.

Furthermore, the aura of the entity may only emit from the scriptures on the
focus, while the rest of the motif flashes with the aura colour of the spell.

MEA Costs: A Shaman spells use less MEA than their arcane counterparts, as
they are only partly derived from the channeler, with the deity supplying the rest
of the required force. The counterbalance to thisis that a Shaman can only
channel spells allowed by his source—those that fall within that being’ s spheres
of influence.

This means that a Shaman can cast more spells per day than some mages, but his
selection ismore limited, and it is difficult for him to invent spells of his own.



Divine Channel (Connection): A Shaman derives his power from a direct
connection top the power that supplies his spells, which is commonly known as a
Divine Channel. Thisisimportant to note, as one any occasion that this
connection is unavailable, a Shaman cannot cast spells. Additionally, instead of
making a Spellcraft check (like a mage) the Shaman uses the skill Divine
Channel to cast spells. The Spellcraft skill is still used when deciphering,
creating or understanding magic, such as when attempting to determine the
nature of a magical aura.

Situations may arise, such as transferal to another dimension or a different
universe that completely cut off the Shaman from his source of divine energy. In
such situations, a Shaman may attempt to forge a connection to another source,
assuming that there is a power with the same (or similar) spheres of influencein
his present location.

There are some ramifications for forging such a connection: Some of the spells
that the Shaman would normally employ may be unavailable through the new
divine channel, and all of the Shaman’s spells may suffer an increased MEA
cost, due to the strain of channeling from an alien source.

Furthermore, the new source of power may require some form of sacrifice, or
may require that the Shaman perform some activity to prove his worth, before
granting spells of a certain degree (or any spellsat all).

DM Notes: In the case of a sacrifice, it may be material, or it could be a personal
sacrifice. The latter is often atest of worth, and the deity may entirely deprive
the Shaman of spellsuntil it isachieved. Neither of these should be easy or
unchallenging, and in the case of the latter, it should involve role-playing, not
dice-rolling to complete.

The nature of the test or sacrifice should remain in keeping with the nature of the
source (or entity) from whom the Shaman is attempting to power his
spellcasting, and in the case of darker or more evil entities, may be extremely
taxing.

Generally during atest of faith, the source will deny either al spells, or any
spells of 2 degree or higher to the Shaman, thus limiting his ability to overcome
bad situations by the good graces of that entity, until he proves his worth of such
assistance.

Even after passing any such qualifications to receive spells, the source may still
impose an increased MEA cost until they are satisfied with the priest’s
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performance in their service. This cost may be anywhere from +50% MEA to
+100% MEA per spell.

Spiritual Leadership: To anyone who also worships the same source that the
Shaman serves, his effective Direct Influence rating is equal to his normal rating
plus the total number of levelsthat he has in the Shaman class. That is, a 5" level
Shaman with a Direct Influence rating of 13 would have an effective rating of 18
to any worshipper of his source. When he reaches sixth level, thisincreases to
19, but if he takes a new level in another class, it does not stack with these
bonuses.

Therefore a 4™ level priest, 39 level wizard would only gain a +4 bonus to his
direct influence rating towards followers of his source, not a+7 bonus (i.e. not
histotal levelsin both classes).

Special Abilities
Divine Channel, Spirit Totem, Spiritual Leadership,
Basic Spheres, Channel Focus
+3 +3 +0 Bonus 0 Circle Wild
Slot, Magical Reverb
36%
+3 +3 +1 Magica Reverb 39%
Totem Animal
Spirit Guide
Slot, Magical Reverb
45%
+5 +5 +2 Magical Reverb 48%
+5 +5 +2 Magical Reverb 51%
Totem Spirit

6 +6 +3 Magica Reverb 57%

+7 +7 +3 Magical Reverb 60%
Additional Voluntary
Reverb Rall (2 rolls)

+7 +7 +3 Bonus 3 Circle Wild
Slot, Magical Reverb
63%

+8 +8 +4 Magica Reverb 66%

+8 +8 +4 Magica Reverb 69%

+9 +9 +4 Bonus 4" Circle Wild
Slot, Magical Reverb
2%

+9 +9 +5 Magica Reverb 75%



Additional Voluntary
Reverb Rall (3 rolls)

16 10 +10 +5 Magica Reverb 78%

17 +10 +10 +5 Bonus 5 Circle Wild
Slot, Magical Reverb
81%

18 +11 +11 +6 Magica Reverb 84%

19 +11 +11 +6 Magica Reverb 87%

20 +12 +12 +6 Bonus 6 Circle Wild

Slot, Additiona
Voluntary Reverb

Roll (3rolls)
Magica Reverb
90%
Scale of Balance: Priest and Shaman Abilities at each level:
Priest Shaman
1s: Wizard’ s Wand, Spell Matrix Divine Channel, Channeling Focus,

MFE Cost Reduction (-10%),
Spirit Totem, Tribal Land, Spheres
of Influence (2 max)

24 Wizard's Staff . Wizard's Signature Spiritual Leadership +1; Totem
Animal (Chosen & Summonable)

39 Arcane Secret, +1d10 M.A, Craft Scroll MFE Cost Reduction (-20%), Swift

Specialty, Specialty Signature

Counterspell

4 +1d10 M.A. +2 Reasoning Specialty Scroll
+1d10 M.A.

5t Forceful Magic, Mystic Craft, Long Life  Totem Animal (Communication &
Guidance), MFE Cost Reduction (-

30%)

Specialty Resistance +1
6™ Lasting Effect, Arcane Secret Speciaty Supreme, Lasting Specialty
T Improved Counterspell Lasting Effect
8 Improved Spell Matrix, +1d10 M.A. Spirit Guide, Specialty Variables
Boost,

+1d10 M.A.
o Arcane Secret, Permanent Effect Speciaty MEA Boost, Counterspell
100 Instant Spell, Mystic Craft Specidty Resistance +2, Long Life
11t Instant Counterspell Instant Specialty
12t Arcane Secret, +1d10 M.A. Specialty Perfection, +1d10 M.A.
13" Mystic Combat Improved Counterspell
14t Mystic Craft Pseudospecialty
150 Arcane Secret , Greater Counterspell Speciaty Resistance +3

16" +1d10 M.A, Enhanced Lifespan +1d10 M.A., Greater Specialty



17t
18th:
19t:
20th:

Greater Spell Matrix
Arcane Secret, Life & Death
Perfect Counterspell
Ultimate Mastery Matrix

Variables Boost
Instant Counterspell
Specialty Ultimate
Enhanced Lifespan
Speciaty Immunity



Druid

The druid is achanneler who directs hiswill, like priests through the forces of his deity,
into aspell, but can aso draw upon some essence magic. Druids gain only two of the
spheres of their deity, but they also gain all essence magic of the transmutation,
divination and enchantment schools..

Druids exist only in primitive cultures, and within their communities, they are masters of
the law, presiding over judgments, as well as orators of religion and philosophy, in
addition to providing augury and studying the positions and movements of the stars
(astronomy) and celestial bodies (astrology).

Hit Die: d6
MGE Die: d6
Skills: like rogue/bard/priest



Fsycl’ﬂc Groups
3.1.6 Pson
3.1.7 PsiSoldier
3.1.8 Psychic Intuitive (PsiHunter/Detective)
3.1.9 Psychic Burster (mod of Wilder & Burster)
3.2 Psy-Mystic
3.2.1 Meta-Alchemist Prestige Class



Adventurcr Classes

Aclvcnturcr Groups
Adventurer (Scoundrel, Diplomat, Swashbuckler, Bard)

Thc Scoundrcl

(Zoria Koguc AT\L}pC (l“ﬁs\

The Scoundrel is atalented and versatile character that puts his abilities to what society may
deem ‘nefarious’ purposes. Scoundrels do not have a singular progression of abilities by
character level, but instead, upon character creation, you will choose a tree/path for him, and
gain abilities from your selected path.

Game Rule Information:
Hit Die: d8
MEA/Level 1d8 per (Will Mod Bonus)

Character Ability Trees: When starting, you select atree and gain the 19-level ability listed
under that tree for your character. Asyou progressin levels, you can continue on the same path,
or branch out to a different path, picking up its 13-level abilities and progressing down it. You
can freely switch back and forth between paths, or pick up a new one, however you always start
each path at 1s-Stage.

The T rees/Faths for the Scoundrel are:

Path of the Miscreant (e.g. Gambler, beguiler, prostitute, con-artist, etc.) [20-Stages]
Path of the Thief (or Expert Treasure hunter, if you prefer...) [20-Stages]
Path of the Assassin (20-Stages)
Path of the Ninja [20-Stages] ** This may need to be its own class due to its involved
complexity?
Path of the Bard [20-Stages] ** Should this be its own class?
Path of the Acrobat [20-Stages] ** Maybe roll with Bard into...
Path of the Performer?

At 1% level, choose a path and progress down that chain. Each chain has special abilities of its
own. Y ou can change paths and start picking up abilities from another path starting at base 1. To
gain anew path, you must have proper experience or training; its somewhat like gaining a new
class, but it is atemplate of the (Rogue) class.



When you change paths, you halt progression in your former path and adopt the new path at
Base-1. Y ou can resume progression in your previous path(s) with no restriction, but you may
only gain one path ability per level.

Trees/Paths of the Scoundrel

Miscreant Tree

1 Stealth (Hide in Shadows), Honest open face (minor ability a-set) Reaction adjustment that
people are inclined to trust you., Brokering — Diplomacy and Bureaucracy (Miscreant)
Negotiations.

2 Backstab +1d6, Black Market Contacts, Luck of the Trade (Adds Luck modifier to [Range of
skills]) Feign Ignorance (Lower tier than Feign Incompetence) (2) (2), Seduction (Miscreant)
Natural ability for people to spot you if you choose to be noticed. Y ou get an automatic reaction
adjustment towards them. (Level 2)

3 [B] Bypass and disarm traps/devices (Traphandling — Should be something Better). Shady
Tactics, Direct Influence provides a bonus or penalty to use magic/psionic device, torture,
bureaucracy, diplomacy, intimidate, innuendo, and bluff. Miscreant should gain a high Direct
Influence over time. Possibly 1/stage or %2 (More likely) stages.

4 Backstab +1d6, +2 Intuition or Luck, Libra Tangelum (The thief gains a +1 bonus to appraise
per each level he has gained in the thief tree, however, this bonus may not exceed his skill ranks
in the appraise skill. This may only be used on tangible objects, and may be used to determine
Black Market value) Bewilder — The ability to confuse people just by speaking to them.
(Miscreant and Showman.) (More emphasis on Miscreant.), +2 Influence or Luck, Special ability
4/8/12/16/20, (Backstab +1d6)

5 Impromptu escape route. Escape from facilities, homes, areas, and other such — escape
surroundings/escape detection. Find away out of atight situation by making a spot, search, etc.,
Hide in Crowd, Feign Innocence (6) (5), Supernatural Charm 1, minor ability a-set: (Glib cover-
up: when amistake is made while attempting to speak with, or deceive someone, which upon
immediate recognition with a reasoning check, can be circumvented your error with rapid
communication.)

6 Backstab +1d6, Shady Tactics, Shared Influence: Allows you to share your Direct Influence
with one other associate.

7 [B] Specid ability to notice secret doors, compartments, etc.., Appraise mark (Miscreant)
Allows to you use appraise on a person to determine how hard it would be to hustle them., Shady
contacts: Criminal organization and black market contacts.

8 Backstab +1d6, Master of Unspoken Words (The Thief now gains a bonus equal to half his
Thief treelevelsto all of his Cryptology, Innuendo, and Law Checks), Feign Incompetence (10)
(8), Special ability 4/8/12/16/20, (Backstab +2d6), Scapegoat: This ability will give you the
ability to set up acrimein advance, with a predetermined scapegoat. The crime must be a petty
crime that can not be traced to you. A minimal evidence trail must lead to the Scapegoat.

9 Shady Tactics, Deceptive victory — 1/day/+1 bonus of your influence level, you may attempt to
convince an opponent that you have successfully trounced them, alternatively, you could use this
ability to perform a deception of similar nature in non-competitive circumstances to be defined.,
Shared Influence: Allows you to share your Direct Influence with one other associate., minor



ability a-set (Convince anyone: Y ou may now attempt Bluff, Bureaucracy, and diplomacy on any
target, even hostile targets, and treat them as Neutral (If Hostile), or Friendly (if Neutral).)

10 Backstab +1d6, Hide in Plain Sight, Long Con — Ability to plan out a strategic deception
(Miscreant), Supernatural Charm 2

11 [B] Feign Competence (14) (11), Discordant Argument: \When faced with a challenge that
you may not otherwise avoid you may make a Bluff check (DC=?-10+Targets HD+Intuition
modifier) or (make a bluff check that atarget must make a Will Save against, maybe at +10
bonus) to so bewilder and confuse their thought process that you may otherwise escape the
situation.

12 Backstab +1d6, Shady Tactics, Special ability 4/8/12/16/20, (Backstab +3d6), Shared
Influence: Allows you to share your Direct Influence with one other associate.

13 Friendly Fence — Permanent Good contact, that they sell to, and stuuff, Shady officia: a
permanent contact that can get them out of tough situations., minor ability a-set

14 Backstab +1d6, Feign Expertise (18) (14), Profiling To look someone over and deduce what
kind of lifestyle they have. Improvement to Appraise Mark.

15[B], Shady Tactics, Assence (The thief now has access to the supernatural assence skill,
however he must put ranks into it as normal.) Supernatural Charm 3, Shared Influence: Allows
you to share your Direct Influence with one other associate.

16 Backstab +1d6, Special ability 4/8/12/16/20, (Backstab +4d6), Patsy: Allows you to use our
Influence, Contacts, etc. to get you a Chum. Y ou can get the chum to do you afavor. The person
will basically walk dull-eyed into the situation that you have set up The Patsy is only applicable
for 1 situation. Only one patsy allowed at one time. Must beguile a patsy when attempting to
gain anew one.

17 Feign Profession (17), minor ability a-set (Immaculate Lie: 1/day/+1 Luck, you may tell alie
that is automatically believed by the recipient, and the lie is automatically believed by the
recipient, for 1 day/Scoundrel level or until it is disproved to the recipient beyond a shadow of a
doubt.)

18 Backstab +1d6, Shady Tactics, | am the Winner — Effects causality directly, so that
circumstances favor you, even if you are otherwise on the short end of the stick. Usable 1/day/+1
Luck modifier. This essentialy inverts causality for 1 action, so that whatever outcome your
opponent had is switched with yours., Shared Influence: Allows you to share your Direct
Influence with one other associate.

19[B], A new level over shady official; progression of 6/13/19/25. Fear not the Law. Y ou have
established enough connections, both in shady organizations and with unscrupulous individuals
in the government that you can escape the legal ramifications of most of your illegal and/or
unsavoury actions.

20 Backstab +1d6, Hide while Carefully Observed, Masterful Deceit (20), Supernatural Charm
4, Special ability 4/8/12/16/20, (Backstab +5d6)

Shady Tactics/ Deviations:

Ventriloquism

Instinctive Danger Awareness (Add Luck bonus to Intuition bonus when deducing if something
Is dangerous, such as when using Spot checks when observing Traps, Etc.)

Comprehensive sensory awareness (Mentat)



2 sides of the same coin. Cheater/Gamesmanship. One or the other. Gamesmanship is the ability
to outplay other people, and more easily read people that you are playing with. (Miscreant) Go
into chart.

Misdirect attention (Miscreant) Say... Multiple levels... Look over there, to distract somebody to
perform a slight of hand with a huge circumstance bonus to you, penalty to them. Go on Choose
your own thing. Maybe have both be a (General Scoundrel List).

Bullshit . (General Scoundrel List) A bonusto lying to anybody about your circumstances.
Bonusto conversation (Influence based) skills. (Miscreant)

Bonuses to deight of hand/charming people.
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Scientist

Scientists, as the name implies, are scholars dedicated to afield, or multiple fields of science.
They and not magic users normally, though they can be through multiclassing. Scientists can be
very versatile, and are very skilled at their field(s) of expertise.

Adventures: Scientists adventure to gain knowledge and expertise in what they enjoy. They
can be very valuable to assist a party in non-magical areas and in strategic planning.

Characteristics. Scientists are the most highly skilled of all adventurers, and they usually
concentrate on becoming absolute experts in their fields of practice. While not very useful asa
combat class, they have the most beneficial knowledge base of any party member. Scientists al'so
have a natural affinity for devices of technical nature, and indeed can build technological devices
that, while not magical in nature, can emulate almost any magical effect.

Alignment: Scientists dedicate themselvesto their field of expertise. The process of study of
complex concepts usually makes scientists tend to be more lawful then chaotic, though they are
very diverse and can be of any alignment.

Religion: Scientists usually dedicate themselvesto science and value religion little, though this
is often not true in religions where knowledge or logic are highly valued. Scientists often
worship Aldus, Haldor, and Jh'karr. Scientists that are also mages (or technomages) also often
worship Erevystanya.

Races: Humans, Elves and Gnomes are often the races most dedicated to science. Of all the
elves, the Noldor are the most likely to take to science asthey are the greatest in ingenuity and
craft.

Other Classes: A scientist’s attitude on their work often dictates their ability to work with
others. Some are very secretive and work poorly with others. Some often discuss their work in
vivid detail and can make other classes (usually those with little concern for science (such as
paladins, fighters, barbarians, bards, or clerics) uncomfortable around them, or even make others
despise their usually absolute logic.

Role: A scientist’srole can vary dramatically on their field of expertise. A weapons expert may
be very useful to a group of fighters, while an archaeologist can be overly useful to a group of
clerics and a chemist to a group of wizards. Scientists usually try to avoid direct combat
situations and prefer to resolve disputes using diplomacy rather than with steel.

GAME RULE INFORMATION

Scientists have the following game statistics:

Abilities: Intelligence provides the base for amost all of the scientist’ s skills, followed closely
by charisma and wisdom. A scientist is avery mentally involved character and valueslittlein
brute force, making strength and constitution nearly meaningless statistics. Dexterity comes into
play for many scientific devices and shouldn’t be easily overlooked. Physical beauty is often
overlooked: a scientist usually (though not always) values function over aesthetics. Scientists
that are very vain often plane very high values on not only their own physical beauty, but often
also that of their comrades (usually of a sexua nature).



Alignment: Any
Hit Die: d6

Class Features

All of the following re the class features of the scientist.
Weapon and Armour Proficiency: Two weapon groups.

Feat: A scientist may gain abonusfeat in place of a specia ability.
Base Attack Bonus and Saves. As Wizard.

Science Skills: many of the class-abilities of the Scientist enhance his scientific skills. The
following are the specific skillsthat are covered under this heading:

Alchemy

Applied Science (al)

Computers (all)

Demolitions (any)

Engineering (all)

Knowledge (all)

Use Scientific Apparatus

Enhanced Learning: At 2nd level and every two levels thereafter (4™, 6™, 8", etc.) a Scientist
gains one additional skill-point per level. Thisisacumulative effect: At second-level, the
scientist gains one extra skill point, at fourth-level he gains two extra skill points, at sixth-level
three extra skill points, and so on. The scientist may only use these skill points on science skills.

Specialty: At 1% level the scientist selects a specialty: Choose one of the following sets:
One Applied Science skill and a matching Knowledge skill or;

Alchemy and Knowledge (Alchemy) or;

One Computers Skill and a matching Engineering skill or;

One Applied Science skill and a matching Engineering skill.

From now on, you gain a+1 insight bonus on all checks made with the two selected skills.

Expanded Specialty: At (5th level and every (5) levels thereafter, you may select an additional
specialty, or enhance an existing specialty to a profound specialty. A profound specialty grants a
+3 insight bonus in place of the original +1 insight bonus.

Focused L earning: At 1s-level and every four levels thereafter, the Scientist selects one skill.
The selected skill must be a science skill. From now on, the scientist’s maximum ranks in that
chosen skill are hislevel +10, rather than hislevel +3.



On The Spot: At (5th) level, the scientist gains a +2 competence bonus to all tasks using his
science-based skills under pressure. He further gains a +2 circumstance bonusto finding a
technological or scientific solution to a problem when making an inspiration check. These
bonuses increase by +1 for every (4) levels beyond (5th)

Quirks: Perhaps due to their different approach to thinking, or their views on society, or the
impact of others on them, or alack of social intermixing, the stronger, and possibly
overwhelming persona of a Scientist is often—to other individual s—seen as somewhat flawed.
At 1% level, the Scientist chooses two quirks from the following list:

Arrogant: You think you are better than everyone else. Y ou are the smartest, most-skilled, and
best-suited to the task, whatever it may be and you don’t have a problem letting everyone know
this.

Boisterous: Y ou have atendency to draw attention to yourself—even unwanted attention. Y ou
are blunt and speak your mind, usually loudly, and often over-talk others.

Bombastic: Y ou speak and write in a pretentious manner that only fellow high-brows will
understand. You couldn’'t care lessif others don’t understand what you say, asif they want to
understand you, then they should pick up adictionary or otherwise further their education.
Braggart: You're aboaster. You like to show-off your work, and your opinions, whenever you
can. You like being praised, and seek any opportunity for the chance of such.

Driven: You are passionate, work hard, and give more thought to fulfilling your desires than
anything else.

Eccentric: You may dress oddly, have unusual hygiene (bad or good), and have a personality
that seems strange or alien to your fellows.

Introverted: Y ou have difficulty communicating with others, and like to keep to yourself; you
tend to be quiet.

Jovial: You liketo crack jokes, even if they are inappropriate or when others don’t find them
funny. Y ou may have a strange sense of humour (e.g. childish, morbid, etc.). You may try to
interject puns into regular conversation, or give anecdotal stories, but you try to lighten the mood
on aregular basis, and this may wear on the nerves of your fellows.

Melodramatic: Y ou over-react to your circumstances, and relay your emotions to others readily.
Moody: Y ou have atendency to be depressed or angered easily. Y ou let things weigh on you and
allow your own gloom and disgust at life to envelop others around you.

Obsessed: Y ou become focused on a single subject and won't stop until you’ re satisfied that you
are finished.

Paranoid: Others are out to get you, whether thisis your co-workers, allies, enemies (real or
imagined), the government (your government or that of another society) or aliens. Y ou tend to
keep things from public view, tell no more than you need, encrypt everything, and speak in
euphemisms or code-words.

Secretive: You like to keep to yourself, and when dealing with others, you may act or speak with
an air of mystery.

Timid: You wait until told to do things before doing them, never taking the lead. Y ou don’t often
voice your opinion, and let people boss you around.



Workahalic: Y our first thought in the morning isto start your tasks, and you get so sucked into
them that it’s hard to pull you away. Y ou tend to stay up late, after everyone else had finished for
the day, to continue perfecting whatever project you’ re working on completing. When you
complete one project, you either move right on to the next, or look for away to expand upon or
enhance the one you just finished.
Other: At the discretion of your GM, you may select another Quirk. The new Quirk should be in-
line with the effects and basis of those presented above.

The chosen quirks are part of the personality of the character, and may be mingled with those
derived from insanity, taint, or any other source. Quirks that the Scientist already hasin place
should be exaggerated by taint and sanity loss, whenever possible.

Study: At (6th) level and every (6) levels thereafter, the Scientist’s research into a
particular areayields fruit. Choose one of the following abilities:

1

Secret
New Knowledgef

Specia Talent'

Linguistics

Focusedt?

Mind Over Body™

Reasoning Combat

Details
Research has given the scientist
access to anew skill: He may add a number of ranks
equal to his reasoning modifier +1 to any new skill from
the following list:
Knowledge (any science)
Applied Science (any)
Engineering (any)
Craft (any)

Y ou may select one skill-feat and immediately add it to
your repertoire; no duration of study is required, though
it must affect a skill that you had prior to gaining this
level/ability

Y ou gain anew language with ranks equal to your
Knowledge modifier. This may be anormal language, a
machine language, a programming language, or any
other system of communication. Once you have the new
language, you may increase your ranks in it normally by
buying them with skill points.

Add your reasoning modifier to your Concentration skill.

Y ou may apply your Reasoning score madifier to your
fortitude savesin place of your Fitness modifier.

Y ou may now add your reasoning score modifier when
calculating weapon damage rolls. This replaces your
Muscle score modifier when applicable, and augments
weapon damage rolls from ranged weapons. (i.e.. If a
weapon uses your Muscle score modifier when
calculating damage, you use your Reasoning score
modifier instead; if the weapon does not use your
Muscle score modifier, you still add your Reasoning
score modifier to weapon damage rolls. Y ou must spend



one full-round in combat against any single opponent
before you can use this ability.
improve one that you already have by one step.

7 Mental Health'® Y ou may use your Reasoning score modifier in place of
your health modifier when calculating your Hit Point
adjustments.

8 Increased Sanity™ Y our sanity increases by 1d10.

9 Inspired Y ou may make one inspiration check or request per

gaming session without the need to spend an Action Die. r
10 Spontaneous Creativity Y ou may attempt to create a device of any kind using

your current skills, on the spot, even using improvised
tools with no penalty. This product may be flawed, or
have alimited duration of functionality (e.g. will burn-
out quickly), but you can build in in 1/10* the time
normally required to construct it under |aboratory
circumstances.

Strong Mind: At (7th) level, the Scientist may make checks under duress on any of his scientific
skills and may Take-10 on these checks without penalty.

Mental Improvement: The focus on learning expands the mind of a Scientist. At 5" level and
every (4) levelsthereafter, the scientist adds +1 to his Intelligence score; increase Reasoning and
Knowledge scores appropriately as normal.

Personal Field of Expertise: At 2™ level, the scientist selects four related scientific skillsas his
field of expertise. From this point onward, he may activate a critical success on these once per
gaming session without spending an action die, and the GM must spend two action dice to
activate a botch.

Wing & A Prayer: At (14") level, once per gaming session, when the situation is drastic, the
Scientist may try to improvise and use a Take-20 action on any of his science-based skills. This
special Take-20 action only takes the normal amount of time that the skill-check would typically
require. The player may activate this as a critical success asif he has rolled a natural-20, but
must declare he is using this ability before taking any action. The scientist gains an additional
use of this per gaming session at 19™ level.

Expertise: The Scientist is considered an expert in one chosen Scientific skill for the purpose of
teaching it to others. If heis already an expert (or higher status) in that skill, he advances to the
next tier of expertise.

Obscure Knowledge: At 11* level, due to involvement with amyriad of fields and subjects, the
Scientist can now make a special check Obscure Knowledge when he encounters something that

Is otherwise not covered by one of his known skills. The base of this check is 1d20 + %2 Scientist

Level + Knowledge Modifier Vs. the normal DC of the check. A Scientist may use hisWing & A
Prayer ability on this check.




Science Triumphs: Level 20 pinnacle ability.

1s: Quirks, Specialty, Focused Learning
2 Enhanced Learning (+1), Persona Field of Expertise
3 Expertise, On The Spot (+2)
4 Enhanced Learning (+2), +1d4 M.A., +1d5 P.A.
5t Mental Improvement (+1), Focused Learning, Expanded Specialty
6™ Enhanced Learning (+3), Study
T Expertise, On The Spot (+3), Strong Mind
g Enhanced Learning (+4) , Obscure Knowledge, +1d4 M.A., +1d5 P.A.
oh: Mental Improvement (+2), Focused Learning
10" Enhanced Learning (+5), Expanded Specialty
11%: Expertise, On The Spot (+3), Obscure Knowledge
12 Expanded Learning (+6), +1d4 M.A., +1d5 P.A., Study
13" Mental Improvement (+3), Focused Learning
14" Enhanced Learning (+7), Wing & A Prayer
150 Expertise, On The Spot (+3), Expanded Specialty
16" Enhanced Learning (+8), +1d4 M.A., +1d5 P.A.
17t Mental Improvement (+4), Focused Learning
18" Enhanced Learning (+10), Study
19t Expertise, On The Spot (+4), Wind & A Prayer (two per session)
200 Enhanced Learning (+10), +1d4 M.A., +1d5 P.A., Expanded Specialty, Science
Triumphs
3.2.15 Detective
3.2.16 Politician
Fower Classcs
3.2.17 Power Bard
3.2.18 Power ...
Gesta t Classes

3.2.19 Normal Gestalt Classes
3.2.20 Double Gestalt Classes
3221
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Section 4.0 “Ski”s and Languagcs”

Note on Skill Ranks: Some skills may be used untrained, but most skills require training (or
suffer from a penalty or inhibition when used untrained). A character with onerank in askill is
trained in that skill. Thisis different from other definitions, asfollows:

1 Rank — Trained

5 Ranks — Proficient

10 Ranks - Skilled

15 Ranks — Professional

20 Ranks — Expert

25 Ranks — Master

30 Ranks — Genius

40 Ranks — Legendary

Each level confersits own status upon the character. Thus, a character with 10 ranksin Craft
(Weapon) is a skilled weaponsmith and a character with 20 ranks in Spellcraft is an expert at
spellcraft. Sometimes, you must meet one of these criteriain order to perform a certain task. You
can also never teach more than you know, and you must be at least proficient in askill to teach it
to another character.



Combat Skills

Rather than using a Base Attack Bonus, characters in Zoriathat enter combat use a set of combat
skills and their defense skill to determine hits, misses, critical hits and botches.

When two characters engage in combat, the attacker rolls the most relevant combat skill (e.g.
Combat [Heavy Blades]) and the other character rolls his defense skill, or his parry skill,
depending on the situation. If the defending character has both Defense (or Parry) and the same
combat skill as his attacker, he gains a+1 insight bonus to his parry or defenserolls.

If defending, his defense roll must be higher than the attacker’ s combat roll to avoid taking a
blow. If parrying, hisroll must be equal to or greater than his attacker’ sroll, but when parrying,
you risk damaging your weapon and you risk your opponent disarming you.

All defense and parry skills are subject to your armor check penalty. Remember that in the Zoria
System, armour does not make it more difficult for your opponents to strike you, but rather the
opposite. Armour makes you an easier target, as it slows down your movements, but it affords
you damage reduction equal to its absorb rating, at least until it can absorb no more damage.

The combat skill groups are as follows:

Combat (Weapon Group): Thisisthe combat skill for its specific weapon group. Y ou may add
ranks to this skill asif it was any other kind of skill, but it isony a class skill for you if you have
the same Weapon Group Proficiency as the Weapon Group you' ve selected for this combat skill.

That is, if you have the following WGPs: Weapon Group Proficiency (Heavy Blades), Weapon
Group Proficiency (Bows), Weapon Group Proficiency (Chains & Flails), and Weapon Group
Proficiency (Basic), then you may add ranks to the following as if they were class skills:

Combat (Heavy Blades)
Combat (Bows)

Combat (Chains & Flails)
Combat (Basic)

Y ou may only add ranks to any other combat skill asif it was a cross-class skill, at least until you
gain aWGP for it, by training and spending afeat to learn that WGP.

Note: This may very well make it too difficult to master multiple weapons. Perhaps this should
be ssimpler and | should use broader weapon groups? Probably not, asit is difficult for one to
learn multiple styles of combat.

Combat (Hand to Hand): Anybody may learn this skill as a class skill. For normal characters, it
represents your ability to clobber an opponent with your hands and feet. Characters with Weapon
Group Proficiency (Martial Arts) deal greater amounts of damage when using Hand to Hand,
and do not draw attacks of opportunity from armed combatants.



(or: If you do not have the Weapon Group Proficiency that matches this combat skill, you suffer
a-4 penalty on your rolls.)

Dc{:cnsc

Defense breaks down into two groups of three separate skills:
Defense (Self) is you ability to protect yourself during hostile situations or while in combat.
Defense (Others) isyour ability to plan defense strategies for military campaigns.

When using defense in combat, you are attempting to evade blows more than parry them. This
leaves you more open to taking harm from your attacker, and thus you must have a Defense roll
higher than his Combat roll to avoid taking a blow.

Defense (Self) additionally does not allow for automatic disarm attempts.

Parry: The Parry skill allows you to attempt to directly block your foe' s attacks with your
weapon, spending less time evading them. To parry, your Parry roll must be equal to or higher
than your opponent’s combat roll. If your parry roll is greater than his combat roll by five or
more, you may attempt to disarm him as afree action. If you beat hisroll by 10 or more, you
gain a+2 bonus on your attempt to disarm and you may deal damage to his weapon, or you may
attempt an instantaneous riposte, gaining a new attack against that target, towards which your
opponent may either defend or parry, possibly gaining ariposte of his own; one person may have
only one riposte per segment per each +1 bonus of his Speed statistic. Thus, a character with a
speed of 16 (+3), may riposte at most three times per segment.

Y ou may only parry with asimilar weapon, or one capable or parrying his attack. Normally, the
same weapon types do not damage each other, but they may. Differently sized weapons, or
weapon of vastly different types may damage each other, or be crushed in an attempt to parry,
offer no protection or carry circumstance penalties (or bonuses) as the chart below indicates.

Weapon Differential Circumstances for Parrying
Insert Table Here

Martial Arts Defense Skills: Unlike other weapon styles, a character with amartial arts skill
may roll on that skill rather than on parry or dodge skills when in combat. Y ou can make an
opposed roll with the Combat (Martial Arts: HtH Style) or the Combat (Martial Arts: NW)
skill against that of your attacker in place of the normal defense/parry roll. If you do not have
the same style for hand-to-hand martial arts, you suffer a-4 penalty on your roll to avoid
taking a blow.



Basic Skins

This material is Open Game Content, and is licensed for public use under the terms of the Open
Game License v1.0a.

SKILL DESCRIPTIONS

This section describes each skill, including common uses and typical modifiers.

Skill Description Format

Skill Name ([KEY ABILITY]; TRAINED ONLY; ARMOR CHECK PENALTY; [CLASS
NAME] ONLY)

The skill name line includes the following information:

Key Ability: The abbreviation of the ability whose modifier applies to the skill check. Exception:
Speak Language has "None" listed as its key ability because the use of this skill does not require
a check.

Trained Only: If "Trained Only" is included in the skill name line, the character must have at
least 1 rank in the skill to use it. If it is omitted, the skill can be used untrained (with a rank of 0).
If any special notes apply to trained or untrained use, they are covered in the Special section (see
below).

Armor Check Penalty: Apply any armor check penalty to skill checks for this skill.

[Class Name] Only: The skill is exclusive to a certain class or classes. No character not of these
classes can take the skill. If omitted, the skill is not exclusive.

The skill name line is followed by a general description of what using the skill represents. After
the description are three other types of information:

» Check: What the character can do with a successful skill check, how much time it takes
to make a check, and the check's DC.

* Retry: Any conditions that apply to successive attempts to use the skill successfully. If
this paragraph is omitted, the skill can be retried without any inherent penalty other than
consuming additional time.

» Specid: Any extrafacts that apply to the skill, such as rules regarding untrained use, or if
this skill has asynergistic relationship with other skills, or benefits that certain characters
receive because of classor race.

THE SKILLS



Applied Science (Reasoning; Trained Only)
Note: You may abbreviate Applied Science as A.S. if needed.

Check: The character uses Applied Science to use his scientific knowledge (e.g. knowledge of a
specific scientific skill, such as physics or chemistry) for practical purposes. Examples such as
designing a particle accelerator or making a chemical formula or compound, or creating a
synthetic or constructed genome (or a modified genetic strand) use applied science.

The use of this skill requires materials and devices appropriate to the skill. Applied Science
(Chemistry) requires a chemical laboratory, whereas Applied Science (Electronic Engineering)
may require CAD tools, or physical components to assemble, as well as appropriate tools, like
soldering equipment.

Each Applied Science field (such as Physics, Mechanical Engineering, Temporal Mechanics,
etc.) is its own skill. You must place ranks into each separately, as with the Knowledge skill.
Additionally, the Knowledge skill is tied directly to Applied Science and all Applied Science
skills have a corresponding Knowledge skill, such as Knowledge (Electronic Engineering).

Check Time: Each Applied Science check takes a specific amount of time, as outlined in the
following table:

Reasoning Score Check Time
1-6 1d24 Hours
7-12 1d12 Hours
13-18 1d8 Hours
19-24 1d6 Hours
25-30 1d4 Hours
31-36 1d3 Hours
37-42 1d2 Hours
43-48 1d6 Turns
49-54 1d4 Turns
55-60 1d3 Turns
61-66 1d2 Turns
67-72 1d6 Rounds
73-78 1d4 Rounds
79-84 1d3 Rounds
85-90 1d2 Rounds
91-96 1d4 Segments
97-102 1d3 Segments
103-108 1d2 Segments
109-114 1-Segment

115-120 Y% Segment



Check DCs: There are two types of DCsinvolved with an Applied Science check. Thefirst isthe
Base Difficulty, which is the minimum check required to make any progress at all. The second,
and more important is the Total Difficulty, which isthe sum total required (over timeif needed)
in order to achieve the desired result. When using an Applied Science skill, a character makes an
initial check, which counts both towards the base and total difficulties. If the check exceeds the
base DC, they make progress towards the total DC. If their initial check exceeds both, then they
complete the check.

Every time a character makes an Applied Science skill check, they roll to determine how
long the check took based on their Reasoning score. Thus, a character with a Reasoning score of
17 rolls 1d8, and the check takes that many hours. If they make progress, or exceed the total DC
required, then they note either. Assuming they exceed the total DC required, the time they spend
completes the check.

If they meet the minimum base DC, but do not meet or exceed the total DC required, they
may continue to check, each time rolling to see how much time they spend on the check. Each
additional check (after theinitial check) adds to the total DC sum. Thus an Applied Science
check of 21, followed by an Applied Science check of 24 make atotal of 45.

Failure: When you are making any check towards a Total DC and fail to meet the Base DC on
any single check, the difference between that check and the Base DC is subtracted from the
present total you have accrued. That is, if the Base DC is 20 and you roll a19, you subtract 1
from your total. If you botch (roll anatural 1), the GM may activate that to subtract twice the
base DC from your total. If this would reduce your total to zero or less, then you critically botch
with adisaster of proportions related to the exact nature of your project.

If you fail your initial check by 5 or more, you are considered to have blundered with a negative
result of some consequence. If you botch on your initial check, the GM may activate your botch
for adisaster of proportions related to the nature of your check.

It is not required for a character to realize they have botched! A good player will role-play as if
they have made proper progress, and a player metagaming such a botch should be penalized with
the loss of one action die each time they metagame a botch. Similarly, a player who skillfully
portrays his character under these circumstances, or who turns a botch into something good (in
game, and in character, without metagaming it) should be awarded an action die for his acting
ability.

Group Work & Assistance: It is possible to make Applied Science checks as a group. Under
these circumstances, you must designate a group leader. That person makes the lead check each
time new progress can be made, and every other individual makes an assistance check. Those
assisting each check against the Base DC, and add a bonus (or penalty) to the lead check.

Each person assisting checks against the Base DC. Those who do so successfully add a
+2 bonus to the lead check, and an additional +1 bonus for every +5 beyond the base DC that
they score, plus their Reasoning score modifier.




Therefore, if the Base DC is 20, each check of 20-24 adds +2, plus the reasoning score
modifier of that person. If the DC is 20, and the person rolls a check of 25, they add +3; if they
roll a 30, they add +4, and an additional +1 for each five pointsthey roll. Similarly, if the Base
DC was 30, then acheck of 31 would bea+2, and a35 a+3, and a40 a+4.

They aso aways add their Reasoning modifier, whether positive or negative. Thus, if the
DC is 20, and a person with a Reasoning score of 16 rolls a 25, they add a +6 bonus to the lead
check: +3 for the 25 (5 over the DC) and +3 for their Reasoning score modifier. If Someone with
a Reasoning score of 8 was assisting, and rolled a 20, they add a +1 to the lead check (+2 for the
20 Base DC, and -1 for their Reasoning score modifier.

If a person assisting fails by five or more, they instead subtract from the base result.
Compare their check result with the base DC, and subtract the difference from the lead check.
Thus, if the base DC is 20 and they roll an 11, subtract 9 from the lead check.

A team may work as fast as each individual can check. If one person isrolling every
segment and another every 1d4 hours and athird every 1d6 rounds, each may make checks as
soon as they are able to add to the lead check. Total the lead check either every day and add this
to the Total DC Sum, or total the check at the longest period of time that any single person on the
team requires. That is, in the above example, you could add the check tot he Total DC Sum every
1d4 hours (whatever that person rolls). If you add a fourth person that rolls every 1d8 hours, his
check might take longer. Whomever rolls the longest time-period sets the basis of the Totaling
DC Period. If the person who rolls 1d8 rolls a 2, and the person who rolls 1d4 rolls a 3, then you
still sum the result every three hours. People may continue to check to add to the assistance as
frequently asthey are permitted during that time.

Thus, a person that can check every round may do so, adding an additional bonus to the
Total DC every round, summed at the end of that three-hours. Thereafter, everybody rolls again
to determine the length of time of the next check.

Group work of this nature is less-efficient than singular stacking of checks due to division
of labour, and the potential for overlap.

Surpassing the Total DC and Time If you surpass the Total DC, whatever percentage over the
Total DC that your check result generates is deducted from the time required. Thus, if the Total
DCis 100, and your check is 106, the time you spend is reduced by 6%. Should you exceed the
Total DC by the amount of the Total DC (e.g. a Total DC of 40 and a check of 80), your time
spent is dropped by one increment, as if you had a higher Reasoning score. Each time your Total
check surpasses the Total DC by one span (e.g if the Total DC is 40, each span is 40, so a check
of 80 exceeds it by one span, and a check of 120 exceedsit by two spans), you drop one
additional time bracket asif your reasoning score was six-points higher than it actually is.

Therefore, if you would normally roll 1d8-hours on your Applied Science check, and beat
the Total DC by one span, you instead roll 1d6-hours; if you beat that check by two spans, you
roll 1d4-hours, and so on.

M etaaconcert When a group is linked telepathically via a metaconcert (or similar ability that
shares intellect, skill and knowledge), each character joined in the telepathic metconcert rolls
1d20. Totl these d20 rolls, then add to this the total sum the Reasoning score modifiers of each
participating character, and then add to this the sum of all skill ranks of each participating



character for the most applicable Applied Science skill, treating characters without the required
Applied Science skill as having zero ranks, but asif they were trained, due to sharing the skills
with the group), plus any additional applicable bonuses.

When rolling for time, first total the Reasoning cores of all the charactersinvolved. This
IS the Reasoning score of the metaconcert. This method allows for absurdly-fast, purely mental
development of sciences.

When in ametconcert, additional checks are added to the Total DC asiif asingle person
was making the checks.

Difficulties: The base and total difficulty are set using the following bases and circumstantial
modifiers:

Base Difficulty

Project Type Base DC
Easy Project 10
Somewhat Complex 15
Moderately Complex 20
Complex 25
Very Complex 30
Extremely Complex 35
Severely Complex 40
Absurdly Complex 50
Close to Impossible 60

Total Difficulty

Easy Project 20
Somewhat Complex 30
Moderately Complex 40
Complex 50
Very Complex 80
Extremely Complex 120
Severely Complex 250
Absurdly Complex 500
Closeto Impossible 1000
Modifiers

The modifiers below areillustrated and expressed with avalue, an slash and avalue (e.g.
+5/+25). Thefirst value (i.e. +5) iswhat you apply to the Base DC, and the value after the dlash
(i.e. +25) iswhat you apply to the Total DC.

Conceptual Modifiers
A totally new idea, not based on any existing concept: +5/+100




Alien Technology/Xenotech/Science (without having Knowledge: Xenotechnology, Xenobiology,
etc. skills): +5/+25

Unfamiliar Technology/Science: +5/+20

Very-familiar concept, device or science (e.g. something you do often): -5/-20

Building something from existing blueprints or formulae: -5/-20

Requires a Knowledge skill that you do not have: +5/+30

Each failed (and required) Knowledge Check +10/+50

Each required Knowledge check failed by 5 or more: +20/+1007

Required Knowledge not available in this location or is otherwise unheard-of to you. +35/+5007
Each Botched required Knowledge check: +50/+10007f

(This represents the possibility to plod on after failing a Knowledge check without doing further research by
experimenting in order to develop the required knowledge.)

Tools, Equipment and Materials Modifiers

Working without proper tools, but with tools barely adequate (substandard tool s/equi pment):
+10/+50

Working without any proper tools, and tools on hand need to be modified to be useful:
+20/+100*

Working with substandard/inferior materials or parts. +10/+50

Working with parts or materials other than what is actually needed: +20/+100* *

Working in an unsuitable, or distracting environment: +5/+40

Project requires tools that you do not have, and you elect to work without them: +30/+200
Superior Tools or Materias:. -5/-50

Extremely-Advanced Tools or Materias: -10/-100* **

Personal M odifiers
Working whiletired: +5/+0
Working whileill: +10/+0

*This replaces and overlaps, but does not stack with "Working without proper tools, but with tools barely adequate (substandard
tools/equipment).”.

**This replaces and overlaps, but does not stack with "Working with substandard/inferior materials or parts' and "Working
without proper tools, but with tools barely adequate (substandard tool s/equipment).'.

***This replaces and overlaps, but does not stack with 'Superior tools and/or materials. Extremely-Advanced meaning devices
such as programmable material synthesizers, psychic tools, A.l. (10+) or Computer Power (40+) guidance, etc.'

+This replaces and overlaps, but does not stack with 'Each failed (and required) Knowledge Check'.

+1This replaces and overlaps, but does not stack with 'Each required Knowledge check failed by 5 or more' and 'Each failed (and
required) Knowledge Check'.

Tech Level Modifiers

Note: Tech-level modifiers are always calculated last, after all other modifiers have been
considered and applied

+1 Tech Level above your accustomed: +5/x2 to al difficulties

Each +1 Tech Level above that +5/+1x (e.g. +2 Tech Levelsisa+10/x3, and +3 Tech Levelsisa
+15/x4)




-2 Tech levels below what your accustomed: +5/x2 to all difficulties

Each -1 Tech Level below those two +5/+1x (e.g. -3 Tech Levelsis a+10/x3, and -4 Tech Levels
isa+15/x4)

(That is, if you are used to working with Tech-13 science, and re working on atech-14 project, you add +5 to the
Base DC and double the Total DC. If you were working on a Tech-15 project, you would add +15 to the Base DC
and quadruple the total DC. Likewiseg, if you are accustomed to Tech-13 science and work on a project from tech-11
era sciences, you add +5 to the Base DC and double the Total DC, and if you work with a Tech-10 project, you add
+10 to the Base DC and triple the Total DC. This represents the forgetting of older techniques, ides and concepts
after the long periods of time when sci3nce evolves that impede working with older Tech-Level sciences, and the
difficulty in working with something beyond and above the Tech-Level of your culture.)

Applied Science Types

Alchemy: The creation and activation of alchemic arrays. Operates on Knowledge (Alchemy),
Knowledge (Biology), Knowledge (Chemistry), Knowledge (Geology), Knowledge (Physics)
Knowledge (Electronics), Knowledge (Mechanical), Knowledge (Quantum Mechanics),
Knowledge (Quantum Mathematics), Knowledge (Xenotech), Knowledge (Xenocomputers),
Knowledge (Xenobiology), Knowledge (Xenochemistry), Knowledge (Dimensional Physics),
Knowledge (Dimensional Elements), Knowledge (Temporal Field Physics), Applied Science:
Engineering (Any), and craft (Any).

Anthropology & Archaeology: Excavation and investigation of ancient cultures and people;
examination of other cultures, including living cultures. Operates on: Knowledge
(Anthropology), Knowledge (Archaeology), Knowledge (Ancient History), Knowledge (History),
Knowledge Mythology & Lore), Knowledge (Geography), Knowledge (Architecture).
Chemistry: The creation of chemical compounds. medicines, explosives, etc., including
nanochemical design and custom atomic structures, and subatomic chemistry. Operates on:
Knowledge (Biology) Knowledge (Chemistry), Knowledge (Medicine), Knowledge (Physics),
Knowledge (Quantum Mechanics), Knowledge (Temporal Field Mechanics), Knowledge
(Dimensional Physics), Knowledge (Xenobiology), Knowledge (Xenochemistry).

Finance, Economics & Accounting:

Engineering: Civil: Covesfrom the design and layout of cities, to building star-empires. Layout
of living areas and society modeling/structuring. Operates on Knowledge (History), Knowledge
(Ancient History), Knowledge (Architecture), Knowledge (Psychology), and other applicable
skills.

Engineering: Electronic/M echanical: The creation of blueprints, schematics and finished
electrical, electronic and mechanical devices of any scale, from the nano to the macro. Chemical
nanites apply to this skill as qually as designing a car or a space-station or battleship. Operates
on: Knowledge (Physics) Knowledge (Electronics), Knowledge (Computers), Knowledge
(Mechanical), Knowledge (Quantum Mechanics), Knowledge (Quantum Mathematics),
Knowledge (Xenotech), Knowledge (Xenocomputers), Knowledge (Dimensional Physics),
Knowledge (Dimensional Elements), Knowledge (Temporal Field Physics), Applied Science:
Engineering (Any), and craft (Any).

Engineering: Genetic: The modification, ateration, augmentation, splicing and even the design
of genetic code. Y ou can use this for anything from modifying a microbe or plant up to designing
a custom species, including viral special al the way up to advanced, sentient life. It isalso
possible to use this to augment existing life forms, or design something more-advanced than
yourself. Operates on: Knowledge (Biology), Knowl edge (Xenobiology), Knowledge (Medicine),




Knowledge (Chemistry), Knowledge (Physics), Knowledge (Quantum mechanics), Knowledge
(Temporal Field Physics), Knowledge (Genetics)

Engineering: Techno-Mystic: The engineering of mystical devices that blend magic and
technology; blending technology an mystic powers, or developing technology to augment,
generate or replicate mystic/magical powers or augment mystic potential. Operates on:
Knowledge (Arcana), Knowledge (Occult), Knowledge (Weird), Knowledge (Dimensional
Physics), Knowledge (Dimensional Elements), Applied Science (Mystic Theory), Spellcraft,
Knowledge (Electronics), Knowledge (Computers), Knowledge (Mechanical), Knowledge
(Quantum Mechanics), Knowledge (Quantum Mathematics), Knowledge (Xenotech), Knowledge
(Xenocomputers), Knowledge (Dimensional Physics), Knowledge (Dimensional Elements),
Knowledge (Temporal Field Physics), Applied Science: Engineering (Any), and Craft (Any)..
Engineering: Techno-Psychic: The design, blueprinting, engineering, and construction of
psychic technology; blending technology an psychic powers, or devel oping technology to
augment, generate or replicate psychic/psionic powers or augment psychic potential. Knowledge
(Psionics), Knowledge (Occult), Knowledge (Weird), Knowledge (Dimensional Physics),
Knowledge (Dimensional Elements), Psycraft, Knowledge (Electronics), Knowledge
(Computers), Knowledge (Mechanical), Knowledge (Quantum Mechanics), Knowledge
(Quantum Mathematics), Knowledge (Xenotech), Knowledge (Xenocomputers), Knowledge
(Dimensional Elements), Knowledge (Temporal Field Physics), Applied Science: Engineering
(Any), and Craft (Any).

Engineering: Structural: The design of large-scale structures, such as buildings, vehicles, space
vessels, etc.

Medicine: General: Medical procedures on living (or non-living) entities, such as surgery, or
advanced healing techniques, autopsies, diagnosis of the cause of symptoms, selection and
administration of drugs and treatments, etc. Operates on: Knowledge (Biology), Knowledge
(Xenobiology), Knowledge (Medicine), Knowledge (Chemistry), Knowledge (Physics),
Knowledge (Quantum mechanics), Knowledge (Temporal Field Physics), Knowledge (Genetics)
M edicine (Specialized): A named specialization, such as (INSERT)

M athematics. Development of new mathematical formulae and solving equations. Operates on:
Knowledge (Quantum Mathematics), Knowledge (Time), Knowledge (mathematics), and
Knowledge (Temporal Field Physics).

Mystic Theory: Mystical sciences research, to develop new mystical concepts, or to wor
towards a new mystical device. Operates on: Knowledge (Arcana), Knowledge (Occult),
Knowledge (Weird), Knowledge (Dimensional Physics), Knowledge (Dimensional Elements),
Knowledge (Quantum Mechanics), Knowledge (Quantum Mathematics), Knowledge (Xenotech),
Knowledge (Xenocomputers), Knowledge (Dimensional Physics), Knowledge (Dimensional
Elements), Knowledge (Temporal Field Physics), and Knowledge (Time).

Physics: The creation of proof of Newtonian physical laws, or new formulations in the field of
physics. Operates on: Knowledge (Physics), Knowledge (Quantum Mechanics), Knowledge
(Time), and Knowledge (Temporal Field Physics).

Quantum M echanics: The development of quantum mechanics theories, or similar theories or
the proving of such theoriesinto laws. Operates on: Knowledge (Quantum Mechanics),
Knowledge (Time), and Knowledge (Temporal Field Physics).




Quantum Mathematics. The development of new quantum mathematical formulae and
equations; solving such equations. Operates on: Knowledge (Quantum Mathematics), Knowledge
(Time), Knowledge (mathematics), and Knowledge (Temporal Field Physics).

Temporal Field M echanics. The development of equations, physical laws, and concepts in the
fields of temporal mechanics, surpassing quantum mechanics and quantum mathematics, such as
'‘Unified Field Theory', or proving such as fact instead of theory.

Alchemy (Reasoning; TRAINED ONLY)

Check: The character uses the Alchemy skill in order to actiate a transmutation circle array. The
difficulty is baed on the degree of the array, and based on additional circumstantial factors. The
alchemy skill is also used to devise new transmutation circle arrays, much like devising new
spells. This can take anywhere from a few minutes to years of research, based on whether the
array is completely new, based on an existing array, derived from already known arrays, or is
very complex. Arrays that have never been done before, for which you have little or no reference
material require long-term study and experimentation.

The DM may also allow an alchemist to perform other tasks related to alchemy via this skill.
Note that most uses of the alchemy skill also require the Knowledge (Alchemy) skill, as well as
other scientific skills such as Knowledge (Physics) and Engineering to perform.

Task DC Notes
Create Array 20 + Degree of Transmutation Array
" based on Known Array 15 + Degree of Transmutation Array

Retry: Yes, but in the case of making items, each failure ruins the half the raw materials needed,
and the character has to pay half the raw material cost again. For identifying substances or
potions, each failure consumes the cost per attempt.

Special: The character must have alchemical equipment to make an item or identify it. For
identifying items, the cost represents additional supplies the character must buy. Purchasing and
maintaining an alchemist's lab grants a +2 circumstance bonus to Alchemy checks (from the
favorable condition of having the perfect tools for the job) but does not affect the cost of any
items made using the skill.

Animal Empathy (Influence; TRAINED ONLY; BREHBRANGER-ONLY)

Check: The character can improve the attitude of an animal with a successful check. To use the
skill, the character and the animal must be able to study each other, noting each other's body
language, vocalizations, and general demeanor. This means that the character must be within 30
feet under normal conditions.

Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it
might take more or less time.



This skill works on animals. The character can use it with a —4 penalty on beasts and magical
beasts.

Retry: As with attempts to influence people, retries on the same animal generally don't work (or
don't work any better), whether the character has succeeded or not.

Appraise (Reasoning)

Check: The character can appraise common or well-known objects within 10% of their market
value or cost to create (DC 12). Failure means the character estimates the value at 50% to 150%
of actual value. The DM secretly rolls 2d6+3, multiplies by 10%, multiplies the actual value by
that percentage, and tells the character that value for the item. (For a common or well-known
item, the character's chance of estimating the value within 10% is fairly high even if the
character fails the check—in such a case, the character made a lucky guess.)

Rare or exotic items require a successful check against DC 15, 20, or higher. If successful, the
character estimates the value at 70% to 130% of its actual value. The DM secretly rolls 2d4+5,
multiplies by 10%, multiplies the actual value by that percentage, and tells the character that
value for the item. Failure means the character cannot estimate the item's value.

A magnifying glass gives a +2 circumstance bonus to Appraise checks involving any item that is
small or highly detailed, such as a gem. A merchant's scale gives a +2 circumstance bonus to
Appraise checks involving any items that are valued by weight, including anything made of
precious metals. These bonuses stack.

Appraising an item takes 1 minute.
Retry: Not on the same object, regardless of success.

Special: If the character is making the check untrained, for common items, failure means no
estimate, and for rare items, success means an estimate of 50% to 150% (2d6+3 times 10%).

Assess Situation (Intuition;, TRAINED ONLY)

You use the Assess Situation skill to deduce from a situation, methodology to turn it to your
advantage. This is a key swordmaster skill, used for many swordmaster class abilities but is
available to any class.

Astrogation (Ingelligence)

Autohypnosis (Willpower; TRAINED ONLY)
Check: The DC and effect depend on the task attempted.

Task DC
Resist fear 15
Memorize 13



Ignore caltrop wound 13
Tolerate poison Poison’s DC
Willpower 15

Resist Fear: In response to a fear effect, the character can make an Autohypnosis check on his or
her next round even if overcome by fear. A successful check grants another saving throw with a
+4 morale bonus to resist the fear effect.

Memorize: The character can attempt to memorize along string of numbers, along passage of
verse, or other particularly difficult piece of information (but can’t memorize magical spellsor
similarly exotic scripts). Each successful check allows the character to memorize up to 800
words (or strange sigils or numbers that would fill one piece of regular parchment, though
multiple checks allow the character to remember multiples of 800). A character always retain
this information; however, he or she can only recall it with another successful Autohypnosis
check.

Ignore Caltrop Wound: If the character is wounded by stepping on a caltrop, hisor her speed is
reduced to one-half of normal. A successful Autohypnosis check removes this movement penalty
for aperiod of 10 minutes. The wound doesn’t go away—it isjust ignored through self-
persuasion.

Tolerate Poison: In response to being poisoned, the character can make an Autohypnosis check
on hisor her next action. A successful check grants a+4 morale bonus on the saving throw to
resist the poison’s secondary damage.

Willpower: If reduced to O hit points (staggered), the character may make an Autohypnosis
check. If successful, he or she can take anormal action while at O hit points without taking 1
point of damage. The character must make a check for each strenuous action taken. A failed
willpower check carries no penalties other than failure—the character can choose not to take that
strenuous action. If the character does so anyway, he or she drops to —1 hit points.

Retry: See above.

Balance (Balance;, ENCUMBRANCE PENALTY APPLIES)

Check: The character can walk on a precarious surface as a move-equivalent action. A successful
check lets the character move at half the character's speed along the surface for 1 round. A failure

means that the character can't move for 1 round. A failure by 5 or more means that the character
falls.

The difficulty varies with the surface:

Surface DC
7-12 inches wide 10
2—-6 inches wide 15
Less than 2 inches wide 20
Uneven Floor 10
Surface Angled +5%
Surface Slippery +5*

*Cumulative; if both apply, use both.



Being Attacked while Balancing: Attacks against the character are made as if the character were
off balance: They gain a +2 attack bonus, and the character loses any Dexterity bonus to AC. If
the character has 5 or more ranks in Balance, then the character can retain the Dexterity bonus to
AC (if any) in the face of attacks. If the character takes damage, the character must make a
checkxpneecrr

again to stay balanced.

Accelerated Movement: The character can try to walk a precarious surface more quickly than
normal. If the character accepts a —5 penalty, the character can move at normal speed as a move-
equivalent action. (Moving twice the character's speed in a round requires two checks.)

Special: If the character has 5 or more ranks in Tumble, the character gets a +2 synergy bonus on
Balance checks.

Bluff (Influence)

Check: A Bluff check is opposed by the target's Sense Motive check. Favorable and unfavorable
circumstances weigh heavily on the outcome of a bluff. Two circumstances can weigh against
the character: The bluff is hard to believe, or the action that the target is to take goes against the
target's self-interest, nature, personality, orders, etc. If it's important, the DM can distinguish
between a bluff that fails because the target doesn't believe it and one that fails because it just
asks too much of the target. For instance, if the target gets a +10 bonus because the bluff
demands something risky of the target, and the Sense Motive check succeeds by 10 or less, then
the target didn't so much see through the bluff as prove reluctant to go along with it. If the target
succeeds by 11 or more, he has seen through the bluff (and would have done so even if it had not
entailed any demand on him).

A successful Bluff check indicates that the target reacts as the character wishes, at least for a
short time (usually 1 round or less) or believes something that the character wants him to believe.

A bluff requires interaction between the character and the target. Creatures unaware of the
character cannot be bluffed. A bluff always takes at least 1 round (and is at least a full-round
action) but can take much longer if the character tries something elaborate.

Feinting in Combat: The character can also use Bluff to mislead an opponent in combat so that
he can't dodge the character's attack effectively. Doing so is a miscellaneous standard action that
does not draw an attack of opportunity. If the character is successful, the next attack the character
makes against the target does not allow him to use his Dexterity bonus to Armor Class (if any).
This attack must be made on or before your next turn. Feinting in this way against a
nonhumanoid is difficult because it's harder to read a strange creature's body language; the
character suffers a —4 penalty. Against a creature of animal Intelligence (1 or 2) it's even harder;
the character suffers a —8 penalty. Against a nonintelligent creature, it's impossible.



Creating a Diversion to Hide: The character can use Bluff to help the character hide. A
successful Bluff check can give the character the momentary diversion the character needs to
attempt a Hide check while people are aware of the character.

Retry: Generally, a failed Bluff check makes the target too suspicious for a bluffer to try another
one in the same circumstances. For feinting in combat, the character may retry freely.

Special: Having 5 or more ranks in Bluff gives the character a +2 synergy bonus on Intimidate
and Pick Pocket checks and a +2 synergy bonus on an Innuendo check to transmit a message.
Also, if the character has 5 or more ranks of Bluff, the character gets a +2 synergy bonus on
Disguise checks when the character knows that the character is being observed and the character
tries to act in character.

Bureaucracy (Influence; SOCIAL STATUS & DIRECT INFLUENCE APPLY)

You use the Bureaucracy skill to navigate the sticky red-taped entwined circles of politics,
including military affairs.

Channel Energy (Willpower TRAINED ONLY)

You use the Channel Energy skill to draw energy from a divine channel, or other mystic conduit,
such as one provided by some items. This is the channeling compliment to the Spellcrafi skill
used by essence magicians (although a channeler can still use spellcraft to create or identify
spells). The channeler uses the channel energy skill when casting spells, with a DC as outlined
below.

Climb (Muscle & Balance; ENCUMBRANCE PENALTY APPLIES)

Check: With each successful Climb check, the character can advance up, down, or across a slope
or a wall or other steep incline (or even a ceiling with handholds) one-half the character's speed
as a miscellaneous full-round action. The character can move half that far, one-fourth of the
character's speed, as a miscellaneous move-equivalent action. A slope is considered to be any
incline of less than 60 degrees; a wall is any incline of 60 degrees or steeper.

A failed Climb check means that the character makes no progress, and a check that fails by 5 or
more means that the character falls from whatever height the character has already attained.

A climber's kit gives a +2 circumstance bonus to Climb checks.

The DC of the check depends on the conditions of the climb.

DC Example Wall or Surface

0 A slope too steep to walk up. A knotted rope with a wall to brace
against.

5 A rope with a wall to brace against, or a knotted rope, or a rope
affected

by the rope trick spell.



10 A surface with ledges to hold on to and stand on, such as a very

rough wall
or a ship's rigging.
15 Any surface with adequate handholds and footholds (natural or
artificial),
such as a very rough natural rock surface or a tree. An unknotted
rope.
20 An uneven surface with some narrow handholds and footholds, such as a
typical wall in a dungeon or ruins.
25 A rough surface, such as a natural rock wall or a brick wall.
25 Overhang or ceiling with handholds but no footholds.
— A perfectly smooth, flat, vertical surface cannot be climbed.
-10* Climbing a chimney (artificial or natural) or other location where
one
can brace against two opposite walls (reduces DC by 10).
-5* Climbing a corner where the character can brace against perpendicular
walls (reduces
DC by 5).
+5% Surface is slippery (increases DC by 5).

*These modifiers are cumulative; use any that apply.

Since the character can't move to avoid a blow while climbing, enemies can attack the character
as if the character were stunned: An attacker gets a +2 bonus, and the character loses any
Dexterity bonus to Armor Class.

The character cannot use a shield while climbing.

Any time the character takes damage while climbing, make a Climb check against the DC of the
slope or wall. Failure means the character falls from the character's current height and sustains
the appropriate falling damage.

Accelerated Climbing: The character tries to climb more quickly than normal. As a
miscellaneous full-round action, the character can attempt to cover the character's full speed in
climbing distance, but the character suffers a —5 penalty on Climb checks and the character must
make two checks each round. Each successful check allows the character to climb a distance
equal to one-half the character's speed. By accepting the —5 penalty, the character can move this
far as a move-equivalent action rather than as a full-round action.

Making the character's Own Handholds and Footholds: The character can make his or her own
handholds and footholds by pounding pitons into a wall. Doing so takes 1 minute per piton, and
one piton is needed per 3 feet. As with any surface with handholds and footholds, a wall with
pitons in it has a DC of 15. In the same way, a climber with a handaxe or similar implement can
cut holds in an ice wall.

Catching the One's Self When Falling: It's practically impossible to catch the one's self on a wall
while falling. Make a Climb check (DC = wall's DC + 20) to do so. A slope is a lot easier to
catch the one's self on (DC = slope's DC + 10).

Special: A character with 5 or more ranks in Use Rope gets a +2 synergy bonus on checks to
climb a rope, a knotted rope, or a rope and wall combination.



Concentration (Willpower)

Check: The character can use this skill to maintain concentration in the face of other distractions.

The table below summarizes various types of distractions that cause the character to make a
Concentration check while casting a spell. "Spell level" refers to the level of the spell the

character is trying to cast.

DC

10 + damage dealt
+ spell level
time of 1

opportunity
spell being

action) .

10 + half of
continuous damage

+ spell level

10 + damage dealt

+ spell level
Distracting spell's
save DC + spell level
have

20 + spell level
without

component is

10 + spell level
wagon ride,

storm-tossed

15 + spell level
wagon ride,

ship) .

20 + spell level

5 + spell level

or sleet.

10 + spell level
Distracting spell's
save DC + spell level
spell).

15 + spell level
attacks of

15

Distraction

Injury or failed saving throw during the
casting of a spell (for spells with a casting

full round or more) or injury by an attack of
or readied attack made in response to the
cast (for spells with a casting time of 1

Suffering automatic continuous damage

Damaged by spell.

Distracted by nondamaging spell. (If the
spell allows no save, use the save DC it would

if it did allow a save.)
Grappling or pinned. (Can only cast spells

somatic components and whose material

in hand.)
Vigorous motion (on a moving mount, bouncy

small boat in rough water, belowdecks in a

ship) .
Violent motion (galloping horse, very rough

small boat in rapids, on deck of storm-tossed

Affected by earthquake spell.
Weather is a high wind carrying blinding rain

Weather is wind-driven hail, dust, or debris.
Weather caused by spell, such as storm of
vengeance (same as distracted by nondamaging

Casting defensively (so as not to provoke

opportunity) .
Caster entangled.



Special: A character with the Combat Casting feat gets a +4 bonus to Concentration checks made
to cast a spell while on the defensive.

Retry: Yes, though a success doesn't cancel the effects of a previous failure.
Craft (Varies; Often Reasoning or Reasoning + Stamina or Reasoning + Agility)

Craft is actually a number of separate skills. For instance, the character could have the skill Craft
(trapmaking). The character's ranks in that skill don't affect any checks the character happens to
make for pottery or leatherworking, for example. The character could have several Craft skills,
each with its own ranks, each purchased as a separate skill.

A Craft skill is specifically focused on creating something; if it is not, it is a Profession.

Check: The character can practice a trade and make a decent living, earning about half the check
result in gold pieces per week of dedicated work. The character knows how to use the tools of
the trade, how to perform the craft's daily tasks, how to supervise untrained helpers, and how to
handle common problems. (Untrained laborers and assistants earn an average of 1 silver piece

per day.)

However, the basic function of the Craft skill is to allow the character to make an item of the
appropriate type. The DC depends on the difficulty of the item created. The DC, the character's
check results, and the price of the item determine how long it takes to make the item. The item's
finished price also determines the cost of raw materials. (In the game world, it is the skill level
required, the time required, and the raw materials required that determine an item's price. That's
why the item's price and DC determine how long it takes to make the item and the cost of the
raw materials.)

All crafts require artisan's tools to give the best chance of success; if improvised tools are used
instead, the check is made with a —2 circumstance penalty. On the other hand, masterwork
artisan's tools provide a +2 circumstance bonus.

To determine how much time and money it takes to make an item:

1. Find the DC listed here or have the DM set one.

2. Pay one-third the item's price in raw materials.

3. Make a skill check representing one week's work.

If the check succeeds, multiply the check result by the DC. If the result times the DC equals the
price of the item multiplied by 10, then the character has completed the item. (If the result times
the DC equals double or triple the price of the item (multiplied by 10), then the character has

completed the task in one-half or one-third the time, and so on.) If the result times the DC doesn't
equal the price multiplied by 10, then it represents progress the character has made this week.



Record the result and make a check for the next week. Each week the character makes more
progress until the character's total reaches the price of the item multiplied by 10.

If the character fails the check, the character makes no progress this week. If the character fails
by 5 or more, the character ruins half the raw materials and have to pay half the original raw
material cost again.

Progress by the Day: The character can make checks by the day instead of by the week, in which
case the character's progress (result times DC) is at one tenth the weekly rate.

Creating Masterwork Items: The character can make a masterwork item (an item that conveys a
bonus to its use through its exceptional craftsmanship, not through being magical).

To create a masterwork version of an item on the table below, the character creates the
masterwork component as if it were a separate item in addition to the standard item.

The masterwork component has its own price and DC. Once both the standard component and
the masterwork component are completed, the masterwork item is finished. (Note: The price the
character pays for the masterwork component is one-third of the given amount, just as it is for
the price in raw materials.)

Repairing Items: Generally, the character can repair an item at the same DC that it takes to make
it in the first place. The cost of repairing an item is one-fifth the item's price.

Item Craft DC
Armor, shield Armorsmith 10 + AC
bonus

Longbow, shortbow Bowmaking 12
Composite longbow, Composite shortbow Bowmaking 15
Mighty bow Bowmaking 15 +2/Str
bonus

Crossbow Weaponsmith 15
Simple melee or thrown weapon Weaponsmith 12
Martial melee or thrown weapon Weaponsmith 15
Exotic melee or thrown weapon Weaponsmith 18

Very simple item Varies 5
Typical item Varies 10
High-quality item Varies 15
Complex or superior item Varies 20

In some cases, the "fabricate" spell can be used to achieve the results of a Craft check without the
character's needing to make the check. However, the character must make an appropriate Craft
check when using the spell to make articles requiring a high degree of craftsmanship (jewelry,
swords, glass, crystal, etc.).

A Craft check related to woodworking in conjunction with the casting of the "ironwood" spell
enables the character to make wooden items that have the strength of steel.



When casting the spell "minor creation", the character must succeed at an appropriate Craft
check to make a complex item, such as a Craft (bowmaking) check to make straight arrow shafts.

Retry: Yes, but each time the character misses by 5 or more, the character ruins half the raw
materials and have to pay half the original raw material cost again.

Decipher Script (Reasoning; TRAINED ONLY)

Check: The character can decipher writing in an unfamiliar language or a message written in an
incomplete or archaic form. The base DC is 20 for the simplest messages, 25 for standard texts,
and 30 or higher for intricate, exotic, or very old writing.

If the check succeeds, the character understands the general content of a piece of writing, reading
about one single page of text (or its equivalent) in 1 minute. If the check fails, the DM makes a
Wisdom check (DC 5) for the character to see if he or she avoids drawing a false conclusion
about the text. (Success means that the character does not draw a false conclusion; failure means
that the character does.)

The DM secretly makes both the skill check and (if necessary) the Wisdom check so the
character can't tell whether the conclusion the character draws is true or false.

Retry: No.

Special: If the character has 5 or more ranks in Decipher Script, the character gets a +2 synergy
bonus on Use Magic Device checks related to scrolls.

Demolition (Intelligence; TRAINED ONLY)

You use the demolition skill to set explosives.

Diplomacy (Influence; SOCIAL STATUS AND DIRECT INFLUENCE APPLY)

Check: The character can change others' attitudes with a successful check. In negotiations,
participants roll opposed Diplomacy checks to see who gains the advantage. Opposed checks
also resolve cases when two advocates or diplomats plead opposite cases in a hearing before a
third party.

Retry: Generally, retries do not work. Even if the initial check succeeds, the other character can
only be persuaded so far, and a retry may do more harm than good. If the initial check fails, the
other character has probably become more firmly committed to his position, and a retry is futile.

Special: Charisma checks to influence NPCs are generally untrained Diplomacy checks.

If the character has 5 or more ranks in Bluff or Sense Motive, the character gets a +2 synergy
bonus on Diplomacy checks. These bonuses stack.



Disable Device (Agility + Intuition; TRAINED ONLY)

The effort requires at least a simple tool of the appropriate sort (a pick, pry bar, saw, file, etc.).
Attempting a Disable Device check without a set of thieves' tools carries a —2 circumstance
penalty, even if a simple tool is employed. The use of masterwork thieves' tools enables the
character to make the check with a +2 circumstance bonus.

Check: The DM makes the Disable Device check so that the character doesn't necessarily know
whether the character has succeeded. The amount of time needed to make a check and the DC for
the check depend on how tricky the device is. Disabling a simple device takes 1 round (and is at
least a full-round action). Intricate or complex devices require 2d4 rounds. The character also can
rig simple devices such as saddles or wagon wheels to work normally for a while and then fail or
fall off some time later (usually after 1d4 rounds or minutes of use).

Disabling (or rigging or jamming) a fairly simple device has a DC of 10. More intricate and
complex devices have a higher DC. The DM rolls the check. If the check succeeds, the character
disables the device. If the check fails by up to 4, the character has failed but can try again. If the
character fails by 5 or more, something goes wrong. If it's a trap, the character springs it. If it's
some sort of sabotage, the character thinks the device is disabled, but it still works normally.

Device Time DC* Example

Simple 1 round 10 Jam a lock

Tricky 1d4 rounds 15 Sabotage a wagon wheel
Difficult 2d4 rounds 20 Disarm a trap, reset a trap
Wicked 2d4 rounds 25 Disarm a complex trap, cleverly

sabotage a clockwork device
*If the character attempts to leave behind no trace of the tampering, add 5 to the DC.
Retry: Yes, though the character must be aware that the character has failed in order to try again.

A rogue who beats a trap's DC by 10 or more can generally study a trap, figure out how it works,
and bypass it (along with his companions) without disarming it.

Special: Rogues (and only rogues) can disarm magic traps. A magic trap generally has a DC of
25 + the level of the magic used to create it.

Disguise (Influence —or- Reasoning)

The effort requires at least a few props, some makeup, and 1d3 X 10 minutes of work. The use of
a disguise kit provides a +2 circumstance bonus to a Disguise check. A disguise can include an
apparent change of height or weight of no more than one-tenth the original.

The character can also impersonate people, either individuals or types, so that, for example, the
character might, with little or no actual disguise, make the character seem like a traveler even if
the character is a local.



Check: The character's Disguise check result determines how good the disguise is, and it is
opposed by others' Spot check results. Make one Disguise check even if several people make
Spot checks. The DM makes the character's Disguise check secretly so that the character is not
sure how good it is.

If the character doesn't draw any attention to him or herself, however, others do not get to make
Spot checks. If the character comes to the attention of people who are suspicious (such as a guard
who is watching commoners walking through a city gate), the DM can assume that such
observers are taking 10 on their Spot checks.

The effectiveness of the character's disguise depends in part on how much the character is
attempting to change his or her appearance:

Disguise Modifier
Minor details only +5
Disguised as different sex =2
Disguised as different race =2
Disguised as different age category -2%*
Disguised as specific class =2

*Per step of difference between character's actual age category and disguised age category
(young [younger than adulthood], adulthood, middle age, old, venerable).

If the character is impersonating a particular individual, those who know what that person looks
like get a bonus on their Spot checks (and are automatically considered to be suspicious of the
character, so opposed checks are always invoked).

Familiarity Bonus
Recognizes on sight +4
Friends or associates +6
Close friends +8
Intimate +10

Usually, an individual makes a check for detection immediately upon meeting the character and
each hour thereafter. If the character casually meet many different creatures, each for a short
time, check once per day or hour, using an average Spot bonus for the group. For example, if a
character is trying to pass for a merchant at a bazaar, the DM can make one Spot check per hour
for the people she encounters using a +1 bonus on the check to represent the average of the
crowd (most people with no Spot ranks and a few with good Spot skills).

Retry: A character may try to redo a failed disguise, but once others know that a disguise was
attempted they'll be more suspicious.

Special: If the character has 5 or more ranks of Bluff, the character gets a +2 synergy bonus on
Disguise checks when the character knows that the character is being observed and the character
tries to act in character.



Engineering (Reasoning, TRAINED ONLY)

Escape Artist (Agility, ENCUMBRANCE PENALTY APPLIES)

Check: Making a check to escape from being bound up by ropes, manacles, or other restraints
(except a grappler) requires 1 minute of work. Escaping a net or entangle spell is a full-round
action. Squeezing through a tight space takes at least 1 minute, maybe longer, depending on how
long the space is.

Restraint DC

Ropes Binder's Use Rope check at +10
Net 20

Manacles 30

Tight space 30

Masterwork manacles 35

Grappler Grappler's grapple check
Animate rope spell, 20

command plants spell,

control plants spell,

or entangle spell

Snare spell 23

Ropes: The character's Escape Artist check is opposed by the binder's Use Rope check. Since it's
easier to tie someone up than to escape from being tied up, the binder gets a special +10 bonus
on her check.

Manacles and Masterwork Manacles: Manacles have a DC set by their construction.
Net: Escaping from a net is a full-round action.

Tight Space: This is the DC for getting through a space where one's head fits but one's shoulders
don't. If the space is long, such as in a chimney, the DM may call for multiple checks. The
character can't fit through a space that the character's head does not fit through.

Grappler: The character can make an Escape Artist check opposed by the enemy's grapple check
to get out of a grapple or out of a pinned condition (so that the character is just being grappled).
Doing so is a standard action, so if the character escapes the grapple the character can move in
the same round. See "Wriggle Free" under Other Grappling Options.

Spell: Escaping from an animate rope, command plants, control plants, or entangle spell is a full-
round action.

Retry: The character can make another check after a failed check if the character is squeezing
through a tight space, making multiple checks. If the situation permits, the character can make
additional checks or even take 20 as long as the character is not being actively opposed.



Special: A character with 5 or more ranks of Use Rope gets a +2 synergy bonus on Escape Artist
checks when escaping from rope bonds.

First Aid (Knowledge)

Check: The DC and effect depend on the task the character attempts.

Task DC
First aid 15
Long-term care 15
Treat caltrop wound 15
Treat poison PoisOn's DC
Treat disease Disease's DC

First Aid: First aid usually means saving a dying character. If a character has negative hit points
and is losing hit points (at 1 per round, 1 per hour, or 1 per day), the healing character can make
her stable. The injured character regains no hit points, but she does stop losing them. The check
is a standard action.

Long-term Care: Providing long-term care means treating a wounded person for a day or more. If
successful, the character lets the patient recover hit points or ability score points (lost to
temporary damage) at twice the normal rate: 2 hit points per level for each day of light activity, 3
hit points per level for each day of complete rest, and 2 ability score points per day. The
character can tend up to six patients at a time. The character needs a few items and supplies
(bandages, salves, and so on) that are easy to come by in settled lands.

Giving long-term care counts as light activity for the healer. The character cannot give long-term
care to him or herself.

A healer's kit gives a +2 circumstance bonus to Heal checks.

Treat Wound that Reduces Base Speed: A creature that has its speed reduced can be treated by
the Heal skill. A successful Heal check removes this movement penalty. Treating such a wound
is a standard action.

Treat Poison: To treat poison means to tend a single character who has been poisoned and who is
going to take more damage from the poison (or suffer some other effect).

Every time the poisoned character makes a saving throw against the poison, the character makes
a Heal check. The poisoned character uses the character's result in place of her saving throw if
the character's Heal result is higher.

Treat Disease: To treat a disease means to tend a diseased character. Every time the diseased
character makes a saving throw against disease effects, the character makes a Heal check. The
diseased character uses the character's result in place of his or her saving throw if the character's
Heal result is higher.



A creature wounded by a spike growth or spike stones spell must succeed at a Reflex save or
take injuries that slow his speed by one-third. Another character can remove this penalty by
taking 10 minutes to dress the victim's injuries and succeeding at a Heal check against the spell's
save DC.

Special: If the character has 5 or more ranks in Profession (herbalist), the character gets a +2
synergy bonus on Heal checks.

Forgery (Reasoning)

Check: Forgery requires writing materials appropriate to the document being forged, enough
light to write by, wax for seals (if appropriate), and some time. Forging a very short and simple
document takes about 1 minute. Longer or more complex documents take 1d4 minutes per page.
To forge a document on which the handwriting is not specific to a person (military orders, a
government decree, a business ledger, or the like), the character needs only to have seen a similar
document before and gains a +8 bonus on the roll. To forge a signature, an autograph of that
person to copy is needed, and the character gains a +4 bonus on the roll. To forge a longer
document written in the hand of some particular person, a large sample of that person's
handwriting is needed.

The DM makes the check secretly so the character is not sure how good the forgery is. As with
Disguise, the character doesn't need to make a check until someone examines the work. This
Forgery check is opposed by the person who examines the document to check its authenticity.
That person makes a Forgery check opposed to the forger's. The reader gains bonuses or
penalties to his or her check as described in the table below.

Reader's
Condition Check Modifier
Type of document unknown to reader -2
Type of document somewhat known to reader +0
Type of document well known to reader +2
Handwriting not known to reader =2
Handwriting somewhat known to reader +0
Handwriting intimately known to reader +2
Reader only casually reviews the document -2

As with Bluff, a document that contradicts procedure, orders, or previous knowledge or one that
requires sacrifice on the part of the person checking the document can increase that character's
suspicion (and thus create favorable circumstances for the checker's opposing Forgery check).

Retry: Usually, no. A retry is never possible after a particular reader detects a particular forgery.
But the document created by the forger might still fool someone else. The result of a Forgery
check for a particular document must be used for every instance of a different reader examining
the document. No reader can attempt to detect a particular forgery more than once; if that one
opposed check goes in favor of the forger, then the reader can't try using his own skill again,
even if he's suspicious about the document.



Special: To forge documents and detect forgeries, one must be able to read and write the
language in question. (The skill is language-dependent.) Barbarians can't learn the Forgery skill
unless they have learned to read and write.

Gather Information (Influence)

Check: By succeeding at a skill check (DC 10), given an evening with a few gold pieces to use
for making friends by buying drinks and such, the character can get a general idea of what the
major news items are in a city, assuming no obvious reasons exist why the information would be
withheld. The higher the check result, the better the information.

If the character wants to find out about a specific rumor, specific item, obtain a map, or do
something else along those lines, the DC is 15 to 25 or higher.

Retry: Yes, but it takes an evening or so for each check, and characters may draw attention to
themselves if they repeatedly pursue a certain type of information.

Handle Animal (Influence;, TRAINED ONLY)

Check: The time required to get an effect and the DC depend on what the character is trying to
do.

Task Time DC
Handle a domestic animal Varies 10
"Push" a domestic animal Varies 15
Teach an animal tasks 2 months 15
Teach an animal unusual tasks 2 months 20
Rear a wild animal 1 year 15 + HD of animal
Rear a beast 1 year 20 + HD of beast
Train a wild animal 2 months 20 + HD of animal
Train a beast 2 months 25 + HD of beast

Time: For a task with a specific time frame, the character must spend half this time (at the rate of
3 hours per day per animal being handled) working toward completion of the task before the
character makes the skill check. If the check fails, the character can't teach, rear, or train that
animal. If the check succeeds, the character must invest the remainder of the time before the
teaching, rearing, or training is complete. If the time is interrupted or the task is not followed
through to completion, any further attempts to teach, rear, or train the same animal automatically
fail.

Handle a Domestic Animal: This means to command a trained dog, to drive beasts of labor, to
tend to tired horses, and so forth.

"Push" a Domestic Animal: To push a domestic animal means to get more out of it than it
usually gives, such as commanding a poorly trained dog or driving draft animals for extra effort.



Teach an Animal Tasks: This means to teach a domestic animal some tricks. The character can
train one type of animal per rank (chosen when the ranks are purchased) to obey commands and
perform simple tricks. The character can work with up to three animals at one time, and the
character can teach them general tasks. An animal can be trained for one general purpose only.

Teach an Animal Unusual Tasks: This is similar to teaching an animal tasks, except that the tasks
can be something unusual for that breed of animal, such as training a dog to be a riding animal.
Alternatively, the character can use this aspect of Handle Animal to train an animal to perform
specialized tricks, such as teaching a horse to rear on command or come when whistled for or
teaching a falcon to pluck objects from someone's grasp.

Rear a Wild Animal or a Beast: To rear an animal or beast means to raise a wild creature from
infancy so that it is domesticated. A handler can rear up to three creatures of the same type at
once. A successfully domesticated animal or beast can be taught tricks at the same time that it's
being raised, or can be taught as a domesticated animal later.

Train a Wild Animal and Train a Beast mean train a wild creature to do certain tricks, but only at
the character's command. The creature is still wild, though usually controllable.

Retry: For handling and pushing domestic animals, yes. For training and rearing, no.

Special: A character with 5 or more ranks of Animal Empathy gets a +2 synergy bonus on
Handle Animal checks with animals. A character must have 9 or more ranks of Animal Empathy
to get the same +2 synergy bonus on Handle Animal checks with beasts.

A character with 5 or more ranks of Handle Animal gets a +2 synergy bonus on Ride checks.
An untrained character can use a Charisma check to handle and push animals.
Hide (Balance or Intuition;, ENCUMBRANCE PENALTY APPLIES)

Check: The character's Hide check is opposed by the Spot check of anyone who might see the
character. The character can move up to one-half normal speed and hide at no penalty. At more
than one-half and up to the full speed, the character suffers a —5 penalty. It's practically
impossible (—20 penalty) to hide while running or charging.

Larger and smaller creatures get size bonuses and size penalties on Hide checks: Fine +16,
Diminutive +12, Tiny +8, Small +4, Large —4, Huge —8, Gargantuan —12, Colossal —16.

If people are observing the character, even casually, the character can't hide. The character can
run around a corner or something so that the character is out of sight and then hide, but the others
then know at least where the character went. If the character's observers are momentarily
distracted (as by a Bluff check; see below), though, the character can attempt to hide. While the
others turn their attention from the character, the character can attempt a Hide check if the
character can get to a hiding place of some kind. (As a general guideline, the hiding place has to



be within 1 foot per rank the character has in Hide.) This check, however, is at —10 because the
character has to move fast.

Creating a Diversion to Hide: The character can use Bluff to help the character hide. A
successful Bluff check can give the character the momentary diversion the character needs to
attempt a Hide check while people are aware of the character.

Innuendo (Reason + Intuition or Reason + Influence; TRAINED ONLY)
Check: The character can get a message across to another character with the Innuendo skill.

The DC for a basic message is 10. The DC is 15 or 20 for complex messages, especially those
that rely on getting across new information. Also, the character can try to discern the hidden
message in a conversation between two other characters who are using this skill. The DC is the
skill check of the character using Innuendo, and for each piece of information that the
eavesdropper is missing, that character suffers a —2 penalty on the check. For example, if a
character eavesdrops on people planning to assassinate a visiting diplomat, the eavesdropper
suffers a —2 penalty if he doesn't know about the diplomat. Whether trying to send or intercept a
message, a failure by 5 or more points means that some false information has been implied or
inferred.

The DM makes the character's Innuendo check secretly so that the character doesn't necessarily
know whether the character was successful.

Retry: Generally, retries are allowed when trying to send a message, but not when receiving or
intercepting one. Each retry carries the chance of miscommunication.

Special: If the character has 5 or more ranks in Bluff, the character gets a +2 synergy bonus on
the check to transmit (but not receive) a message. If the character has 5 or more ranks in Sense
Motive, the character gets a +2 synergy bonus on the check to receive or intercept (but not
transmit) a message.

Intimidate (VARIES, often Influence, or Muscle)

Check: The character can change others' behavior with a successful check. The DC is typically
10 + the target's Hit Dice. Any bonuses that a target may have on saving throws against fear
increase the DC.

Retry: Generally, retries do not work. Even if the initial check succeeds, the other character can
only be intimidated so far, and a retry doesn't help. If the initial check fails, the other character

has probably become more firmly resolved to resist the intimidator, and a retry is futile.

Special: If the character has 5 or more ranks in Bluff, the character gets a +2 synergy bonus on
Intimidate checks.

Intuit Direction (Intuition)



Check: By concentrating for 1 minute, the character can determine where true north lies in
relation to the character (DC 15). If the check fails, the character cannot determine direction. On
a natural roll of 1, the character errs and mistakenly identify a random direction as true north.

The DM makes the character's check secretly so that the character doesn't know whether the
character rolled a successful result or a 1.

Retry: The character can use Intuit Direction more than once per day. The roll represents how
sensitive to direction the character is at that point in the day. Use the most recently rolled number
for all other checks in the same day

Special: Untrained characters can't use an innate sense of direction, but they could determine
direction by finding clues.

This material is Open Game Content, and is licensed for public use under the terms of the Open
Game License v1.0a.

Jump (Muscle; ENCUMBRANCE PENALTY APPLIES)
Check: The character jumps a minimum distance plus an additional distance depending on the

amount by which the character's Jump check result exceeds 10. The maximum distance of any
jump is a function of the character's height.

Minimum Maximum
Type of Jump Distance Additional Distance Distance
Running jump* 5 ft. +1 ft./1 point above 10 Height X
6
Standing jump 3 ft. +1 ft./2 points above 10 Height X
2
Running 2 ft. +1 ft./4 points above 10 Height X
11/2
high jump* Standing 2 ft. +1 ft./8 points above 10 Height
high jump Jump back 1 ft. +1 ft./8 points above 10 Height

*The character must move 20 feet before jumping. A character can't take a running jump in
heavy armor.

The distances listed are for characters with speeds of 30 feet. If the character has a lower speed
(from armor, encumbrance, or weight carried, for instance), reduce the distance jumped
proportionally. If the character has a higher speed (because the character is a barbarian or an
experienced monk, for instance), increase the distance jumped proportionally.

Distance moved by jumping is counted against maximum movement in a round normally.



[f the character intentionally jumps down from a height, the character might take less damage
than if the character just fell. If the character succeeds at a Jump check (DC 15), the character
takes damage as if the character had fallen 10 feet less than the character actually did.

Special: If the character has 5 or more ranks in Tumble, the character gets a +2 synergy bonus on
Jump checks.

A character who has the Run feat and who makes a running jump increases the distance or height
he clears by one-fourth, but not past the maximum.

Knowledge (Knowledge; TRAINED ONLY)

Check: Answering a question within the character's field of study has a DC of 10 (for really easy
questions), 15 (for basic questions), or 20 to 30 (for really tough questions).

Retry: No. The check represents what the character knows, and thinking about a topic a second
time doesn't let the character know something the character never learned in the first place.

Special: An untrained Knowledge check is simply an Intelligence check. Without actual training,
a character only knows common knowledge.

Knowledge (Alchemy)

Knowledge (Ancient History)
Knowledge (Anthropol ogy)
Knowledge (Antiquities)
Knowledge (Arcana)

Knowledge (Architecture)
Knowledge (Archaeol ogy)
Knowledge (Astrological)
Knowledge (Astronomy)
Knowledge (Biology)

Knowledge (Botany)

Knowledge (Brewing & Beverages)
Knowledge (Chemistry)
Knowledge (Civilization-Specific)
Knowledge (Clockworks)
Knowledge (Computers)
Knowledge (Culinary)

Knowledge (Culture-Specific)
Knowledge (Dimensional Elements)
Knowledge (Dimensional Physics)
Knowledge (Economics)
Knowledge (Electronics)
Knowledge (Drugs)

Knowledge (Games)



Knowledge (Gemology)
Knowledge (Genetics)

Knowledge (Geography)
Knowledge (Geology)

Knowledge (Heraldry)
Knowledge (Herbology)
Knowledge (History: General)
Knowledge (History: Specific)
Knowledge (Horrors)

Knowledge (Literature)
Knowledge (Mathematics)
Knowledge (Mechanical)
Knowledge (Medicine)
Knowledge (Metallurgy)
Knowledge (Music)

Knowledge (Mythology & Lore)
Knowledge (Nature)

Knowledge (Nobility)

Knowledge (Occult)

Knowledge (Phar macol ogy)
Knowledge (Physics)

Knowledge (Planet-Specific)
Knowledge (Pre-Universe)
Knowledge (Psionics)

Knowledge (Quantum Mathematics)
Knowledge (Quantum Mechanics)
Knowledge (Religion: General)
Knowledge (Religion: Specific)
Knowledge (Sexual & Sensual Acts) *including Tantric
Knowledge (Space Vessels)
Knowledge (Sports)

Knowledge (Technology: Specific)
Knowledge (Temporal Field Physics)
Knowledge (Time)

Knowledge (Trivia)

Knowledge (Undead)

Knowledge (Void)

Knowledge (Weapons)
Knowledge (Weird)

Knowledge (Xenobiol ogy)
Knowledge (Xenochemistry)
Knowledge (Xenocomputers)
Knowledge (Xenocultures)
Knowledge (Xenomedicine)
Knowledge (Xenophysics)



Knowledge (Xensosexuality)
Knowledge (Xenotech)
Knowledge (Zen)

Listen (Intuition)

Check: Make a Listen check against a DC that reflects how quiet the noise is that the character
might hear or against an opposed Move Silently check.

The DM may make the Listen check so that the character doesn't know whether not hearing
anything means that nothing is there, or that the character rolled low.

DC Sound

0 People talking

5 A person in medium armor walking at a slow pace
(10 ft./round) trying not to make noise.

10 An unarmored person walking at a slow pace
(15 ft./round) trying not to make any noise

15 A lst-level rogue using Move Silently within
10 ft. of the listener

19 A cat stalking

30 An owl gliding in for a kill

+1 Per 10 ft. from the listener

+5 Through a door

+15 Through a stone wall

In the case of people trying to be quiet, the listed DCs could be replaced by Move Silently
checks, in which case the listed DC would be the average result (or close to it).

Retry: The character can make a Listen check every time the character has a chance to hear
something in a reactive manner. As a full-round action, the character may try to hear something
the character failed to hear previously.

Special: When several characters are listening to the same thing, the DM can make a single 1d20
roll and use it for all the listeners' skill checks.

Move Silently (Agility;y ENCUMBRANCE PENALTY APPLIES)

Check: The character's Move Silently check is opposed by the Listen check of anyone who might
hear the character. The character can move up to one-half the character's normal speed at no
penalty. At more than one-half and up to the character's full speed, the character suffers a —5
penalty. It's practically impossible (—20 penalty) to move silently while running or charging.

Nautical (Intelligence)

Open Lock (Agility + Intuition;, TRAINED ONLY)



The effort requires at least a simple tool of the appropriate sort (a pick, pry bar, blank key, wire,
etc.). Attempting an Open Lock check without a set of thieves' tools carries a —2 circumstance
penalty, even if a simple tool is employed. The use of masterwork thieves' tools enables the
character to make the check with a +2 circumstance bonus.

Check: Opening a lock entails 1 round of work and a successful check. (It is a full-round action.)

Lock DC
Very simple lock 20
Average lock 25
Good lock 30
Amazing Lock 40

Perform (Varies; Often Influence, Agility, or Knowledge)

Possible Perform types include ballad, buffoonery, chant, comedy, dance, drama, drums, epic,
flute, harp, juggling, limericks, lute, mandolin, melody, mime, ode, pan pipes, recorder, shalm,
storytelling, and trumpet. The character is capable of one form of performance per rank.

Check: The character can impress audiences with talent and skill.

DC Performance
10 Routine performance. Trying to earn money by playing in public is
essentially begging.

The character earns 1d10 cp/day.

15 Enjoyable performance. In a prosperous city, the character can earn
1d10 sp/day.

20 Great performance. In a prosperous city, the character can earn 3d10
sp/day.

With time, the character may be invited to join a professional troupe
and may develop a regional reputation.
25 Memorable performance. In a prosperous city, the character can earn
1d6 gp/day.

With time, the character may come to the attention of noble patrons
and develop a national reputation.
30 Extraordinary performance. In a prosperous city, the character can
earn 3d6 gp/day.

With time, the character may draw attention from distant potential
patrons or even from extraplanar beings.

A masterwork musical instrument gives a +2 circumstance bonus to Perform checks that involve
the use of the instrument.

Retry: Retries are allowed, but they don't negate previous failures, and an audience that has been
unimpressed in the past is going to be prejudiced against future performances. (Increase the DC
by 2 for each previous failure.)

In addition to using the Perform skill, a character could entertain people with tumbling, tightrope
walking, and spells (especially illusions).



Pilot (Varies, Often Agility or Reasoning)

When you learn a pilot skill, chose one type of vessel, such as Pilot (Small Aircraft), Pilot
(Automobile), or Pilot (Small Spacecraft). Each type of vessel requires its own pilot skill, and
you must learn each independently.

Profession (Varies; TRAINED ONLY)

The character is trained in a livelihood or a professional role, such as apothecary, boater,
bookkeeper, brewer, cook, driver, farmer, fisher, guide, herbalist, herdsman, innkeeper,
lumberjack, miller, miner, porter, rancher, sailor, scribe, siege engineer, stablehand, tanner,
teamster, woodcutter, and so forth.

Like Craft, Profession is actually a number of separate skills. The character could have several
Profession skills, each with its own ranks, each purchased as a separate skill.

While a Craft skill represents skill in creating or making an item, a Profession skill represents an
aptitude in a vocation requiring a broader range of less specific knowledge. To draw a modern
analogy, if an occupation is a service industry, it's probably a Profession skill. If it's in the
manufacturing sector, it's probably a Craft skill.

Check: The character can practice a trade and make a decent living, earning about half the check
result in gold pieces per week of dedicated work. The character knows how to use the tools of
the trade, how to perform the profession's daily tasks, how to supervise untrained helpers, and
how to handle common problems. For example, a sailor knows how to tie several basic knots,
how to tend and repair sails, and how to stand a deck watch at sea. The DM sets DCs for
specialized tasks.

Retry: An attempt to use a Profession skill to earn an income cannot be retried. The character is
stuck with whatever weekly wage the check result brought the character. (Another check may be
made after a week to determine a new income for the next period of time.) An attempt to
accomplish some specific task can usually be retried.

Special: Untrained laborers and assistants earn an average of 1 silver piece per day.

Psicraft (Reasoning; TRAINED ONLY)

Use this skill to identify psionic powers as they manifest or psionic effects already in place.
Check: The character can identify psionic powers and psionic effects.

DC Task

15 + power level Identify a power as it manifests. (The character must sense the
power’s display, or see some visible effect, to identify a power.)

No retry.

15 + power level Learn a power from a power stone. No retry for that power until



the character gains at least 1 rank in Psicraft (even if he or she finds another source to try to learn
the same power from).

20 + power level Identify a power that’s already in place and in effect. (The

character must be able to see or detect the effects of the power.) No

retry.
20 + power level Identify materials created or shaped by psionics. No retry.
30 or higher Understand a strange or unique psionic effect. No retry.

Additionally, certain powers allow a character to gain information about psionics provided that
he or she makes a Psicraft check as detailed in the psionic power description.

Retry: See above.

Special: A psion gets a +2 bonus when dealing with a power or effect from his or her primary
discipline.

If acharacter has 5 or more ranks of Use Psionic Device, he or she gets a +2 synergy bonus on
Psicraft checks to decipher powers encoded in power stones.

Read Lips (Intuition; TRAINED ONLY)

Check: The character must be within 30 feet of the speaker and be able to see her speak. The
character must be able to understand the speaker's language. (Use of this skill is language-
dependent.) The base DC is 15, and it is higher for complex speech or an inarticulate speaker.
The character has to concentrate on reading lips for a full minute before making the skill check,
and the character can't perform some other action during this minute. The character can move at
half speed but not any faster, and the character must maintain a line of sight to the lips being
read. If the check succeeds, the character can understand the general content of a minute's worth
of speaking, but the character usually still misses certain details.

If the check fails, the character can't read the speaker's lips. If the check fails by 5 or more, the
character draws some incorrect conclusion about the speech.

The DM rolls the character's check so the character don't know whether the character succeeded
or missed by 5.

Retry: The skill can be used once per minute.
Ride (Balance)

When the character selects this skill, choose the type of mount the character is familiar with. For
this purpose, "horses" includes mules, donkeys, and ponies. If the character uses the skill with a
different mount (such as riding a giant lizard when the character is used to riding horses), the
character's rank is reduced by 2 (but not below 0). If the character uses this skill with a very
different mount (such as riding a griffon when the character is used to riding horses), the
character's rank is reduced by 5 (but not below 0).



Check: Typical riding actions don't require checks. The character can saddle, mount, ride, and
dismount from a mount without a problem. Mounting or dismounting is a move-equivalent
action. Some tasks require checks:

Riding Task DC
Guide with knees 5

Stay in saddle 5

Fight with warhorse 10
Leap 15
Control Mount in Battle 20
Fast mount or dismount 20%
Cover 15
Soft fall 15

* Armor check penalty applies.

Guide with Knees: the character can react instantly to guide the character's mount with the
character's knees so that the character can use both hands in combat. Make the check at the start
of the character's round. If the character fails, the character can only use one hand this round
because the character needs to use the other to control the character's mount.

Stay in Saddle: The character can react instantly to try to avoid falling when the character's
mount rears or bolts unexpectedly or when the character takes damage.

Fight with Warhorse: If the character directs a war-trained mount to attack in battle, the character
can still make the character's own attack or attacks normally.

Cover: The character can react instantly to drop down and hang alongside the mount, using it as
one-half cover. The character can't attack or cast spells while using the character's mount as
cover. If the character fails, the character doesn't get the cover benefit.

Soft Fall: The character reacts instantly to try to take no damage when the character falls off a
mount, such as when it is killed or when it falls. If the character fails, the character takes 1d6
points of falling damage.

Leap: The character can get a mount to leap obstacles as part of its movement. Use the
character's Ride skill modifier or the mount's Jump skill modifier (whichever is lower) to see
how far the mount can jump. The DC (15) is what the character needs to roll to stay on the
mount when it leaps.

Control Mount in Battle: As a move-equivalent action, the character can attempt to control a
light horse, pony, or heavy horse while in combat. If the character fails, the character can do
nothing else that round. The character does not need to roll for warhorses or warponies.

Fast Mount or Dismount: The character can mount or dismount as a free action. If the character
fails the check, mounting or dismounting is a move-equivalent action. (The character can't



attempt a fast mount or dismount unless the character can perform the mount or dismount as a
move-equivalent action this round.)

Special: If the character is riding bareback, the character suffers a —5 penalty on Ride checks.

If the character has 5 or more ranks in Handle Animal, the character gets a +2 synergy bonus to
Ride checks.

If the character's mount has a military saddle, it gives a +2 circumstance bonus to Ride checks
related to staying in the saddle.

Scrye (Reasoning, TRAINED ONLY)

Check: The character can't use this skill without some magical means to scry. Use of this skill is
described in association with those spells and items. These items allow the character to spy on
others, and this skill just lets the character do it better. This skill also improves the character's
chance to notice when the character is being scried, as detailed in the descriptions of the arcane
eye and detect scrying spells.

Special: Although this skill is exclusive to certain classes, it can be used untrained. This means
that a character with no ranks in Scry, and who is not allowed to buy ranks in this skill, can still
make an Intelligence check to notice when he is being scried.

Search (Reasoning)
Check: The character generally must be within 10 feet of the object or surface to be searched. It

takes 1 round to search a 5-foot-by-5-foot area or a volume of goods 5 feet on a side; doing so is
a full-round action.

Task DC

Ransack a chest full of junk to find a certain item 10

Notice a typical secret door or a simple trap 20

Find a difficult nonmagical trap not of stone (rogue only)* 21+

Find a magic trap (rogue only)* 25+ spell level
used to create

Notice a well-hidden secret door 30

*Dwarves who are not rogues can use Search to do this if the trap is built into or out of stone.

Active Abjuration spells within 10 feet of each other for 24 hours or more create barely visible
energy fluctuations. These fluctuations give characters a +4 bonus to Search checks to locate
such Abjuration spells.

While anyone can use Search to find a trap whose DC is 20 or less, only a rogue can use Search
to locate traps with higher DCs. Finding a nonmagical trap has a DC of at least 20, and the DC is
higher if it is well hidden. Finding a magic trap has a DC of 25 plus the level of the spell used to
create it. Identifying the location of a snare spell has a DC of 23.



Special: A character who does not have the Track feat can use the Search skill to find tracks, but
can only follow tracks if the DC is 10 or less.

Sense Motive (Intuition)

Check: A successful check allows the character to avoid being bluffed. The character can also
use the skill to tell when something is up (something odd is going on that the character were
unaware of) or to assess someone's trustworthiness. Trying to gain information with this skill
takes at least 1 minute, and the character could spend a whole evening trying to get a sense of the
people around the character.

Sense Motive Task DC
Hunch 20
Sense enchantment 25

Hunch: This use of the skill essentially means making a gut assessment of the social situation.
The character can get the feeling from another's behavior that something is wrong, such as when
the character is talking to an impostor. Alternatively, the character can get the feeling that
someone is trustworthy.

Sense Enchantment: The character can tell that someone's behavior is being influenced by an
Enchantment effect (by definition, a mind-affecting effect), such as charm person, even if that

person isn't aware of it herself.

Retry: No, though the character may make a Sense Motive check for each bluff made on the
character.

Sensuality (Knowledge + Agility)

Check:

Sexual Performance (Physical Beauty + Stamina)
Check:

Sight of Hand (Agility + Speed; TRAINED ONLY: ENCUMBRANCE PENALTY APPLIES)

Check: A check against DC 10 lets the character palm a coin-sized, unattended object. Minor
feats of legerdemain, such as making a coin disappear, are also DC 10 unless an observer is
determined to note where the item went.

When performing this skill under close observation, the character's skill check is opposed by the
observer's Spot check. The observer's check doesn't prevent the character from performing the
action, just from doing it unnoticed.



If the character tries to take something from another creature, the character must make a skill
check against DC 20. The opponent makes a Spot check to detect the attempt. The opponent
detects the attempt if her check result beats the character's check result, regardless of whether the
character got the item.

DC Task
10 Palm a coin-sized object, make a coin disappear
20 Lift a small object from a person

Retry: A second slight of hand attempt against the same target, or when being watched by the
same observer, has a DC +10 higher than the first skill check if the first check failed or if the
attempt was noticed.

Special: If the character has 5 or more ranks in Bluff, the character gets a +2 synergy bonus on
slight of hand checks.

Spellcraft (Reasoning, TRAINED ONLY)

Check: The character can identify spells and magic effects.

DC Task
13 When using read magic, identify a glyph of warding.
15 + spell level Identify a spell being cast. (The character must see or
hear the spell's verbal
or somatic components.) No retry.
15 + spell level Learn a spell from a spellbook or scroll. (Wizard

only.) No retry for that spell

until the character gain at least 1 rank in Spellcraft
(even if the character

find another source to try to learn the spell from).

15 + spell level Prepare a spell from a borrowed spellbook. (Wizard
only.) One try per day.
15 + spell level When casting detect magic, determine the school of
magic involved in the aura

of a single item or creature the character can see. (If

the aura is not a spell

effect, the DC is 15 + half caster level.)
19 When using read magic, identify a symbol.
20 + spell level Identify a spell that's already in place and in effect.
(the character must be able

to see or detect the effects of the spell.) No retry.
20 + spell level Identify materials created or shaped by magic, such as
noting that an iron wall

is the result of a wall of iron spell. No retry.

20 + spell level Decipher a written spell (such as a scroll) without
using read magic. One try per day.
20 Draw a diagram to augment casting dimensional anchor on

a summoned creature. Takes 10

minutes. No retry. The DM makes this check.
30 or higher Understand a strange or unique magical effect, such as
the effects of a magic stream.



No retry.

Additionally, certain spells allow the character to gain information about magic provided that the
character makes a Spellcraft check as detailed in the spell description.

Retry: See above.

If the character has 5 or more ranks of Use Magic Device, the character gets a +2 synergy bonus
to Spellcraft checks to decipher spells on scrolls.

Spot (Intuition)

Check: The Spot skill is used primarily to detect characters or creatures who are hiding.
Typically, Spot is opposed by the Hide check of the creature trying not to be seen. Sometimes a
creature isn't intentionally hiding but is still difficult to see, so a successful Spot check is

necessary to notice it.

A Spot check result of greater than 20 can generally let the character become aware of an
invisible creature near the character (though the character can't actually see it).

Spot is also used to detect someone in disguise.

Condition Penalty
Per 10 feet of distance -1
Spotter distracted -5

Retry: the character can make a Spot check every time the character has the opportunity to notice
something in a reactive manner. As a full-round action, the character may attempt to spot
something that the character failed to spot previously.

Survival (Knowledge + Intuition)

Check: The character can keep him or herself and others safe and fed in the wild.

DC Task
10 Get along in the wild. Move up to one-half the character's overland

speed while hunting and foraging (no food or water supplies needed).
The character can

provide food and water for one other person for every 2 points by
which the character's

check result exceeds 10.
15 Gain +2 on all Fortitude saves against severe weather

while moving up to one-half the character's overland speed, or gain
+4 if stationary. The character

may grant the same bonus to one other character for every 1 point by
which the

check result exceeds 15.
15 Avoid getting lost or avoid natural hazards, such as quicksand.



Retry: For getting along in the wild or for gaining the Fortitude save bonus, the character makes
a check once every 24 hours. The result of that check applies until the next check is made. To
avoid getting lost or avoid natural hazards, the character makes a check whenever the situation
calls for one. Retries to avoid getting lost in a specific situation or to avoid a specific natural
hazard are not allowed.

Special: If the character has 5 or more ranks of Intuit Direction, the character gets a +2 synergy
bonus on Wilderness Lore checks to avoid getting lost.

Swim (Fitness & Samina; ENCUMBRANCE PENALTY APPLIES)

Check: A successful Swim check allows the character to swim one-quarter of the character's
speed as a move-equivalent action or one-half the character's speed as a full-round action. Roll
once per round. If the character fails, the character makes no progress through the water. If the
character fails by 5 or more, the character goes underwater and starts to drown.

If the character is underwater (whether drowning or swimming underwater intentionally), the
character suffers a cumulative —1 penalty to the character's Swim check for each consecutive

round the character has been underwater.

The DC for the Swim check depends on the water:

Water Conditions DC
Calm water 10
Rough water 15
Stormy water 20

Each hour that the character swims, make a Swim check against DC 20 or take 1d6 points of
subdual damage from fatigue.

Special: Instead of an armor check penalty, the character suffers a penalty of —1 for each 5
pounds of gear the character is carrying or wearing.

Tumble (Balance —or- Agility; TRAINED ONLY; ENCUMBRANCE PENALTY APPLIES)

The character can't use this skill if the character's speed has been reduced by armor, excess
equipment, or loot.

Check: The character can land softly when the character falls or tumbles past opponents. The
character can also tumble to entertain an audience (as with the Perform skill).

DC Task
15 Treat a fall as if it were 10 feet shorter when determining damage.
15 Tumble up to 20 feet (as part of normal movement), suffering no

attacks of



opportunity while doing so. Failure means the character tumbles 20
feet but suffers

attacks of opportunity normally.
25 Tumble up to 20 feet (as part of normal movement), suffering no
attacks of

opportunity while doing so and moving through areas occupied by
enemies (over,

under, or around them). Failure means the character tumbles 20 feet
and can move through

enemy-occupied areas but suffers attacks of opportunity normally.

Retry: An audience, once it has judged a tumbler as uninteresting, is not receptive to repeat
performances. The character can try to reduce damage from a fall as an instant reaction once per
fall. The character can attempt to tumble as part of movement once per round.

Special: A character with 5 or more ranks in Tumble gains a +3 dodge AC bonus when executing
the fight defensively standard or full-round action instead of a +2 dodge AC bonus.

A character with 5 or more ranks in Tumble gains a +6 dodge AC bonus when executing the total
defense standard action instead of a +4 dodge AC bonus.

If the character has 5 or more ranks in Jump, the character gets a +2 synergy bonus on Tumble
checks.

If the character has 5 or more ranks in Tumble, the character gets a +2 synergy bonus on Balance
checks.

Use Magic Device (Influence; TRAINED ONLY)
Check: The character can use this skill to read a spell or to activate a magic item. This skill lets

the character use a magic item as if the character had the spell ability or class features of another
class, as if the character were a different race, or as if the character were a different alignment.

Use Magic Device Task DC

Decipher a written spell 25 + Spell Level
Emulate spell ability 20

Emulate class feature 20

Emulate ability score See Text

Emulate race 25

Emulate alignment 30

Activate blindly 25

When the character is attempting to activate a magic item using this skill, the character does so
as a standard action. However, the checks the character makes to determine whether the
character is successful at emulating the desired factors to successfully perform the activation are
instant. They take no time by themselves and are included in the activate magic item standard
action.



The character make emulation checks each time the character activates a device such as a wand.
If the character is using the check to emulate an alignment or some other quality in an ongoing
manner, the character needs to make the relevant emulation checks once per hour.

The character must consciously choose what to emulate. That is, the character has to know what
the character is trying to emulate when the character makes an emulation check.

Decipher a Written Spell: This works just like deciphering a written spell with the Spellcraft
skill, except that the DC is 5 points higher.

Emulate Spell Ability: This use of the skill allows the character to use a magic item as if the
character had a particular spell on the character's class spell list. To cast a spell from a scroll or
use a wand, the character has to have a particular spell on the character's class spell list. By using
the skill this way, the character can use such an item as if the character did have the spell on the
character's class spell list. The character's effective caster level is the character's result minus 20.
(It's okay to have a caster level of 0.) For wands, it doesn't matter what caster level the character
is, but it does matter for scrolls. If the character's effective level is lower than the caster level, the
character must roll to see if you use the scroll successfuly.

This skill does not let the character cast the spell. It only lets the character cast it from a scroll or
wand as if the spell were on the character's class list. Note: If the character is casting it from a
scroll, the character has to decipher it first.

Emulate Class Feature: Sometimes the character needs to use a class feature to activate a magic
item. The character's effective level in the emulated class equals the character's result minus 20.

This skill does not let the character use the class feature of another class. It just lets the character
activate magic items as if the character had the class feature.

If the class whose feature the character is emulating has an alignment requirement, the character
must meet it, either honestly or by emulating an appropriate alignment as a separate check (see
below).

Emulate Ability Score: To cast a spell from a scroll, the character needs a high ability score in
the appropriate ability (Intelligence for wizard spells, Wisdom for divine spells, and Charisma
for sorcerer or bard spells). The character's effective ability score (appropriate to the class the
character is emulating when the character tries to cast the spell from the scroll) is the character's
result minus 15. If the character already has a high enough score in the appropriate ability, the
character doesn't need to make this check.

Emulate Race: Some magic items work only for certain races, or work better for those of certain
races. The character can use such an item as if the character were a race of the character's choice.
The character can emulate only one race at a time.



Emulate Alignment: Some magic items have positive or negative effects based on the character's
alignment. The character can use these items as if the character was of an alignment of the
character's choice.

The character can emulate only one alignment at a time.

Activate Blindly: Some magic items are activated by special words, thoughts, or actions. The
character can activate such items as if the character were using the activation word, thought, or
action even if the character is not and even if the character doesn't know it. The character does
have to use something equivalent. The character has to speak, wave the item around, or
otherwise attempt to get it to activate. The character gets a special +2 bonus if the character has
activated the item at least once before.

If the character fails by 10 or more, the character suffers a mishap. A mishap means that magical
energy gets released but it doesn't do what the character wanted it to do. The DM determines the
result of a mishap, as with scroll mishaps. The default mishaps are that the item affects the
wrong target or that uncontrolled magical energy gets released, dealing 2d6 points of damage to
the character. Note: This mishap is in addition to the chance for a mishap that the character
normally runs when the character casts a spell from a scroll and the spell's caster level is higher
than the character's level.

Retry: Yes, but if the character ever rolls a natural 1 while attempting to activate an item and the
character fails, then the character can't try to activate it again for a day.

Special: The character cannot take 10 with this skill. Magic is too unpredictable for the character
to use this skill reliably.

If the character has 5 or more ranks in Spellcraft, the character gets a +2 synergy bonus on Use
Magic Device checks related to scrolls. If the character has 5 or more ranks in Decipher Script,
the character gets a +2 synergy bonus on Use Magic Device checks related to scrolls. These
bonuses stack.

Use Psionic Object (Influence; TRAINED ONLY)

Check: The character can use this skill to read a spell or to activate a magic item. This skill lets
the character use a magic item as if the character had the spell ability or class features of another
class, as if the character were a different race, or as if the character were a different alignment.

Use Magic Device Task DC

Decipher a written spell 25 + Spell Level
Emulate spell ability 20

Emulate class feature 20

Emulate ability score See Text

Emulate race 25

Emulate alignment 30

Activate blindly 25



When the character is attempting to activate a magic item using this skill, the character does so
as a standard action. However, the checks the character makes to determine whether the
character is successful at emulating the desired factors to successfully perform the activation are
instant. They take no time by themselves and are included in the activate magic item standard
action.

The character make emulation checks each time the character activates a device such as a wand.
If the character is using the check to emulate an alignment or some other quality in an ongoing
manner, the character needs to make the relevant emulation checks once per hour.

The character must consciously choose what to emulate. That is, the character has to know what
the character is trying to emulate when the character makes an emulation check.

Decipher a Written Spell: This works just like deciphering a written spell with the Spellcraft
skill, except that the DC is 5 points higher.

Emulate Spell Ability: This use of the skill allows the character to use a magic item as if the
character had a particular spell on the character's class spell list. To cast a spell from a scroll or
use a wand, the character has to have a particular spell on the character's class spell list. By using
the skill this way, the character can use such an item as if the character did have the spell on the
character's class spell list. The character's effective caster level is the character's result minus 20.
(It's okay to have a caster level of 0.) For wands, it doesn't matter what caster level the character
is, but it does matter for scrolls. If the character's effective level is lower than the caster level, the
character must roll to see if you use the scroll successfuly.

This skill does not let the character cast the spell. It only lets the character cast it from a scroll or
wand as if the spell were on the character's class list. Note: If the character is casting it from a
scroll, the character has to decipher it first.

Emulate Class Feature: Sometimes the character needs to use a class feature to activate a magic
item. The character's effective level in the emulated class equals the character's result minus 20.

This skill does not let the character use the class feature of another class. It just lets the character
activate magic items as if the character had the class feature.

If the class whose feature the character is emulating has an alignment requirement, the character
must meet it, either honestly or by emulating an appropriate alignment as a separate check (see
below).

Emulate Ability Score: To cast a spell from a scroll, the character needs a high ability score in
the appropriate ability (Intelligence for wizard spells, Wisdom for divine spells, and Charisma
for sorcerer or bard spells). The character's effective ability score (appropriate to the class the
character is emulating when the character tries to cast the spell from the scroll) is the character's
result minus 15. If the character already has a high enough score in the appropriate ability, the
character doesn't need to make this check.



Emulate Race: Some magic items work only for certain races, or work better for those of certain
races. The character can use such an item as if the character were a race of the character's choice.
The character can emulate only one race at a time.

Emulate Alignment: Some magic items have positive or negative effects based on the character's
alignment. The character can use these items as if the character was of an alignment of the
character's choice.

The character can emulate only one alignment at a time.

Activate Blindly: Some magic items are activated by special words, thoughts, or actions. The
character can activate such items as if the character were using the activation word, thought, or
action even if the character is not and even if the character doesn't know it. The character does
have to use something equivalent. The character has to speak, wave the item around, or
otherwise attempt to get it to activate. The character gets a special +2 bonus if the character has
activated the item at least once before.

If the character fails by 10 or more, the character suffers a mishap. A mishap means that magical
energy gets released but it doesn't do what the character wanted it to do. The DM determines the
result of a mishap, as with scroll mishaps. The default mishaps are that the item affects the
wrong target or that uncontrolled magical energy gets released, dealing 2d6 points of damage to
the character. Note: This mishap is in addition to the chance for a mishap that the character
normally runs when the character casts a spell from a scroll and the spell's caster level is higher
than the character's level.

Retry: Yes, but if the character ever rolls a natural 1 while attempting to activate an item and the
character fails, then the character can't try to activate it again for a day.

Special: The character cannot take 10 with this skill. Magic is too unpredictable for the character
to use this skill reliably.

If the character has 5 or more ranks in Spellcraft, the character gets a +2 synergy bonus on Use
Magic Device checks related to scrolls. If the character has 5 or more ranks in Decipher Script,
the character gets a +2 synergy bonus on Use Magic Device checks related to scrolls. These
bonuses stack.

Use Rope (Agility- or- Knowledge)

Check: Most tasks with a rope are relatively simple.

DC Task
10 Tie a firm knot
15 Tie a special knot, such as one that slips, slides slowly, or loosens
with a
tug
15 Tie a rope around oneself one-handed

15 Splice two ropes together (takes 5 minutes)



When the character binds another character with a rope, any Escape Artist check that the bound
character makes is opposed by the character's Use Rope check. The character gets a special +10
bonus on the check because it is easier to bind someone than to escape from being tied up.

The character doesn't make the character's Use Rope check until someone tries to escape.
Special: A silk rope gives a +2 circumstance bonus on Use Rope checks. If the character casts an
animate rope spell on a rope, the character gets a +2 circumstance bonus to any Use Rope checks

the character makes when using the rope. These bonuses stack.

If the character has 5 or more ranks in Escape Artist, the character gets a +2 synergy bonus on
checks to bind someone.

Use Scientific Apparatus (Reasoning)
Check: The character can use this skill to read a spell or to activate a magic item. This skill lets

the character use a magic item as if the character had the spell ability or class features of another
class, as if the character were a different race, or as if the character were a different alignment.

Use Magic Device Task DC

Decipher a written spell 25 + Spell Level
Emulate spell ability 20

Emulate class feature 20

Emulate ability score See Text

Emulate race 25

Emulate alignment 30

Activate blindly 25

When the character is attempting to activate a magic item using this skill, the character does so
as a standard action. However, the checks the character makes to determine whether the
character is successful at emulating the desired factors to successfully perform the activation are
instant. They take no time by themselves and are included in the activate magic item standard
action.

The character make emulation checks each time the character activates a device such as a wand.
If the character is using the check to emulate an alignment or some other quality in an ongoing
manner, the character needs to make the relevant emulation checks once per hour.

The character must consciously choose what to emulate. That is, the character has to know what
the character is trying to emulate when the character makes an emulation check.

Decipher a Written Spell: This works just like deciphering a written spell with the Spellcraft
skill, except that the DC is 5 points higher.

Emulate Spell Ability: This use of the skill allows the character to use a magic item as if the
character had a particular spell on the character's class spell list. To cast a spell from a scroll or
use a wand, the character has to have a particular spell on the character's class spell list. By using



the skill this way, the character can use such an item as if the character did have the spell on the
character's class spell list. The character's effective caster level is the character's result minus 20.
(It's okay to have a caster level of 0.) For wands, it doesn't matter what caster level the character
is, but it does matter for scrolls. If the character's effective level is lower than the caster level, the
character must roll to see if you use the scroll successfuly.

This skill does not let the character cast the spell. It only lets the character cast it from a scroll or
wand as if the spell were on the character's class list. Note: If the character is casting it from a
scroll, the character has to decipher it first.

Emulate Class Feature: Sometimes the character needs to use a class feature to activate a magic
item. The character's effective level in the emulated class equals the character's result minus 20.

This skill does not let the character use the class feature of another class. It just lets the character
activate magic items as if the character had the class feature.

If the class whose feature the character is emulating has an alignment requirement, the character
must meet it, either honestly or by emulating an appropriate alignment as a separate check (see
below).

Emulate Ability Score: To cast a spell from a scroll, the character needs a high ability score in
the appropriate ability (Intelligence for wizard spells, Wisdom for divine spells, and Charisma
for sorcerer or bard spells). The character's effective ability score (appropriate to the class the
character is emulating when the character tries to cast the spell from the scroll) is the character's
result minus 15. If the character already has a high enough score in the appropriate ability, the
character doesn't need to make this check.

Emulate Race: Some magic items work only for certain races, or work better for those of certain
races. The character can use such an item as if the character were a race of the character's choice.
The character can emulate only one race at a time.

Emulate Alignment: Some magic items have positive or negative effects based on the character's
alignment. The character can use these items as if the character was of an alignment of the
character's choice.

The character can emulate only one alignment at a time.

Activate Blindly: Some magic items are activated by special words, thoughts, or actions. The
character can activate such items as if the character were using the activation word, thought, or
action even if the character is not and even if the character doesn't know it. The character does
have to use something equivalent. The character has to speak, wave the item around, or
otherwise attempt to get it to activate. The character gets a special +2 bonus if the character has
activated the item at least once before.

If the character fails by 10 or more, the character suffers a mishap. A mishap means that magical
energy gets released but it doesn't do what the character wanted it to do. The DM determines the



result of a mishap, as with scroll mishaps. The default mishaps are that the item affects the
wrong target or that uncontrolled magical energy gets released, dealing 2d6 points of damage to
the character. Note: This mishap is in addition to the chance for a mishap that the character
normally runs when the character casts a spell from a scroll and the spell's caster level is higher
than the character's level.

Retry: Yes, but if the character ever rolls a natural 1 while attempting to activate an item and the
character fails, then the character can't try to activate it again for a day.

Special: The character cannot take 10 with this skill. Magic is too unpredictable for the character
to use this skill reliably.

If the character has 5 or more ranks in Spellcraft, the character gets a +2 synergy bonus on Use
Magic Device checks related to scrolls. If the character has 5 or more ranks in Decipher Script,
the character gets a +2 synergy bonus on Use Magic Device checks related to scrolls. These
bonuses stack.

Use Sensory Equipment (Reasoning+Intuition)

Check: The character can use this skill to read a spell or to activate a magic item. This skill lets
the character use a magic item as if the character had the spell ability or class features of another
class, as if the character were a different race, or as if the character were a different alignment.

Use Magic Device Task DC

Decipher a written spell 25 + Spell Level
Emulate spell ability 20

Emulate class feature 20

Emulate ability score See Text

Emulate race 25

Emulate alignment 30

Activate blindly 25

When the character is attempting to activate a magic item using this skill, the character does so
as a standard action. However, the checks the character makes to determine whether the
character is successful at emulating the desired factors to successfully perform the activation are
instant. They take no time by themselves and are included in the activate magic item standard
action.

The character make emulation checks each time the character activates a device such as a wand.
If the character is using the check to emulate an alignment or some other quality in an ongoing
manner, the character needs to make the relevant emulation checks once per hour.

The character must consciously choose what to emulate. That is, the character has to know what
the character is trying to emulate when the character makes an emulation check.



Decipher a Written Spell: This works just like deciphering a written spell with the Spellcraft
skill, except that the DC is 5 points higher.

Emulate Spell Ability: This use of the skill allows the character to use a magic item as if the
character had a particular spell on the character's class spell list. To cast a spell from a scroll or
use a wand, the character has to have a particular spell on the character's class spell list. By using
the skill this way, the character can use such an item as if the character did have the spell on the
character's class spell list. The character's effective caster level is the character's result minus 20.
(It's okay to have a caster level of 0.) For wands, it doesn't matter what caster level the character
is, but it does matter for scrolls. If the character's effective level is lower than the caster level, the
character must roll to see if you use the scroll successfuly.

This skill does not let the character cast the spell. It only lets the character cast it from a scroll or
wand as if the spell were on the character's class list. Note: If the character is casting it from a
scroll, the character has to decipher it first.

Emulate Class Feature: Sometimes the character needs to use a class feature to activate a magic
item. The character's effective level in the emulated class equals the character's result minus 20.

This skill does not let the character use the class feature of another class. It just lets the character
activate magic items as if the character had the class feature.

If the class whose feature the character is emulating has an alignment requirement, the character
must meet it, either honestly or by emulating an appropriate alignment as a separate check (see
below).

Emulate Ability Score: To cast a spell from a scroll, the character needs a high ability score in
the appropriate ability (Intelligence for wizard spells, Wisdom for divine spells, and Charisma
for sorcerer or bard spells). The character's effective ability score (appropriate to the class the
character is emulating when the character tries to cast the spell from the scroll) is the character's
result minus 15. If the character already has a high enough score in the appropriate ability, the
character doesn't need to make this check.

Emulate Race: Some magic items work only for certain races, or work better for those of certain
races. The character can use such an item as if the character were a race of the character's choice.
The character can emulate only one race at a time.

Emulate Alignment: Some magic items have positive or negative effects based on the character's
alignment. The character can use these items as if the character was of an alignment of the
character's choice.

The character can emulate only one alignment at a time.
Activate Blindly: Some magic items are activated by special words, thoughts, or actions. The

character can activate such items as if the character were using the activation word, thought, or
action even if the character is not and even if the character doesn't know it. The character does



have to use something equivalent. The character has to speak, wave the item around, or
otherwise attempt to get it to activate. The character gets a special +2 bonus if the character has
activated the item at least once before.

If the character fails by 10 or more, the character suffers a mishap. A mishap means that magical
energy gets released but it doesn't do what the character wanted it to do. The DM determines the
result of a mishap, as with scroll mishaps. The default mishaps are that the item affects the
wrong target or that uncontrolled magical energy gets released, dealing 2d6 points of damage to
the character. Note: This mishap is in addition to the chance for a mishap that the character
normally runs when the character casts a spell from a scroll and the spell's caster level is higher
than the character's level.

Retry: Yes, but if the character ever rolls a natural 1 while attempting to activate an item and the
character fails, then the character can't try to activate it again for a day.

Special: The character cannot take 10 with this skill. Magic is too unpredictable for the character
to use this skill reliably.

If the character has 5 or more ranks in Spellcraft, the character gets a +2 synergy bonus on Use
Magic Device checks related to scrolls. If the character has 5 or more ranks in Decipher Script,
the character gets a +2 synergy bonus on Use Magic Device checks related to scrolls. These
bonuses stack.

New Skills

Assense

Astrogation (Astro-Navigation)
Overchannel

Pilot

Arcane Theory

Applied Science

Nautical

Bureaucracy



Supcrnatural 5](1”5

Supernatural skills are special skills available only to characters with the appropriate class, race
or bloodline required to use them. They are innate powers, attributed to the ancestry or racial
properties of the character and cannot be taught to another individual unless that person also
possesses the requisite traits. Supernatural skills generally come from ancestry of draconic or
outsider types, or divine entities.

Manifest Power [Supernatural]
Y ou can manifest special racia, class-based or bloodline supernatural or spell-like powers.

Sense Univer se [Divine/Ascended]
Y ou can connect with the Universe and use the Universal knowledge to see or know anything
within your sphere(s) of influence.

Sense Void [Supernatural] [Voice Mage and Void Creature Only]

Y ou can use yourconnectiOon to the Void, which touches al the realms, planes, layers and
dimensions of readlity (including alternatives of the continuum) to use your natural and
supernatural senses at an immense distance and across the dimensions,

Assense (Intuition) [Trained Only] [Supernatural]

Sorcerer, Wild Mage, Draconic, Outsider, Greater Undead, Deity, Void Mage ,Void Creature,
Saerosian Lineage

Just as light reflected off objects allows creatures with eyes to see, so does the Magical Energy
Field resonate; reflect off of and through objects and places. Those with mystical abilities who
are so trained learn to attune their inner-senses to “see” this energy pattern.

This supernatural skill is said to originate from draconic and divine beings, such as the Elder
Dragons, Guardians and the Greater Gods, and has passed into the bloodlines of all true dragons,
some outsiders, void creatures, greater undead (via N’tra), and the Saerosian bloodline.
Sorcerers, Wild Mages and Void Mages, whose powers also stem from these sources also gain
access to this supernatural skill, which cannot be learned by anybody not of the requisite class,
race or bloodline.

Learning to “see”’ the MEF requires extensive training, and can never be used without the
character being taught the proper techniques (unless the mage is a Sorcerer; see below). Worse
yet, characters without the ability to cast spells (not including the ability to utilize spell-like
abilities) can never do this. To be able to learn the Assense skill, the character must meet the
following pre-requisites before taking any ranksin this skill:

Perception 13+, Ability to cast Cantripsor 1 Level spells, Magical Aptitude 20% +.

Once the character has been trained, which does not require a feat, the character may add ranks
in this skill normally. Sorcerer characters may take ranksin Assense at first level, but if they



elect not to do so they must seek training to take ranksin it later on. Wizards and other mages
may only take ranksif trained and therefore, unless they were fortunate enough to done their
apprenticeship under a master with the skill (20% chance), may not take at 1% level, or at any
later level it until they aretrained in its use. Sorcerers have the upper hand of being more
magically attuned and thus have this “ second sight” naturally.

Why isit so difficult to learn to Assense?

Assense is potentially one of the most versatile and powerful skillsin the game, at least asa
character progresses with it. Not only does it allow a character to “see” the field of magic,
potentially replacing spells such as Detect Magic entirely, with a high enough check result a
character can replicate many divination effects (those with arange of personal or are within the
range of the character’s ability to use Assense). In addition, a character may be able to see
through solid objects, seein total darkness (including some forms of magical darkness), or see
the otherwise unseen. Assense is priceless to any person who is blind, haslost hiseyesor is
otherwise deprived of his normal sight.

A character with the Assense skill may “see” with it at arange equal to 10 feet per 1 point of his
check result. Thus, a character with 4 ranks in Assense that has a +3 modifier to his Intuition
skill uses the take-10 action to yield a 17 for his check result. The distance he could use the
Assense skill at is0to 170 feet.

Optionally, thisfield of “second sight” may be used at half its normal range in every direction.
Doing so gives the character the ability to use al-around vision, meaning the character may
make an automatic Assense check against sneak-attacks, opposed by the attacker’ s Bluff skill. If
the character’ s Assense check is higher, the sneak attack does not deal extra damage or catch the
mage off guard. Using Assense thisway is very disorienting, imposing a-4 penalty to all attacks
or other actions.

Characters who are sightless, through natural (but not magical) means, or have had their eyes
damaged or removed enjoy double the normal range of “second sight” in contrast to their
normally-sighted compatriots. These characters learn to use Assense in place of their normal
vision, and need not actively concentrate on it to see around them. At first, the vision granted to
them istextura only, much like darkvision.

Once the character has 8 or more ranks however, they gain the ability to seein color. Once the
character has 15 or more ranks, they may see as though they had Arcane Sght active at all times.
Sighted characters do not gain these benefits. In addition, non-sighted characters do not become
disoriented by using their “second sight” in all directions, effectively giving them the ability to
have unilateral vision in aglobe equal to their Assense score +10 (as if always taking-10) x 10
feet at all times.

Seeing through objectsis obviously harder, and severely limits the range of this ability. Consider
any character attempting to see “through” an object to have his range of vision decreased by 30
feet for every 6 inches of thickness he attempts to see through.



Thus, Tolko uses his Assense skill to see into aroom beyond a one-foot thick stone wall. His
Assense skill is+8 (5 ranks and +3 Intuition), and herollsa 12 on his dice check, resulting in a
total DC of 20. Tolko isableto see 120 feet in front of him (200 feet, minus 60 feet for the
thickness of the wall).

Metal objects double this penalty, and lead quadruplesit, effectively amost entirely blocking it.
Thus, if the wall was made of steel Tolko would be able to see 80 feet in front of him (200 feet —
120 feet for the steel wall’ s thickness); similarly if the wall waslead, Tolko's range of sight
would not penetrate it, as the wall would block off the first 240 feet of vision.

Of course, Assense can also reveal objects or metals within the wall, or beneath the surface of an
object. Y ou could attempt to see into achest, or seeif there are any interesting foreign objects
within a stone surface. Highly detailed discrimination isdifficult at best, and in completely solid
substancesit is only possible to differentiate between materials of widely varying mass. Thus, if
Tolko the Dwarven mage uses his Assense skill on the walls of a stone cavern, it may reveal a
vein of metal, but not a cache of turquoise. It is also hard to determine exactly what the object or
material isexcept that it has ahigher density. Tolko could say with certainty that thereisavein
of dense ore in the wall, but not whether it is precious gold or common lead. He could, if skilled
highly determine the difference between something as dense as gold or lead and as light astin or
aluminum.

Seeing within a hollow object (like achest) is easier, though abjuration spells or other magical
effects may distort the image. Even something as simple as a light spell sheds off enough
magical resonance to partially scramble the vision given through the Assense skill. Abjuration
spells such as protection from scrying work normally, forcing the character utilizing his Assense
skill to make whatever save is applicable, if any.

Attempting to see into deep water, such as alake, imposes a -2 penalty to the Assense score for
each foot of depth. The constant swirling waves of particles in the water are very difficult to
discern through.

Seeing into the MEF with Assense is much more valuable than seeing who is lurking beyond the

wall in the next room, though peeping toms may disagree. The most prized use of this skill isthe

ability to replicate Divination effects. To replace a divination spell, the character must have twice
as many ranks in Assense as the spell’ s level.

Furthermore, the spell must have an effect that takes place within the character’ s range of his
Assense ability, and the character must make a check. The base DC of the check is 15 + (3/Spell
Level). This, to replicate Detect Undead with Assense, the DC would be 18, whereas Detect
Magic hasaDC of 15. Detect Invisibility and similar effects cannot be directly replicated, but
Assense does give a +2 circumstance bonus per 5 points of the check to spot invisible creatures,
but does not actively reveal them. It is easier to spot them due to distortions in the MEF around
them. Thus, an Assense check of 20 would grant a +8 circumstance bonus to spot an invisible



creature. Invisibility does distort the MEF, but because of the way its energies envelopes around
theinvisible entity, it is still very difficult to spot them.

Characters who fail may retry again in 1 minute, but after two consecutive failuresin one day it
becomes magically fatiguing, and each additional retry cumulatively uses IMEA. A character
trying to detect magic may retry twice that day freely, but if he failed both of these attempts, his
next attempt costs IMEA.. Is he fails that, the next attempt costs 2MEA, then 4AMEA and so on.
Of course, this could cost more than casting the spell in question!

Assense can never replicate a spell that has an expensive material component (more than 1GP)
unless you supply that component. The GM may substitute something different in place of the
required component with something more reasonable (and in-line) with the nature of the Assense
skill/power. Often this may need to be something imbibed, applied to the eyes (drops, ointment
or paste), or to the head in some way.

A character that succeeds on his check may continue to use the power as long as he can continue
to concentrate. This becomes more difficult each round. The base DC for maintaining
concentration is 10. Each additional round the character continues to concentrate on his Assense
check adds +1 to the DC. This, the fourth round of concentration hasa DC of 13. This usually
doesn’t matter very much, unless the mage is trying to scan an entire 50-foot long by 10-foot
wide hall for secret doors, which would require him to concentrate for 100 rounds. Of course, he
may re-roll his Assense ability for each square, but may suffer penalties for successive failure.

Assense can provide some assistance to identifying spellsin place. A character may use an
Assense roll along with an appropriate Spellcraft roll to identify a spell in place asif Detect
Magic is being used. This requires an Assense check DC 15, plus a Spellcraft check of 15+Spell
Level to identify the spell’ s school. If the character can cast this spell, he also knows the spell’s
effects. Otherwise, to identify the effects requires a Spellcraft DC of 25+Spell Level.

Assense can assist in identifying magical objects, but can never replace the power of the Identify
spell, or any similar effect. Using this skill on amagical item will reveal the relative power of the
item, plus one of more of the schools of energy infused within it. The base DC for thisis 10. For
each 5 points exceeded, one school of energy isrevealed. This, a+1 magical sword that also
shoots fireballs will reveal that it ismagical on aDC of 10, that it has light transmutation on a



DC of 15, and that is has both light transmutation and moder ate evocation properties on aDC of
20. Revealing one function has a DC modifier of +6. This carries a base chance of 50% - 5% of
failure per 2 magic user levels. Thus, a4t Level Sorcerer would have a 40% chance of
misidentifying the function, but a 12" Level Sorcerer would only suffer a 20% chance of failure.
A mage who misidentifies a function may retry only once he has attained the next level of
experience. Identification of such functions does not reveal the way to activate them or the
requisite command word or though, if any. This can be done through separate research.

Thus, with the above example Tolko would know that heis holding a +1 sword that also has
some evocation effect on a DC of 26, but on a DC of 32 would know that the evocation effect
alows the wielder to cast a 6-die fireball once per day.

It isnot possible to replicate a spell that like True Srike, which grants an insight bonus with
Assense, as such spells grant the caster knowledge of the immediate future. Assense only grants
knowledge of the ever-present now.

Assense may replace also line of sight when a character is casting a spell in an area he can’t
normally seeinto, such as a darkened room or aroom beyond awall, but only if the character
succeeds at a Concentration check. The DC for casting a spell while using Assense for this
purpose is 20+Spell Level. If the concentration check fails, the spell may fail (80%) or go off ina
visible area (20%) with standard deviation.



Overc%anne] (C;on) Trained Onlg

This skill alows you to cast spells without expending spell slots to do so. Y ou can even
overchanne spells that you cannot normally cast (e.g. spellsthat are not on your spell list or
spells that you have not learned, but may have heard about). This all comes with a hefty price:
Overchanneling is adeadly art that can cost you your life.

Essentially, when you attempt to Overchannel a spell, rather than drawing on the MEF, then
balancing and refining it within yourself (by using your internal energy reserve in order to shape
the effects), you convert your body into aform of amystic conduit (a channel) and attempt to
convert the raw (unrefined) essence of the MEF into aspell. That is, at least something that has
an effect which resembles a spell. The final product is limited only by your imagination and your
knowledge of Spellcraft, aswell as your degree in control with the overchannel skill.

Overchannel isaclass skill for Wild Mages, but any character with mystic training can attempt
to learn it, athough it isatrained-only skill. Despite the fact that Overchannel bypasses the need
for MEA, only a character with an MEA reserve may learn this skill.

When replicating an existing spell, the time required to compl ete the overchanneled effect is
equal to that spell’ s casting time. If you are attempting to generate an entirely new effect, the
DM will adjudicate a “casting time” which shall be no less than 2.

Overchanneling is athree-step check, and is anon-action. (It is part of the casting time of the
spell.)

Step 1.

To successfully overchannel a spell you must first make an overchannel check, which begins by
declaring the spell level you are attempting to overchannel. Failure to succeed on the check
results in magical recoil damage. The DCs for overchanneling and damage for failure are
outlined on the table below:

Spell Type DC Overchannel Recoil
Class Spell 20+Spell Level 1d4 Con/ Spell Level
Non-Class Spell 30+ Spell Level 2d4 Con/ Spell Level
Step 2

If you succeed on the overchannel check you move on to a Spellcraft check. Y ou must declare
the actual spell you are trying to cast and make a Spellcraft check from the following table:

Spell Type DC Failure Result
Class Spell 15+Spell Level None
Non-Class Spell 20+Spell Level Waste Highest Available



Spell Slot
Step 3

If you succeed on all of the above, whoopee for you! Y our DM probably hates you now, and
you're probably going to die very soon. Now that you succeeded in creating your effect you think
that the worst is over, but it isn’t! There remains one final check to make: Secondary recoil.

Secondary recail is backlash damage caused by the rush of magical energy you just pulled out of
your pants. It reflects the physical traumato your body caused by transforming yourself into a
cross between amystical conduit and lightning rod: puling in massive amounts of energy and
then rapidly expelling it.

We determine the potential for secondary magical recoil by rolling a d100 against a percentile
chance of taking recoil damage (the Recoil Aversion Roll), asfollows:

10% per spell circle - 5% per caster level — Minimum 5%, Maximum 95%.

There is always a 5% chance of taking no recoil damage, even with the most obscene effects (i.e.
01 to 05 on ad100/percentileroll) and an equal chance of taking recoil damage on even the most
innocuous effect (96-100 on a d100/percentilerall).

For example: Tulkas overchannelsaFireball whichisa3rd level spell. That's 10% x 3, 30%, but
Tulkasisalso a2nd level Sorcerer, that's a mitigating factor of -10%.

Normally Tulkas would haveto roll an 01-70 to avoid taking secondary recoil damage, but we
also haveto factor in hislevel. So 01-70% becomes 01-80%. -10% off of the difficulty, get it?
Good discount for the damage you'd take.

Furthermore, for each 10% (20% for O-circle spells) by which you miss your percentileroll, you
take additional damage. For example, if you have a 40% chance of avoiding secondary recail,
and you roll a66, you are off by 20%. If you roll a41, you are off by less than 10% and you
don’t have to worry about it, but if you roll a 90, then you are off by 60% and better start

praying.

To calculate your total secondary recoil damage, first determine the level of the effect in the
table below, then add the recoil damage and any applicable recoil damage for missing your recail
aversionroll.

Spell Circle Recoil Damage Additional damage for every 10% off of DC
0 1Con +1/20%
1 1Con +1/10%
2 1d4 Con +1/10%
3 1d4 Con +1/10%
4 2d4 Con +2/10%



2d4 Con
3d4 Con
3d4 Con
4d4 Con
4d4 Con
5d4 Con

M© o~ o O

To illustrate, following the example above where Tulkas attempts to overchannel a 39-degree
spell and needsto roll an 01-80 on hisrecoil aversion roll for the secondary recoil effects, he
rollsa 100. This means that he takes 1d4+2 Con damage. The 1d4 is from the base secondary
recoil damage, and the +2 is from missing the recoil aversion roll DC by 20% (+1 for each 10%

off).

To overview: If you overchannel a 7th level spell and fail to meet the recoil aversion DC, you
take 3d4 con damage + 2 points of Con damage for every 10% you missed the DC by. The best
chances you can ever have are 95%, so there is always a 5% chance of frying yourself. Good

luck.

+2/ 10%
+2/ 10%
+2/ 10%
+3/10%
+3/10%
+4 [ 10%



Fsgchic Attacks (skills)

Deluge: Although not intended as an attack, this ability can flood a target’s mind with your own
memories and knowledge, potentially overwhelming the target with a form of mental sensory
overload



SPGS‘K Language (lnt)

Speak Language is now a skill based on intellect. The complexity of alanguage and what
your total bonusin it determines the difficulty of using it. See the Languages section for
Linguistic DCs.

Fluency table:

Spattering: Y ou understand the basic concept of what is being said/is written. Y ou can
say very simple phrases such as“l need help” and “I need food”, but more complex
communication is almost impossible.

General understanding: General understanding of alanguage allows you to communicate
with most speakers of the language, though many things may not come across very well. Y ou
will immediately be recognized as a non-native speaker and many phrases will escape you
entirely. With general understanding, you can purchase services, and communicate on a basic
level with anyone that speaks the language well.

Spoken well: Y ou speak the language very well, and you can understand 99% of what is
being said/written, but you till speak with a slight accent. Y ou can do anything that a native
speaker of the language can.

Fluent in use: Y ou speak the language fluently. In fact, you speak the language better
than most native speakers. Y ou have no noticeable accent (unless you with to display one) to
other speakers of the language.

Advanced use: Y ou understand the language at a higher vocabulary than most normal
people (at least three times the vocabulary of a native speaker). Complex and scientific
terminology is available to you, and your knowledge of vocabulary can be used to better further
diplomatic goals; e.g. write contracts or negotiate treaties.

anouag 1
Lanbuaaé Fomts

At first level anew character has language points equal to four timesitsintellect score
modifier. Unlessit isaclass with illiteracy, each new character can choose one language to
speak well without spending any language points. Thisis the character’ s base language.
Language points in alanguage related by one step to a character’ s base language can be
purchased at half the cost of other language points. For example, if you speak Italian it is easier
to learn Spanish than Russian because you already understand alot of the base of the language
you are trying to learn.

Languages spoken across the Zorean Empire
Imperial: Imperid isthe trade language of the Empire, and almost everyone

speaks at least smatterings of it. It isthe national language of Zoria and every Zorian
citizen speaksit at least at abasic level of understanding.



DCs
5 Smattering

10 Basic

15 Well

20 Fluent

25 Advanced

Freyr; Freyr is spoken by the people of northern Zoria and the people of southern
Qex. It isadightly harsh language like Ngrsk and is somewhat difficult to learn.

DCs

10 Smattering
15 Basic

20 Well

25 Fluent

30 Advanced

Forstaan; Forstaan is spoken by the people of northern Qex (mostly in Forstaanis)
and is afairly complex language to learn. It is a smooth, musical language
resembling in part Eternal and Lena.

DCs

12 Smattering
18 Basic

24 Well

30 Fluent

36 Advanced

Eldrian; Eldrian is alanguage once spoken in Zoria and across the Zorean Empire.
Its use is antiquated and there are very few speakers of it in the modern world
(past era 3). It resembles Zoraec and Eternal. Imperia is a derivative of Eldrian.
DCs

12 Smattering

18 Basic

24 Well

30 Fluent

36 Advanced

Minya (Ancients/The First)
Zo'Ran (Psions of Varia)
Zoraec; Zoraec is the native language of the Zorian race. Though it has written

and spoken forms, the Zoraec language was developed into a highly complex
method of psychic communication. Zoraec is aso the ancient language of the



Saerosian and Searenan Empires, though it has dlightly different dialectical
conceptsin either of those alternative variations.

Note that because all actual wordsin Zoraec are formed of glyphs that
represent their sounds, and each of those glyphs/sounds has a specific source of
meaning, the actual meaning of awritten or spoken word can always be traced to
its source (and thus understood) from the glyphs that form its composition.
Glyphs can also be used as stand-alone symbols, and their colour may determine
their actual meaning, as can context.

In any of itsforms, it uses a series of glyphs, each conveying either a
unique meaning or a sound, representing an idea or philosophy. These symbols
can be combined to create compound glyphs of ever-increasing complexity and
these super-glyphs often convey full and abstract concepts, and can be read by a
psychic to fully understand the meaning they intend to convey. It is also possible
to incorporate al of askill, method of thinking, or power into a psychic glyph so
that the reader automatically gains this knowledge, but thisis very difficult and
can be harmful to those with lesser-minds and is impossible to use for those with
no psychic ability. Zoraec glyphs are also very powerful sonic keys and the
language is often used for the intoning if spells via Words of Power.

DCs

15 Smattering

20 Basic

25 Well

30 Fluent / Minor Composite Glyph

35 Advanced / Normal Composite Glyph

40 Medium Composite Glyph

45 Complex Composite Glyph

50 Severe Composite Glyph

55+  Super-Glyph

High Elven
Grey Elven
Wood Elven

Sea Elven

Dwarven (each clan has a dightly different language, adjust DCs by +5 for off
clan languages)

Touchspeak (for trade)

Sign



Durroweth (Drow)
Mardé (For Mardean continent; plus sub-languages)
Sepvu (For Sepvtaria continent; plus sub-languages)
Forthank (For Forthanyx continent; plus sub-languages)
Divine Languages
Hamo; Halmo is the language of good, light and music. It is spoken in the upper

planes and by clerics of good deities. It traces its origins back to the god Haldor
and is spoken by his people.

DCs

10 Smattering
15 Basic

20 Well

25 Fluent

30 Advanced

Avanno; Avanno is the language of creation, truth and brotherhood. Itisjolly in
sound, and strong of tone and inflexion. None who hear Avanno can ignore its
persuasive voice and its moving melodies, though those of truly evil mindset
usually find it distasteful. Avanno is the creation of Jh'karr, and many of the
followers of Jn'karr speak it aswell.

DCs

10 Smattering
15 Basic

20 Well

25 Fluent

30 Advanced

Rhonian: Rhonian is the language of freedom and righteousness. It is vibrant and
bright, yet strong and undeniable. The tone of Rhonian is ever-changing and can
go from lighthearted and joyous to strong and stern in mid sentence, which is both
bewildering to those who are not fluent in its use, and a greater part of its charm.
Rhonian is the creation of Omande, and many of the followers of Omande speak

it aswell.
DCs
10 Smattering
15 Basic
20 Well

25 Fluent



30 Advanced

Alian; Alian is the language of machines, inevitable, and other intelligent
constructs (and other axiomatic creatures). It is the language of structure, law and
time, created by and spoken by the god Aldus and his followers. Alian isthe
language of supreme structure and is very difficult to learn properly: only those
who truly dedicate themselves to the task will ever completely master it.

DCs

15 Smattering
20 Basic

25 Well

30 Fluent

40 Advanced

Lena; Lenais the language of chaos, anarchy and luck. It isafair, flowing and
every changing series of tones and words; strung together like those of a small
child trying to imitate his father. Invented by Levian, it follows very few patterns
and isfairly easy to learn, though smatterings are useless because of its basic
foundation of undetermined structure (or lack thereof). There are very few
advanced speakers of Lena: once one reaches the highest level of understanding
of the vocabulary, he tends to find out that the words make very little sense
whatsoever. Lucky charms are often etched with wordsin Lena.

DCs

- Smattering
10 Basic

15 Well

20 Fluent

30 Advanced

Toronian; Toronian isthe language of devils and other dwellers of hell. It isthe
language of terror and pain. The spoken form of Toronian is shrill and harsh of
tone, demanding (yet respectful) in its very essence. Weldankh created Toronian
for his outsiders to speak, and his followers have taken to it as well. While no
more difficult than Avanno to learn, Toronian does not see as widespread a usage
base.

DCs

10 Smattering
15 Basic

20 Well

25 Fluent

30 Advanced

Separat: Seperat is similar to Toronian in sound, but is much louder, bolder and
dark of tone. It isthe language created by Keldor and its vocabulary utterly lacks



words that describe creation, love, peace, or kindness. However, it is said that
there are over ten thousand different words to describe pain, and as many defining
ways to destroy. In fact, it is so utterly evil in nature that it can make even the
most generally normal person crack just to attempt to decipher. Because Seperat
isavery difficult language for the sane to learn, PCs with a Madness bonus may
apply it to their Language (Separat) modifier.

DCs

15 Smattering
20 Basic

25 Well

30 Fluent

40 Advanced

Felosian; Felosian is, as its name reflects, the language crafted by goddess of
vanity, Felosa. Being the language of vanity, beauty and evil, Felosian is by far
the most intoxicating spoken language, though it expresses its beauty with bold
tones that overpower rather than mingle, and subdue rather than coexist. Felosian
issimilar to Halmo, but instead of slow, sweet melodies of sound it is overbearing
and borderline obnoxious strings of enchanting sounds and profound words that
border on the operatic, which serve to bewilder with their intricate beauties.
Felosian isfairly taxing to learn, but not much more than Halmo. Shockingly,
when the words of Halmo and Felosian are intermixed, they form melodies that
resemble the Songs of Creation.

DCs

10 Smattering
15 Basic

20 Well

25 Fluent

35 Advanced

Eternal; Eternal isthe language of life and death; birth and rebirth. It is slow, with
low notes of the purest sadness, and triumphant so potent of joy and life that they
cannot help but move even coldest heart. Eternal is the language of everlasting
cycles of life and death, created by Balda so that all deities would have a neutral
ground on which to communicate. Mere mortals have a difficult time learning
Eternal, and itsuse is very rare indeed. Those that do gain a new respect for life,
and for death; realizing that both are necessary parts of a balance of the whole,
and inseparable from each other.

DCs

20 Smattering
25 Basic

30 Well

40 Fluent

50 Advanced



Draak (ascended Dragons)

Draak isto Ascended Dragons what Eternal is to the Gods. It isaneutral ground
on which they can communi cate without misunderstandings or misinterpretations.
Being adragon invented language, it is difficult for Human, and Humanoid races
to learn, but normal, un-ascended dragons pick it up easily enough. Draak has also
been noted as the predecessor to Drakon, and not the other way around, and is
used on the higher planes as the primary Draconic tongue because of its age and
diversity in vocabulary.

When asked by those who encounter them, ‘Is Draak the elder Draconic
language?’, dragons often reply along these lines: “Who can determine whether
one was spoken before the other, that cannot see the uttermost beginnings of time,
or unravel the mysteries of the first, or look beyond the furthermost endings of the
universe? We, the long blooded can only surely say that it isancient, and is
spoken well by our kind, and was, if not invented by dragons, devised for us by
one who knows us more truly than we know ourselves.”

Thisis, of course the long-winded nature of Dragons, and one should never pose
them a question if they do not have the patience to listen to the entire answer in
full detail. To do so is considered very rude, and often results in a bold adventurer
meeting the inner digestive system of even the (normally) most friendly dragon.

In any case, Draak is exceptionally difficult for Humanoidsto learn, asitis
devised for a serpentine tongue, though the closely dragon blooded get an easier
time with it. Smatterings are totally useless as well, for no-one who speaks Draak
will reply to another who speaks it in a broken fashion.

DCs

— Smattering
30 Basic

40 Well

50 Fluent

60 Advanced

Deci

Deci is alangua